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Greetings 
from the Author 

So, I just finished typing i n  the last letter o f  the last red mark 
of the last edit of the book, and have sat myself here at the key
board to type out a short greeting and give you a clue as to what 
l ies in the pages beyond. 

What to expect from Rifts® Arzno. Arzno represents a lot 
of things in the role-playing world of Rifts®, and draws infor
mation and inspiration from a variety of World B ooks and other 
sourcebooks. 

Arzno is part New West, a frontier town nestled in a bend 
of the Grand Canyon: Cowboys,  gunsl ingers, bandits, rodeos , 
dinosaurs, D-Bees,  stony desert and a l l  the rest creating the 
mood for a great RPG adventure setting. Arzno expands on that, 
fleshing out a small region of this vast wilderness in splendid 
detai l  and ful l  of avenues of adventure . 

Arzno is part Vam pire Kingdoms . In their first major ap
pearance since World Book One, vampires are back with a ven
geance. Cold and calculating doesn ' t  begin to describe the 
vicious new vampire lord detailed in this book. His methods wi l l  
shock you and threatens al l  of North America. Vampires remain 
the great vi l lains of this region, ready to explode onto the na
tional scene in a devastating way unless they are stopped. 

Arzno is part Rifts® Mercenaries because it also deals with 
soldiers of fortune and the inner quests that drive them. For 
some it ' s  fame, for others it' s money or glory, but each seeks to 
fulfil l  some deep-seeded des ire . In Arzno, most of these men 
and women hunt creatures of the n ight and battle to protect 
those who can't  fight for themselves .  Merc elements permeate 
the society ,  economy, and l ifestyles of most every citizen of 
Arzno and the region, in general . Game Masters want to explore 
a new world for their players, while all of you gamers out there 
are looking forward to new O.C .C . ' s  to play ,  and new weapons 
and gadgets to play with .  From fresh and exciting Techno-Wiz
ard gadgets and weapons to new character classes for players 
and great new villains to overcome, I think that Arzno won ' t  be 
found lacking. 

\.11 in all, I hope that everyone out there can find something 
to enjoy about Rifts®: Arzno .  This being my first shot at the 
bi g time, I just want to put it all out there for you, the fans .  

- Jason Richards, 2006 
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Regional 
Overview 

The Grand Canyon State is breathtaking and amazing in our 
world today, and rightfully ten times that in the time of Rifts®. 
It is covered in hi l l s  and valleys, prairies and desert. The city of 
Arzno is on ly a dot in the vast landscape of cl iffs and canyons , 
as well as vast forests and snow-capped mountains of Arizona. 
Brief descriptions and references to the major points of interest 
and population centers throughout Arizona are in  the pages that 
fol low. Also be sure to see the great wealth of information on 
the western parts of North America found in World Book 1 3 :  

Lone Star, World Book 1 4 :  New West, and World Book 1 5 :  

Spirit West. 

For the purposes of this sourcebook, talk of the "region" in
c ludes all of what was once Arizona, and spi l l s  over into west
ern New Mexico and southern Utah. The wilds , both natural and 
supernatural ,  offer a great deal of gaming possibi l ities. 

Before the Great Cataclysm, Arizona was moderately popu
lated and housed the greatest number of its residents in and 
around the capital of Phoenix, very near the geometric center of 
the state. In Rifts®, the population is much less concentrated, 
with small ranches , homesteads, towns and nomadic tribes scat
tered throughout the region. Arizona is very expansive and fore
boding to would-be settlers. D inosaurs, monsters, vampires and 
creatures from the Rifts roam the land, as do bandits, thieves ,  
outcasts, S imvan, and adventurers . 

Climate 
Arizona is general ly thought of as a harsh,  stony desert, unat

tractive to human l ife. Whi le this is certainly true in some areas 
of pre-Rifts Arizona, particularly the south, the territory as a 
whole sees a wide variety of plant and animal l ife and a range of 
different cl imates. 

In the southern-most portion of Arizona, preconceived no
tions hold true. The only obvious plant l ife is the flat, broad 
cacti hugging the ground and the spindly skeletons of mesquite 
trees . Obvious animal l ife is l imited mostly to snakes, repti les ,  
rodents, birds, and insects . However, nighttime sees a w ide vari
ety of mammals and other critters that can ' t  take the heat of the 
day venturing out to feed on the plant l ife or each other. The 
heat doesn ' t  faze many of the monsters and dinosaurs in the re
gion , and Sandaconda, Canyon Worms, Pit Lions, and certain 
dinosaurs can be seen roaming the hot plains .  

The northern eighth of the state, that land north of the Grand 
Canyon, is extremely temperate and can get downright cold. It 
even gets substantial snow in the w inter. Pine forests cover 
much of the land, encouraged in their growth by centuries with
out man ' s  touch and plenty of rich soi l .  The first days of the 
apocalypse saw forests burned down by l ightning strikes and 

volcanic activity,  and then covered by a thick sheet of ash that 
spewed from the volcanoes of the American West. Al l  of the 
carnage left the land ful l  of nutrients and with open skies that 
soon prompted new growth. Spring melt-offs recharge the natu-



ral aquifers and springs that run into seasonal rivers to pour into 
the canyon and add their waters to the flow of the mighty Colo
rado River. Overal l ,  the northern part of the state is isolated, but 
the perfect place to settle in a land otherwise short on trees and 
good living conditions . 

The land in between shifts and changes from flat to ro l l ing, 
and from dry "to luscious. Most of it is covered in prairie with 
tall grass, scrub, and the occasional clump of green vegetation 
cl inging to a river or spring. All across this terrain are the top
pled ruins of towns and cities. 

Travel Across Arizona 
Travel  across the New West can be  treacherous to  say the 

least. Bandits and m onsters are around every bend, ready to take 
advantage of unprepared adventurers journeying between iso
lated specks of civi l ization in the untamed wilderness .  While the 
deserts and prairies are passable, it is not wise to enter into such 
a trip unprepared. Most transportation across the Western Wil
derness can be divided into two broad categories :  primitive and 
modem. 

Prim itive travel through Arizona, as well  as New Mexico, 
Utah, Nevada, and most areas in the New West, includes horses, 
exotic riding animals, beasts of burden, drawn coaches, and 
one ' s  own foot power, with horseback and trave l on foot being 
the two most common and affordable means of travel . Simple 
farmers and ranchers to Simvan, wandering D-Bees, raiding par-
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ties, Native American nomads and even visiting adventurers 
travel on foot or by horseback. Even most vi l lages and towns 
only have a few vehicles in the community . E lectric power i s  
hard t o  come b y  for most, a s  i s  gasoline o r  vehicles that run on 
the power of magic alone. Further, most of Arizona is  devoid of  
significant magical energy, making ley line transportation (a  
cheap and viable option in many parts of the country, even for 
common folk) impossible. 

Those uti l izing primitive modes of transportation put them
selves at the mercy of the elements , bandits, and monsters of al l 
kinds .  There are few reliable routes through Arizona that pro
vide natural resources such as fresh water or grazing land suit
able for horses or other riding animals, particularly in the 
southern part of the region . Even in some of the northern prai
ries one can travel for dozens of miles without coming across a 
stream or pond in the summer, as the arid heat bums away col
lected water unti l  they are refreshed by spring rains . Those trav
eling by foot or horse are best served by hiring a local guide or 
having a skil led outdoorsman in their company . Local Wilder
ness Scouts , Rangers and tribal people familiar with the region 
can easily l ive off the land, but outsiders from the East may find 
the West to be desolate, harsh and beyond their capabi l ity to 
survive. The lawless New West is also populated by bandits and 
raiders who survive by plundering settlements and robbing trav
elers , adding to the dangers of the environment. Magic or 
psionic powers can , of course, make travel even under the 
harshest of conditions much more manageable, but even mages 



and psychics must be careful  in th is hosti le environment and not 

overestimate their abi l ities or underestimate the potential dan
ger. 

If  there is one advantage to "hoofing it" on foot through the 
southwestern wilderness, it is  that bandits are l ikely to ignore 
such travelers. The brigands assume anyone on foot is poor and 
has nothing or l ittle of value worth stealing. The assumption is if  
the travelers had money, they'd be  travel ing by horseback or, 
better yet, in vehicles .  Travelers on foot are l ikely to be allowed 
to pass unmolested, but those with vehic les or using riding and 
pack animals are prime targets . In fact, most bandits wi l l  steal 
the vehicle and all .  However, those who are not completely evi l 
(Diabolic or Miscreant), wi l l  usual ly leave travelers one vehicle 
that all can travel in (or on top of), or take all pack animals and 
extra horses, but leave enough riding animals for two riders per 
animal. It is  sort of an unspoken code, and why horse thieves 
who will take a body's riding animal in the middle of nowhere 
are despised, hated and hung - because losing one's riding ani 
mal can be a death sentence in this part of the world. The only 
exception is  if civilization (a town, ranch, homestead) is  within 
walking distance (under 20 miles/32 km away), then the bandit 
wi l l  point his victim(s) in the right direction. ("There's a town 
about 1 5  m iles/24 km due west. I'd be walkin' if I was you .")  
Thieves are also l ikely to leave their victims sufficient water . 
Only the most vile and murderous bandits leave a man in the 
m iddle of nothing without a horse,  water and a basic weapon. 

Predatory monsters are not so merciful, however, and may be 
attracted by easy prey l ike pack animals, herds of cattle, or peo
ple on foot, especially if there is  injury and the scent of blood or 
i l lness among the travelers. Large groups are usually safe, with 
the predator steering c lear of the main group, but may attack 
stragglers and those who wander off on their own . 

Modern travel invo lves the use of  robot horses, dune bug
gies, trucks , hover vehicles, power armor, or any high-tech vehi
cles,  including Techno-Wizard vehicles .  Travel inside a vehicle 
is usually fast, rel iable, and may even offer protection from the 
elements via an enclosed space shielded from the sun and 
cooled by air-conditioning. Hovercycles and off-road vehicles 
are extreme ly popular, especially among explorers, mercs, ban
dits and adventurers, and trucks and other larger, versatile vehi
c les  are usually found in and around communities. Smal l ,  fast 
vehicles get from one place to another as quickly as possible 
without worrying about carrying a great deal of supplies or sur
vival gear; most are one- and two-man vehicles .  Trucks and 
other large, uti l ity or combat vehicles are used by wealthy com
munities, ranchers , merchant trade caravans, kingdoms in the 
East, mercs and adventurers, making them targets for thieves , 
bandits and raiders . 

Modem, especially M.D.C . ,  vehicles greatly reduce the dan
gers of the environment, from the elements to predators . They 
are also usually fast and comfortable, and owners of veh icles ca
pable of hauling cargo can often find work at various communi
t ies transporting goods from one place to another, pul l ing tree 
stumps, towing wagons, etc . Animal predators are m uch less 
likely to attack a truck, a rocket b ike or armored caravan, stick
ing to easier meals unless nearly starved to death . Even when 
creatures do attack, it is usually easy to s imply outrun or outgun 
them, leaving them in the dust one way or another. 
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Bandits do tend to prey on more modem trave lers, particu
larly those who don't seem to be sporting a lot of firepower or 
are experiencing some sort of breakdown. If an easy target can 
be identified and easi ly overcome, bandits get a maximum re
turn for their efforts .  Those who travel along the same routes on 
a predictable path are more l ikely to be struck than others, as it 
becomes easy for highwaymen to set traps and take the appro
priate measures to help ensure the ir fast and easy victory . 

Notable Places 
Around Arizona 

Area 51, Nevada 
The Black Market stronghold in the region is located at  the 

former secret u. S .  mi litary base located at Groom Lake in Ne
vada, but few people actually know anything about it or the 
B lack Market operation . Exactly how Area 5 1  fel l  into the pos
sess ion of the B lack Market is  uncertain. In fact, the B lack Mar
ket works hard to chase people away from Area 5 1  and contain 
their greatest secret: This  is  the HQ of the Black Market weap
ons dealer known as Bandito Arms, and the manufacturing faci l
ity for all  of its h igh-tech power armor and weaponry.  Tech
nology shockingly similar to the Coalition States, including the 
SAMAS .  Secrets layered upon secrets, but what nobody outside 
the B lack Market knows is that the Bandito Arms manufacturing 
compound is the o ld, US A ir Force secret base that used to de
sign, build and test experimental and cutting edge mi litary 
weapons and vehicles .  That's why Bandito Arms can offer a few 
SAMAS-like suits of power armor, and other gear. Much of thi s  
technology is on  par with the C S  and there's no telling what 
they may be s itting on or developing in the sprawl ing compound 
underneath the sands of Groom Lake . While the location is  a 
closely guarded secret, it is a common rumor that the Black 
Market operates its weapons branch, Bandito Arms, from some
where in the New West. However, few are adventurous or fool
ish enough to go looking for it at Area 5 1  or anywhere else .  
Those who m ight one day discover the truth wi l l  e ither be 
forced to serve the Black Market at Area 5 1  or be executed.  The 
Coal ition Mil itary would pay or do anything to get the location 
of the Bandito Arms  manufacturing H .Q .  and se ize it for them
selves, or fai l ing that, destroy it. Thus, the need for extreme se
crecy and security . The Black Market wi l l  take no chances of  
being discovered. 

Utah 
The land immediately north of Arizona, in the pre-Rifts State 

of Utah, is more of the same: desert, scrub, canyons, b luffs, di
nosaurs and emptiness.  Southern Utah is covered with canyons 
and natural marvels of nature's sp lendor. Mountains are covered 
with pine trees and capped with snow for much of the year .  
There is wi ldl ife to hunt as well as many creatures from the 
Rifts only too wi l l ing to hunt back . 

North of the more mountainous regions can be found the 
mysterious Shifting Sands. Beyond that l ies the Salt Lake Desert 
and its mysterious inhabitants, the Keepers of the Desert. For in-





fonnation on all of Utah and its many surprises, see Rifts® 

World Book 1 4 :  New West. 

Colorado 
Colorado is home to  many m ining communities ,  and to the 

Colorado Baronies . Southwestern Colorado marks the northern 
tennination of the trade route that has become known as the 
Great Trade Road. There the town of New Durango contributes 
a great deal to its prosperity, providing precious metals and 
gemstones to help drive the Western economy (whose most 
common currency is such valuables) and consuming produce 
and beef brought in from the south. See Rifts® World Book 

1 4 :  New West for more info on Colorado and the Techno-Wiz
ards of the Colorado Baronies . 

Old Mexico 
To the south of Arizona l ies a desolate waste that was once 

northern Mexico . What p laces survived the Great Cataclysm 
were destroyed or enslaved by vampires centuries ago. The en
tire southern half of the once thriving nation i s  known as the 
Vam pire Kingdoms (see Rifts® World Book One: The Vam

pire Kingdoms), where humans are enslaved and used as cattle 
by their undead masters . Northern Mexico is  bel ieved to be 
mostly desolate wastes pockmarked by small v i l lages and towns 
usually under the thral l  of a vampire master. The northern prai
ries are also home to rov ing bands of Wild Vampires - feral 
undead who hunt in packs like wi ld dogs . Whi le  some, like the 
legendary Reid 's Rangers, fight the vampire threat in northern 
Mexico the country is dominated by the undead. As a result, 
there is the constant threat of vampires expanding into the old 
American Empire . 

Indeed, the people of the Southwest (Arizona, New Mexico, 
and Texas) are always in danger from vampires coming up from 
Mexico . Most of the time,  trouble from vampires comes in the 
fonn of a lone, cunning Master or Secondary Vampire, a smal l 
clan of 2-8 vampires, or a pack of Wild Vampires . Wild packs 
can range from as few as four or five members to as many as 
40-60, seldom more than that. However, when a Master or Sec
ondary Vampire roots himself to one location, he or she may es
tabl ish a vampire colony that can quickly grow into hundreds of 
undead . When the vampires numbers exceed one thousand, a 
full-blown incursion, or invasion, can sweep across an area as 
the undead work to bring their v i le master, a Vampire Intel l i 
gence, into our world to establish a vampire k ingdom . B isbee 
and Fort Tombstone are two examples of undead colonies that, 
as they grow unchecked, threaten to become full  blown king
doms. For that reason, even a lone vampire is  hunted down and 
destroyed whenever one is discovered, and upstart colonies, 
when identified, are usual ly raided and attacked unti l  all its 
members are annih ilated or flushed back to Mexico. 

For the full lowdown on vampires, Reid's Rangers, Mexico, 
and beyond, see Rifts® World Book One: Vampire King

doms .  
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Coalition States Operations 

in the New West 
Far to the east is the nation known as the Coalition States ,  the 

last bastion of unspoiled human civi l ization in North America 
(at least from the ir perspective) . The CS state of Lone Star 

wages a constant war w ith the bandits of the Pecos Empire in an 
attempt to reclaim all of what was once Texas, and therefore has 
occasional tactical interest in the rest of the New West as wel l ,  
including the movements of Pecos Raiders and the activities of 
the B lack Market. 

Officially, the C S  has no  ongoing mi l itary campaigns or 
presence in the New West outs ide of the Coalition State of Lone 
Star . In real ity, there are a number of long-range reconnaissance 
operations in place . As many as 20 long-range teams are in the 
field at any given time, on missions that can last a few weeks or 
several months . In most cases ,  the Coalition soldiers are under 
deep cover, disguised as ordinary adventurers, mercenaries ,  
Saddle Tramps, wanderers and Tolkeen refugees . 

One operation seeks the heads of state and war crim inals 
from the fal len Kingdom of Tolkeen. 

Another involves collecting dangerous magic items stolen 
away before and after Tolkeen fel l . Items the CS regards as a 
threat to its security and survival . 

Another is designed to undennine the bandits of the Pecos 
Empire by gathering intel l igence on the various bands, and 
through assassination of key leaders and rabble-rousers within 
the gangs . 

Another is locating the headquarters and manufacturing plant 
of Bandito Anns (the B lack Market kingpin of the New West) . 

Another is gathering inte l ligence on mercenary strongholds 
l ike MercTown (Kentucky) and Arzno (Arizona) . 

Yet another, is simple reconnaissance and intel l igence gath
ering on any number of subj ects . 

And finally , vampires . After waging so many campaigns in 
the Pecos, and getting so many field reports about vampire ac
tivity from across the Southwest, Lone Star has launched a new 
operation to evaluate the dangers posed by the undead . This  i s  
being spearheaded from the Lone Star Complex under the desig
nation Operation Holy House. The primary purpose i s  to gain 
inte l ligence and assess the level of danger to CS interests in the 
West and Southwest, particularly to the States of Lone Star and 
E l  Dorado (Arkansas) . Infonnation on the Coal ition States can 
be found in numerous Rifts® titles ,  with the most notable being 
Rifts® Ultimate Edition, World Book 1 1: Coalition War 

Cam paign, World Book 1 3 :  Lone Star, and Rifts® Sou rce

book Four :  Coalition Navy. 

Notable Places 
in Arizona 

The mountains, canyons ,  deserts , and prairies o f  what was 
once Arizona are vast spaces of unclaimed wilderness . Many ar
eas are uninhabited by humans or anybody. This makes the pop
ulation centers that do exist extremely important to the survival 
of all who brave this harsh land in the New West. Some of the 



most notable places in the region are briefly mentioned below, 
with references to the world information in other sourcebooks , 
where appropriate. 

The Grand Canyon 
This marvelous feat of nature sti l l  goes by its ancient, 

pre-Rifts name. This isn't surpris ing, since no other words can 
real ly describe it; "grand" hardly does it justice as it is . Thi s  
m ighty gorge, carved over the mi l lennia by  the Colorado River, 
is 277 miles (443 km) long, often over a m ile ( 1 . 6 km) deep, and 
as much as 1 8  mi les (29 km) wide. It supports a wide range of 
Earth and alien plants, animals, and people, including humans, 

the gentle Fennodi Cactus People and the strange but majestic 
Lyn-Srial (also known as Sky Knights) . The pterodacty l- l ike 
Leatherwings and small tribes of Gargoyles and other monsters 
also make their home in the very cl iff walls of the canyon, while 
others stalk the canyon floor or the lands around the massive 
chasm. 

The entire length of the Grand Canyon is interwoven with ley 
lines, making the Grand Canyon the only known area of signifi
cant magical power in all of Arizona. Any practitioner of magic 
with in two miles (3 .2 km) of the Grand Canyon sees his spel l  
range and duration increased by  50%. B eing ins ide o r  directly 
above the Grand Canyon itself, doubles the range, duration, and 
damage of magic spells . Mages may also draw an additional 1 0  
P .P .E . per level o f  experience every twelve hours, and enjoy 
greatly enhanced P .P .E .  recovery, regaining 1 0  P .P .E . every half 
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hour, even without meditation . The magical nature of the Grand 
Canyon also attracts its fair share of Entities, demons, creatures 
of magic and practitioners of magic. 

Full details on the Grand Canyon, its cl imate, and its inhabit
ants can be found in Rifts® World Book 1 4 :  New West. 

Arzno 
Arzno is a city-state founded by mercenaries and adventur

ers . It is a thriving community nestled between the north rim of 
the Grand Canyon and the grand plateau beyond. I t  is  a place 
where the magical art known as Techno-Wizardry is  common, 
and where daily l ife revolves around the activities of the thou
sands of mercenaries who l ive and work within the city . See the 
section on Arzno, e lsewhere in this book, for all of the detai ls on 
it and its people . 

For the citizens of Arzno, the Grand Canyon provides a num
ber of natural resources . There is the fresh water of the Colorado 
River, down below on the canyon floor, and the relative safety 
and seclusion of being located on the very lip of the canyon (on 
the north s ide) . This means the yawning space of the Grand 
Canyon serves as a natural barrier against the dangers to the 
south, be they bandits, vampires or monsters . However, the 
greatest resource available to Arzno is easy access to the power 
of the ley lines that crisscross the entire length of the Grand 
Canyon . In addition, a few short ley lines run through the city it
self. This has encouraged a growing community of Techno-



Wizards to make their home in the heavi ly armed and fortified 
city-state . 

Unl ike most communities in Arizona, Arzno is of consider
able size - a real burgeoning c ity - and the founding mercenar
ies and their fami lies have always welcomed practitioners of 
magic. Thus, Techno-Wizards are a respected and productive 
part of Arzno society . It doesn ' t  hurt that the Techno-Wizards 
also contribute magical creations to the defense of the c ity as 
well as do thriving business creating TW weapons, armor, vehi
cles and devices for sale to the mercenaries and visitors . Note: 

The city of Arzno, its inhabitants and notable TW items unique 
to Arzno are described elsewhere in this book. 

Tryth-Sal 
Tryth-Sal, the home of the enlightened Sky Knights, is found 

hidden within the Grand Canyon itself. These noble, bird- like 
D-Bees act as champions of the weak and protectors along much 
of the length of the Grand Canyon and for miles around the can
yon. They welcome anybody, humans and D-Bees, who manage 
to find their way to their beautiful city. The city is  located more 
than 1 00 mi les ( 1 60 km) west of Arzno, near the Arizona
Nevada border. Note : The ful l  details on the Lyn-SriallSky 
Knights and their h idden c ity can be found in Rifts® World 

Book 1 4 :  New West. 

Phoenix 
The once sprawling city of Phoenix is reduced to ruins and 

inhabited by bands of humans and D-Bees struggling to survive . 
Hermits, small fami ly clans, adventurers down on their luck, 
and small bands of 1 00-400 people may be found scattered 
throughout the area. Half of the inhabitants in the area make 
their l iving by scavenging, ranching, and farming, the other half 
by hunting in the neighboring, but dangerous and alien 
Scottsdale Forest and living off the land. Before the Coming of 
the Rifts, the Scottsdale area, located in a more temperate and 
hosp itable region than Phoenix, was an upper-middle c lass city 
in its own right. Today it is a forest unsuitable for human (or 
D-Bee) habitation due to the great number of dinosaurs and 
monsters that roam the forest and prey upon humanoids . Stil l ,  
for those wi l l ing to  take the chance, hunting can be good. 

Phoenix is also the last stop at the southern end of the Great 

Trade Road that runs through much of Arizona and southwest
ern Colorado . A small  outpost and business office of the Arzno 

Mercenary Corps that provides security on the Great Trade 
Road is also located in the ruins of Phoen ix. 

On the outskirts of Phoenix, where the city of Chandler once 
stood, l ives a tribe of 3 5 0  Papago Indians . They are friendly 
neighbors who regularly vis it and trade with the Lynn-Sriall 
Sky-Knights, Reid ' s  Rangers, v is iting Cyber-Knights, Arzno 
and other good folk in the region . Sadly, the Chandler tribe are 
believed to be the l ast of their race . 

Tucson 
The city of Tucson is  gone, reduced to  a series of radioactive 

craters during the Great Cataclysm . Today, the area is known as 
Cratervil le or the No-Man ' s  Zone . Nothing l ives or grows here . 
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A number o f  crude warning signs with a skull  and crossbones or 
a radiation symbol are posted all around the area . Whatever hap
pened here during the Great Cataclysm or the early years of the 
Dark Age, its effects sti l l  l inger as low levels of radiation, and 
people are smart to avoid the p lace . Weeks of exposure wi l l  
cause radiation sickness and death . 

Bisbee 
A group of 670 Secondary Vampires and 120 Wild Vampires 

serve their master, Carlos Vanderberg, in the ruins of Bisbee. 
These dangerous " l iving dead" have made enemies with virtu
ally everyone who matters, including the Lyn-Srial, Arzno, the 
Papago Indians of Chandler, and Reid ' s  Rangers . Yet it seems 
that their greatest threat may come from a rival c lan of vampires 
living at Fort Tombstone . 

Fort Tombstone 
To most outsiders, Fort Tombstone seems to be an ordinary 

frontier town of isolationists who don ' t  cotton to strangers . Hu
mans  and some D-Bees walk the streets and there is a strong 
presence of local law enforcement and mi l itant defenders who 
greet visitors, especially mercs and adventurers, to tell them 
there ' s  nothing for them in Fort Tombstone and to keep moving 
to the next town . The people are wary of outs iders, which is nor
mal in the New West, and they don ' t  like strangers who could 
be advance scouts for a merc army, raiders or bandits hanging 
around their community. 

In real ity, Tombstone is the base  of operations for Xavier 
Stuart, a Master Vampire with dreams of conquering all of 
North America, starting w ith Arizona. 

Xavier Stuart sees the B isbee vampires as his  first obstacle in 
turning Arizona into a new Vampire Kingdom. The vampires of 
Bisbee are wild, unimaginative louts who need to be ass imilated 
into his army or destroyed, and soon. These brash and arrogant 
undead regularly draw the attention of Reid ' s  Rangers , mercs,  
lawmen and others who are the sworn enemies of vampires . 
With vampire hunters sniffmg around the area and waging raids 
against Bisbee, it seems only a matter of time before Xavier' s 
own covert operations and vampire popUlation are discovered in 
Tombstone . Nobody knows there are vampires at Fort Tomb
stone (let alone how large and organized the group is), and he ' d  
l ike to keep it that way unti l he i s  ready to strike. On the other 
hand, he has been able to frame the B isbee vampires for the 
handiwork of his own undead, and Xavier is  working on pro
voking the humans to the point that they completely destroy 
those in Bisbee . 

See the section on Fort Tombstone, elsewhere in this book, 
for more information on the town, Xavier Stuart and his army of 
vampires .  

Fort Apache 
This Native American stronghold stands between the White 

Man and his second invasion of the West. Hidden in the Black 

Range Mountains near the Arizona-New Mexico border, these iso
lationists hold one of the most sophisticated strong points in the 



Americas . L ike Area 5 1 ,  Fort Apache was once a mi litary store
house for high-tech weaponry and power armor with limited 
in-house production capab ilities . The exact location is unknown 
to virtually all of those who live beyond its wal ls . This tribe is ,  
by far, the most well-armed and hostile of the Modern Native 
American Preserves. Note: See page 205 of Rifts® Wo rld 

Book 1 5 :  Spirit West . 

In addition to the Apache of New Mexico, various Indian 
tribes have returned with the gods and great spirits to reclaim 
their ancestral lands after a thousand years in waiting . Rifts® 

Spirit West is  dedicated entirely to the society, magic , and all 
other aspects of the Native Americans of Rifts Earth. 
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For the most part, the New West is a spacious wilderness of 
prairies and open land. The few communities that exist are scat
tered hundreds of, sometimes a thousand, miles apart. Most hurt 
economically and defensively, and barely survive . Technology 
is often low,  and even the most successful wil l  have a mix of 
technology that ranges from frontier days to advanced science 
and/or magic . Even the biggest and best communities are iso
lated from true civi lization and function as an oasis of people 
and technology in the m iddle of nowhere . Without communica
tion and regular contact with others who live in neighboring ter
ritories, it is difficult to maintain an economy and nearly 
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impossible to grow the community . Small vi llages, homesteads , 
ranches, farms and towns are also at a loss to defend themselves 
from significant or gathering threats without help from others . 
Consequently, it was only natural that common routes of trave l 
and trade have been establ ished throughout the New West. 

One incredible marvel of travel in the New West i s  the 
Techno- Wizard Ironhorse, a magical ly-powered train that trav
els along ley l ines to haul passengers and freight from place to 
place . Whi le  this is very useful for the Colorado Baronies and 
other territories to the north, it does most of the residents of Ari
zona l ittle good s ince ley l ines are very sparse away from the 
Grand Canyon. Arizona has no major lines of magic to connect 
the territory with others throughout the Western Wilderness . 
Trave l  by horse, coach, or speedy modem transport does wel l  
for short di stances, but becomes vulnerable traveling great dis
tances in the wild. Riding animals need water, food and regular 
stops to rest. Modem vehicles may need to stop to refuel ,  break 
down, or get lost, as wel l  as become vulnerable to attack far 
away from any place that m ight be able to offer help. It is  easy 
to get lost in the vast plains and deserts of Arizona, and straying 
from the path can easily spel l  doom for travelers . The baking 
heat of the sun, dehydration, and starvation are all invisible ene
mies who have claimed more lives than bandits and inhuman 
monsters . 

Over time, trade routes have been established that provide in
termittent stops for refueling, rest, repairs and resupply, at estab
l ished communities . Such routes are comparatively safe and 
have helped the communities along them prosper and grow. The 
most famous and traveled of trade routes in Arizona is the 
Great Trade Road . 

The Great Trade Road isn't a road in the sense that it is 
paved with concrete or cobblestones, but is a known and wel l 
traveled general route from New Durango, Colorado, to Arzno 
(at the Grand Canyon) and Phoenix, Arizona in the south . The 
road was gradually established by traders and merchants . 
Starting in the north, s i lver, gold, and gems from New Durango 

are shipped to the maj or market of Arzno, where prospectors 
can sel l  the ir wares without competition from Silvereno and the 
Colorado Baronies . Techno-Wizard items,  lumber, and other 
goods are then taken over the canyon and into Joseph City, 

where locals come to purchase, trade, and sel l  goods of their 
own . From there, the merchant caravan travels to the small pop
ulation hub of Phoenix where the rest of the goods are sold off 
and the caravan is restocked with produce, grain, lumber, meat 
and furs from the surrounding communities of Phoenix, where 
farmers and independent hunters, trappers and trade companies 
are able to sell and trade their humble goods . The merchant car
avan then turns around and takes the goods collected in Phoenix, 
back up the Great Trade Road, making stops along the way to 
pick up more trade goods, and heads back north until they reach 
Arzno, where they load up again on luxury TW items, weapons 
and technological goods, and head back to New Durango to start 
all over again . 

Bandits. One disadvantage to the Great Trade Road is that it 
provides easy targets for H ighwaymen, bandits and marauders . 
Gangs of brigands may l ie in wait for small caravans, lone vehi 
c les  and travelers on foot or  horseback. Large gangs may even 
attack large and well defended merchant convoys. For this rea
son, professional merchants and traders travel heavi ly armed 



and often h ire security escorts from Arzno and mercenary com
panies to provide extra protection, especially during times of 
trouble and when the cargo is  especially precious . Smaller out
fits may h ire adventurers as escorts because they are usually 
much less expens ive than professional soldiers of fortune . 

Cou riers. The Great Trade Road is also used by couriers 
who carry small de l iveries,  mail and messages from one town to 
another. Instead of travel ing by horses or truck, couriers typi 
cally use  high-speed hovercycles, rocket bikes or robot horses to  
make quick trips and outrun bandits and bushwhackers . These 
speed demons live to ride and usual ly travel in pairs or in threes 
for defense, and to have somebody to race against on the way 
(after all ,  what's the fun of speeding along al l  by yourself?). 

Passengers. Anyone is al lowed to travel the Great Trade 
Road and it has become a maj or trai l for the region. However, 
some merchant caravans and de l ivery services wi l l  also take 
passengers . Depending on the delivery service, travel may be 
luxurious comfort in an air-conditioned cab, or the back of a 
truck or wagon with the cargo . 

Key Stops along the Great Trade Road 
There are dozens of small  ranches ,  farms and vil lages to stop 

at along the way to take a break, resupply or make a sale along 
the Great Trade Road, but the fol lowing are the biggest and 
most notable communities that make such dangerous j ourneys 
worth the trip . 

Depending on the cargo and the pay, those running the vari
ous trade and shipping companies may take days or weeks to 
reach the final stop or a primary destination. The shortest trips 
are those designed to go from po int A to point B without any 
stops in between . However, the vast majority (80%) wi l l  make 
at least a brief stop at every community to at l east acquire the 
latest news and gossip or to eat at a favorite diner or rest stop . 
Many of the drivers and caravan leaders also have their own 
side deals going with the various small communities and stops 
along the way, to whom they sel l  furs, moonshine, spices, cheap 
perfume, trinkets and common necessities,  as wel l  as make un
authorized deliveries, all under the table on their own . These 

side operations do not steal from the merchant employing the 
delivery people, and the goods offered seldom intrude on the 
merchant's area of business . However, the practice is frowned 
upon because it slows down travel ,  unauthorized stops put the 
caravan at an increased risk of attack, and the merchant isn't 
getting a cut on under the table deals . 

Arizona and southern Utah and Colorado all offer beautiful 
sights for travelers . Between stretches of stone and dust, one can 
see true wonders l ike the Sunset Crater Volcano, or the beauty 
of the upper Colorado River. Aside from establ ished, semi-per
manent campsites, there are ruins of cities virtually untouched 
s ince the Great Cataclysm where possib ly no man has tread in 
hundreds of years . The major stops along the Great Trade Road 
are given below, fol lowed by some notable side trips taken by 
many of its delivery men and travelers . 

New Durango 

Location : Southwestern Colorado, just west of the Rocky Moun
tains . Northern-most end of the Great Trade Road. 
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Major trade and services:  Exports precious metals and gems, a 
commodity needed by the Techno-Wizards of the region, as 
well as stone, and building materials . Imports lumber, beef, 
e lectronics, and luxuries from all across the region . A principal 
provider of shipping and delivery services all along the Great 
Trade Road. 

Description : The business-savvy mining baron of New Durango, 
Marshall McMil lan, i s  one of the wealthiest Carpetbaggers in 
the New West. The town of  1 ,400 human and D-Bee res idents is 
a major trading hub for small communities in Colorado west of 
the Rocky Mountains, and produces significant amounts of s i l 
ver, as wel l as some gold,  w ith a smattering of precious and 
semi-precious gemstones. McMil lan owns all of the m ines, the 
stores and markets, the banks,  and the barbershops . He owns 
virtually every square inch of the town and is the de facto 
mayor, sheriff, and judge a l l  rolled into one. 

Luckily for the res idents of New Durango, McMillan is a 
gentle taskmaster and sens itive tyrant. He gives the residents 
only as much trouble as they give him, and that usually stops at 
the general roughhousing and mayhem of any New West town . 
Every so often, McMillan's men crack down to keep the order, 
but as long as things don't get violent, everyone is treated with a 
fair hand. A measure of law and order keeps the traders and 
merchants from around the territory coming back to do business 
and spend their money in town, al l  of which means big profits 
for McMillan . 

Not so coincidental ly,  McMillan also owns the local shipping 
company and courier service . New Durango Freight and Mer

cantile is the largest, most successful trade caravan on the Great 
Trade Road, and the Lightning Courier Service is among the top 
high-speed delivery services . In addition, McMi l lan owns a s iz
able chunk (or the whole thing outright) of a half dozen other 
couriers across the Great Trade Road and in the Colorado Bar
onies . This all  makes New Durango the place where the road 
starts, but the buck stops . 

Arzno 

Location : Northern Arizona on the northern rim of the Grand 
Canyon; 230 miles (368 km) west and 60 miles (96 km) south of 
New Durango. 

Major trade and services :  Exports lumber, beef, cattle, and other 
agricultural products, textiles (fabric), e lectronics, tools, farm 
equipment, generators, weapons, body armor, and Techno-Wiz
ard items across the region. Imports precious m etals and gems 
from New Durango, additional textiles (for its own use and for 
resale), electronics and various tech goods, as wel l  as m iscella
neous craft work, household items,  j ewelry, and luxury items 
from the south and back east. The self-sufficient and modem 
city-state offers visitors all the convenience of a modem city , 
from hotels ,  saloons and entertainment, to merchant shops, hos
pital , garages and repair shops . It is ,  however, most known for 
I )  its mercenaries and security services for travelers and mer
chants, 2) its Techno-Wizard devices, and 3) its ferry services 
across the Grand Canyon . As a home to Techno-Wizards, Arzno 
actually provides several "ferry cross ings" in which TW vehi
cles ride across the open air of the Grand Canyon to get from 
one side to the other. A TW train takes vis itors on a spectacular 
tour of the Grand Canyon, first flying along the canyon's l ip, 



then down and along the walls of the Grand Canyon, then along 
the floor, and then up above the canyon, h igh in the sky, that is a 
thri l l ing and memorable ride that no pre-Rifts hel icopter experi
ence could match (and only for 3 credits a person) ! L ikewise, 
Wing Boards and other TW Flyers are everywhere in and 
around Arzno. 

Description : Arzno is covered in detai l  e lsewhere in this book 
so suffice it to say that it is a strange combination of mil itar; 
compound, trading post, industrial  town with factories,  garages 
and granaries, and part wonderment with TW Flyers and devices 
zipp ing around in the sky and along the ground, as well as cow
boys and Indians, Juicers and practitioners of magic walking 
along the same street as cyborgs, power armor and giant robot 
vehicles . 

Arzno is a main stop and trade center that helps to keep the 
Great Trade Road in business, but benefits from the trade route 
from the many vis itors, c lients and merchants who come their 
way . The Great Trade Road is also what enables Arzno's 
Techno-Wizards and other skil led engineers and mercs to gain 
easy access to other communities  and spread their goods and 
services throughout the New West . The fact that the xenophobic 
people in Gallup want nothing to do with magic or non-humans 
helps keep the traffic com ing through Arzno and relations with 
New Durango solid and prosperous . 
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Joseph City 

Location : Central Arizona on old Interstate 40;  1 3 0  m i les (208 
km) southeast of Arzno. 

Major trade and services :  Exports farm produce, mostly to 
Phoenix and other communities in the south, cattle, horses and 
leather goods . Imports lumber, farming equipment, textiles and 
fabric, and luxuries  from the larger population centers to the 
north and south. Serves as a rest stop and watering hole along 
the trai l for travelers and traders . 

Description : Joseph C ity is one of many small communities that 
serve as a hub for travelers in the region . Residents of the s iz
able Fennodi town of Winslow and the Apache of Rivercreek 

make their way down the ruins of 1-40 to trade , sel l ,  and pur
chase goods at the day-long stopover point in Joseph City . Most 
come to buy practical items for the house and the fields as wel l  
as some luxuries l ike exotic hides from Phoenix. The merchants 
and farmers of Joseph C ity sel l  eggs, produce, salted meats , 
dried provis ions, baked goods, leather goods (bags, purses, hats , 
capes,  coats, boots , moccasins, straps,  rawhide, etc .) ,  basic sup
plies, canteens, drinking water, and moonshine to the traders 
and visitors who stop at their community . They also sel l  and 
trade similar items to homesteads, ranches and communities fur
ther down the line. 

Residents of the towns and vi l lages around Joseph City 
(mostly farmers and hunters) use the Great Trade Road to make 
money in other ways . With everyone in one place at one time to 
do business ,  craftsmen set up the ir tents and hawk the ir wares 
not only to the traders, but to each other. One can find all kinds 



of services, from cowboys for h ire to hunters to laborers wil l ing 
to c lear lands, work farms ,  or exterminate bothersome predators . 
Old women sel l  tamales and fried cakes from baskets and carts . 
Farmers can get their plow blades and hoes sharpened or buy 
newly-broken horses from ranchers . The arrival of a merchant 
caravan stimulates the local economy every time it arrives .  

Phoenix Area 

Glendale 
..... - - - - - - ... , - , t-...:H:..:.w:.:..!..Y..;1;:.O_----1r." Scottsdale , 

" 
Forest ,1 

Phoenix 
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Location: The ruins of Phoenix at the junction of old Interstates 
1 7  and 1 0 ; 1 40 miles (224 km) southwest of Joseph City . 

Major trade and services: Exports exotic fruits, vegetables and 
other farm crops, m eat (chickens to cattle), furs , hides and ani 
mal bone, as well  as lumber and handcrafts . Imports necessities 
and luxury items from anywhere and everywhere, particularly 
weapons and armor, processed food, fabric, tools ,  farm equip
ment, generators, and everything from basics to the exotic .  As 
an outpost and stop along the Great Trade Road, people of 
Phoenix sel l at low prices all  the items previously noted (includ
ing drinking water, fresh eggs, chickens, mi lk, bread, baked 
goods, handcrafts, etc .)  as wel l  as provide services such as heal
ing, refitting and repair work on vehicles, manual labor, and se
curity . Remember, the Arzno Mercenary Corps has a business 
outpost in the ruins of Phoenix that offers professional security 
and guard services (mostly mercs of second to fifth leve l experi
ence) .  

Description : The ruins of Phoenix host a smal l group of human 
and D-Bee settlers who survive as hunters and gatherers in the 
dangerous Scottsdale Forest. The alien vegetation offers a vari
ety of game to hunt, from normal Earth creatures l ike deer and 
wild cattle to alien dinosaurs and predators . The skins of many 
of these creatures are especially valuable to be used in armor 
and other appl ications, and a variety of otherworldly fruits and 
herbs grow there as wel l .  

The A.M.C.  keeps a contingent of roughly two dozen sol
diers, Operators, and Techno-Wizards in Phoenix to help service 
the great numbers of TW weapons and equipment used by the 
hunters, much of it originating from Arzno Weapons Manufac
turing. This outpost also serves as a "refit and refuel" point for 

A .M.C .  security detai ls who are contracted by many trade cara
vans .  

1 7  

The Homely House, Arizona 

This rest stop and watering hole i s  simply a homestead half
way between Joseph C ity and Phoenix, run by a kindly, old 
Hopi woman who everyone calls Miss Sunshine (her real name 
is Shining Stone, but few know her by it) . Miss  Sunshine is a 
thin, frai l ,  l ife-worn woman of at least 8 5  years . She cooks for 
the regular traders and travelers who stop by her home and has 
tumed her bam into a makeshift hotel ,  as she hasn't raised any 
l ivestock s ince her husband passed away 20 years ago. (Al 
though there is a chicken coop and pen away from the bam.)  

Travelers who book rooms with Miss Sunshine s leep warm 
and dry in stalls and hay lofts ful l  of dry straw . A pair of me
dium-s ized fire pits dug out on the ground floor keep the whole 
bam toasty warm even on the coldest desert n ights . Far from 
luxury, it's better than s leeping under the open stars on the hard 
ground. Besides, Miss Sunshine only charges five credits (or 

equivalent in trade) per person and offers a heaping breakfast 
plate of fried eggs for only two credits a p late . If there is a nega
tive side to this unusual but pleasant boardinghouse, it's that 
Miss Sunsh ine and her helpers do not sel l  or accept alcohol in 
trade, and do not al low or abide drunkenness.  

The aging Miss Sunshine i s  looked after by her neighbors (al
though the nearest one is four mi les/6 .4 km away), whom never 
ask what she needs, but show up to perform basic maintenance 
on the house and bam like patching roofs,  painting, repairing 
rotten boards, and cutting firewood. She'll also accept such ser
vices from visitors as trade for a n ight's s leep in the bam, break
fast and other basic services of a boardinghouse (fresh bath , 
additional food, special information, etc . ) .  Locals also make 
sure that she has plenty of eggs, flour, and other basics ,  and al 
ways let her pay, but many slip the money back into her purse or 
pocket when she's not looking or pay her extra for the goods she 
trades them . 

Miss Sunshine is helped by her grandson, Swift Wind, and 
his wife, B lue Jay, and their 1 3  year old daughter, Sun Dancer, 
all of whom live and work at the H omely House . 

The Killer Cliffs, Utah 

Known to residents of pre-Rifts Earth as the "Straight C liffs" 
in the Grand Staircase National Monument in southern Utah, 
the Kil ler C l iffs are a favorite detour for couriers looking for an 
intense ride . Living up to its ancient name, the cl iffs stair-step 
down at a mind-bogglingly steep angle, covered in eroded boul
ders and what l ittle scrub can hold on to the rocky soi l .  Beyond 
it lies what was once known as Little Egypt, a stretch of miles of 
active sand dunes . This all adds up to the u ltimate in thri l l  rides 
for hovercycle enthusiasts . 

The standard game is a race, beginning at the top of the 
Ki l ler Cl iffs . The riders drop down the face of the cl iff (initially 
some 60 degrees down from horizontal) and guns it, trying to 
avo id the boulders and occasional tree jumping into the way . I f  
one can successfully navigate down the 300 foot (9 1 .4 m )  drop 
and through the initial boulder field, it's a straight shot over the 
dunes to the other side. The first one across without breaking 

their neck is the w inner. More than a few packages have failed 
to be delivered thanks to a rowdy, young hot shot busting his 
ride during a racing s ide-trip. 



Notable Locations Not 
on the Great Trade Road 

One might notice a few distinct locations that are not on the 
Great Trade Road, most notably, the town of Gallup, the Colo
rado Baronies, and the Clarkdale Confederacy. Why these s ig
nificant population centers are passed by is rooted in economics 
and hard-learned lessons . 

Gallup, New Mexico 
As noted earlier, Gallup is a community of frightened and 

hosti le xenophobes who want nothing to do with D-Bees, practi
tioners of magic or strangers . The s izable community on the Ar
izona-New Mexico border would make an excellent stopover for 
the Great Trade Road, but its 2 ,3 00 inhabitants, al l human, are 
intensely xenophobic and don't trust outs iders, magic, or 
D-Bees, even though they have a few mutants counted among 
their own number. What contact they do get from the outside 
world comes via trade with Joseph C ity , only a l ittle over 1 00 
miles ( 1 60 km) away. Res idents sometimes go to Joseph C ity to 
trade when absolutely necessary, but most disdain the s ight of  
humans, mutants, and D-Bees al l together in  one place . Trav
e lers are wise to give this town a pass or find themselves getting 
run out of town . . .  or worse . Game Master Note: Unknown to 
anyone, the vampires from Fort Tombstone have begun to bring 
prominent c itizens of Gallup under their sway . These mind
controlled vampire henchmen would lobby against increased 
traffic by outsiders to preserve the secret plan and operations of  
their vampire masters at Fort Tombstone. 

The Colorado Baronies 
The northernmost end of the Great Trade Road is New 

Durango, but the most populated area of Colorado lies northeast 
of this min ing town at the Colorado Baronies. The road could 
extend its reach to the Colorado Baronies , but the major players 
in the trade operation along the Great Trade Road (particularly 
New Durango's tycoon, Marshall McMi l lan and various Arzno 
Techno-Wizards) fear that including the Baronies would sap 
valuable trade from their own communities and business inter
ests . 

The Colorado Baronies are in direct competition with Arzno 
for dominance of the New West Techno-Wizard industry, and it 
is a contest the Baronies are winning. A lthough Arzno is "the" 
place to get TW goods in Arizona and New Mexico, few people 
outs ide these regions have even heard of Arzno. Meanwhile ,  the 
Colorado Baronies are known as far east as the Mississipp i 
River communities and even at Chi-Town and here and there in 
the Magic Zone . W ith the fal l  of Tolkeen, who was once the 
leading TW manufacturer in the West, the Colorado Baronies 
seem destined to fill their shoes. The Baronies are currently in
undated with orders for Techno-Wizard weapons and devices . 
Arzno, on the other hand, has seen only a small bump in sales, 
but hopes to leverage the opening left by Tolkeen to make their 
move into the larger market. They offer a nice range of TW ar
mor and TW vehic les that nobody else does, but so far, Arzno 
remains relatively unknown, except among a growing number of 
mercs and adventurers in the Southwest and distant MercTown. 
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Truth be told, the Colorado Baronies have l ittle interest i n  the 
Great Trade Road. They are prosperous enough and have their 
hands full as it is w ithout spreading out into the desolate regions 
of the Southwest (a low profit opportunity). 

Silvereno 
Closer than the Colorado Baronies, the mmmg town of 

Si lvereno is excluded from the Great Trade Road solely because 
of the wishes of Marshall McMil lan in New Durango. He sim
ply does not want his competition taking advantage of his ship
ping l ines, and has no issues w ith leaving them to fend for 
them selves . Couriers make regular trips to Si lvereno much l ike 
they do to the Colorado Baronies, util izing the Great Trade 
Road as far as it wil l  take them, and setting out from New 
Durango by less-traveled trails . 

Clarkdale Area 
, " ,l""e " ' ��Ste 

- _ _ Clarkdale 

.... 
Wormrot 

-- - - - -J. - - - - - - - -

� 
Jerome 

Clarkdale Confederacy 
Perhaps the most surprising community left off of the Great 

Trade Road is the Clarkdale Confederacy. With its prosperous 
ranches and relatively large population in such c lose a proximity 
to the road, it seems ridiculous for them not to be included. 

The truth is ,  everyone involved would love to do bus iness 
with the Confederacy, but trade w ith the town is just very, very 
dangerous . Its territory encroaches on the infamous region 
known as the Waste, making it only possible to approach from 
the south . This ,  unfortunately, brings any trave lers very, very 
close to Worm rot, the apparent home of the deadly Worm 

Wraiths (described in Rifts® New West) . Worm Wraiths are su
pernatural bandits and kil lers who patrol the region and attack 
any merchant convoy or group of mortal travelers they encoun
ter. 

Other raiders also stalk the area around the Clarkdale Con
federacy, some from the Camp Verde ruins, others seem ingly 
popping out of nowhere . Vampires and their humanoid minions 
attack and harass travelers night and day, and general ly make 
l ife unbearable for anyone trying to trade with the citizens of 
Clarkdale (see the Fort Tombstone section for details) . The 
combined threat of the supernatural menaces and monsters i s  
enough to keep most traders away, but to compound matters, the 
people of the Confederacy are isolationists and understandably 
paranoid about strangers . Consequently, they don't want mer
chant caravans coming through their territory . Any business 
done with members of the Clarkdale Confederacy is done at an-



other stop, where representatives of the three cities purchase 
high-tech gear and other essentials on behalf of their citizens . 

Background on the Clarkdale Confed eracy. Not all com
munities total ly fel l  victim to the volcanic  activ ity of the Great 
Cataclysm. 

Some cities , through luck and hard work, were able to sur
vive into the Post-Apocalyptic age . One such story of survival i s  

that of the Clarkdale Confederacy . When the natural disasters 
that changed the face of the world began to shake the planet, 
most people panicked while the c itizens of the c ities of  
Clarkdale. Cottonwood, and Jerome, in central Arizona, quickly 
banded together for mutual support and protection . When the 
dust c leared, much of the neighboring territory was gone . Flag
staff and every person with in 50 m iles (80 km) of it were de
stroyed by the fIre, ash, and quakes of the giant volcano that 
developed there . Even half of C larkdale was burned to the 
ground. Prescott was soon overrun with demonic invaders that 
seemed invincible and eager to cause suffering. A l l  communica
tion was lost with Phoenix and the rest of the world . Isolated, 
the survivors banded together, relied on each other, and the 
Clarkdale Confederacy was born. 

Now, hundreds of years later, very few know the full  h istory 
of the Confederacy , but many prosper thanks to their ancestors ' 
hard work and perseverance . The three cities have become ha
vens for peace-loving humans, D-Bess, mages, psych ics, and 
anyone who could contribute to the overal l  good of the commu
nity . They have survived as isolationists, valuing their independ
ence and shunning virtually all outside influence . The three 
communities are each sovereign members of an economic and 
mi l itary/defense triad. As equal partners with equal stake, each 
community pitches in as best it can for the benefit of the greater 
body . Each town supports the other two in any way it can, and 
there is virtually no trade w ith other territories other than the oc
casional acquisition of weapons , armor, and vital h igh-tech 
equipment and raw materials, which is  always purchased away 
from the territory and brought in. 

Visitors to the Confederacy are not welcomed. An encounter 
at one of the ranches and farms surrounding the towns proper i s  
likely to  be short and curt, ful l  of warnings that "strangers ain't 
welcome ' round these parts ." Violence rarely occurs to travelers 
who seem courteous and friendly, and those who seem safe 
enough may be allowed to make purchases, water their horses, 
and grab a b ite to eat before being encouraged to leave . Those 
obviously looking for trouble or particularly monstrous in ap
pearance are met by armed citizens on horseback and on foot 
with one final warning before they are set upon by a mil itia 
force armed with high-tech weapons and a great deal of magic . 

In 1 09 P .A . , the entire Confederacy has a population of 
around 1 5 ,000 (up from the l isting in Rifts® New West) includ
ing about 1 000 human refugees from Tolkeen . Each of the three 
c ities contributes in its own way: 

Clarkdale is by far the central and most important member 
of the Confederacy . It is  the Mystics and ranchers of this city 
who have l earned to tame the dangers of the Waste ; to tum the 
fertile no-man's land into free range for their cattle . Despite its 
unequaled success, the people of Clarkdale gladly share their 
abundance with the ir two neighbors . 

Ranching in the Waste is a dangerous occupation and even 
powerful Indian Shamans and Mystics can't keep the vicious 
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Screamers at bay for long periods . That makes long journeys 
into the Waste extremely dangerous, however, the ranchers 
manage by having their practitioners of magic clear the way ,  
lead the cattle into the Waste and drop them off at a source of  
food and water, and leave them to graze . For the most part, the 
supernatural predators leave the cattle alone, so when cattle are 
needed for beef or resale, or it is time for the cows to begin calv
ing, the ranchers send a team or

" 
cowboys and m ages back into 

the Waste to bring whatever number of heads are needed. Thi s  
has worked surprisingly well . Of course, most ranchers also 
send in a team on a regular bas is  to check on the herd and to 
round up stragglers . 

The need for mystic protection makes Native American Sha
mans  h ighly valued in Clarkdale, so it's no surprise that it has a 
large population of Indians and practitioners of magic; more so 
than the other two members of the Confederacy . Cowboys and 
simi lar occupations (Wilderness Scouts , Saddle Tramps, Vaga
bonds with cowboy, ranching and animal skil ls ,  etc . ) are also a 
large part of the population . Psi-Stalkers, however, are com
pletely absent from Clarkdale . S imilarly, mutant dogs and other 
beings sens itive to psionic and m agical activity avoid Clarkdale 
because they cannot abide to be so near the Waste and the psy
chic horrors it holds . 

Cottonwood is another ranching town, but one that does not 

uti l ize the Waste . This community contributes to the Confeder
acy by providing dairy products such as mi lk,  cheese, butter and 
ice cream. These cattle require constant attention and cannot be 
left in the Waste or wilds to roam free . The farmers of Cotton
wood also raise pigs, chickens,  and som e  horses and sheep in 



addition to growing crops that inc lude maize, wheat and cotton 
for the Clarkdale Confederacy. 

Jerome. As with all partnerships, some partners are more 
equal than others . In this case, it i s  Jerome that is really not pull
ing its own weight . Not blessed w ith the resources of its two sis
ter c ities, Jerome makes due with what it has , which isn ' t  much . 
The people of Jerome raise cattle,  horses,  and farm as best they 
can, but have a hard time even supporting their own, much less 
contributing to the other member cities .  Their l and isn ' t  nearly 
as rich as that in the Waste, and Cottonwood has the most suc
cess at farming and providing other agricultural products . This  
is a great embarrassment to  the c itizens of Jerome, despite the 
fact that Cottonwood and C larkdale don ' t  have a problem with it 
and their leaders never voice any concern or resentment . "There 
is enough to be had by al l ! "  is  the cry by the town leaders in 
both of the larger towns .  However, Jerome feels the sting of pity 
in its neighbors ' good intentions . Jerome could leave the part
nership, but would not be able to survive on its own . The city i s  
stuck in  a poor position and left with few options other than to 
just stick it out and try to do what it can .  Jerome does, however, 
have access to a network of old m ines that it and the other mem
bers of the Clarkdale confederacy have used to hide people and 
resources from invaders, especially during the Dark Ages .  

The Waste 
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When the Great Cataclysm hit on December 22, 2098 A .D . ,  it 
shook the planet to its core. Destruction on a biblical level was 
fol lowed by immense, global change . By Christmas Day of that 
year, a large volcano had formed at Flagstaff, with two smaller 
ones only 30 mi les (48 km) away near Wil l iam s .  That n ight the 
three of them rained fire, ash and death over a 50 mile (80 km) 
radius around Flagstaff, destroying everything. The c ities and 
land burned, cities crumbled, and then it was al l  covered with 20 
feet (6. 1 m) of ash . 

Over time, the pre-Rifts c ities were forgotten, and the land 
transformed. Those who dared to enter the territory during the 
200 Years Dark Age returned with tales of ghosts, bloodthirsty 
spirits, demons and monsters . According to legend, the spirits of 
those who lost their l ives in the sudden onslaught of the Great 
Cataclysm roam the lands to thi s  day .  It is said these restless 
spirits hate the living and destroy al l  who enter. 

Today, 1 09 P .A . ,  the boundary of the Waste is marked with 
Indian landmarks and signs posted by travelers warning al l 
against entry. The most distinctive s ign that you are at the foot 
of the Waste, however, is  the lush and beautiful prairie land that 
covers the hi l ls  and valleys .  The land is green as if it were eter
nally springtime. The grass covered landscape is dotted with 
c lusters of trees and broken by scattered woodlands surrounding 
a spring or pond. The entire area is l ike a giant oasis of green 
vegetation teeming with wi ldl ife .  It is ideal for hunting and the 
rich, fertile land i s  perfect for growing crops.  The area is so 
beautiful, some travelers are said to have wept upon finding it, 



believing it to be a paradise sent by God . Certainly, the vista of 
green and loveliness is not what anyone pictures as a wasteland. 
So it is , that many , tricked by the beauty and promise of the 

Waste, meet with a terrible end . For it is among the splendor of 
the greenery that ghosts and beings most terrible wait for hu
mans (and D-Bees) to be tormented and ki l led. In fact, many lo
cals believe the Waste i s  not paradise, but a piece of Hell  
brought to Earth, disguised to lure the innocent to their doom . 
Some also believe that the soul of whoever dies in the Waste i s  
forever trapped within it. Sti l l  others say that i t  is the blood of 
the innocent that waters the meadows and keeps the land so de
ceptively beautiful . 

The History of the Waste 
Geographic Area: A forsaken land surrounding the large 

Flagstaff vo lcano; 1 00 miles ( 1 60 km) in diameter. The volcano 
is sti l l  active and the land tremors periodically, but no one can 
remember the last time it erupted. (It has been at least 1 00 
years .)  

The region original ly earned the name, the Waste, because it 
was reduced to an expanse of life less dust. According to legend , 
every pre-Rifts bui lding and landmark was reduced to rubble 
and covered in a thick blanket of ash . Later, when the Waste 
turned into what appears to be a lush paradise, it kept the name,  
the Waste, because it i s  a haunted Hel l-hole inhabited by ghosts 
and monsters who torment and prey upon humanoids . Today , 
most everyone living in Arizona and the surrounding four States 
all know about the Waste and it is almost universally avoided by 
all .  Only outsiders who don ' t  know better are fooled and fal l  
victim to  the ev i l  forces at work within its borders. 

It seems that destruction came so  fast to the pre-Rifts res i 
dents in and around Flagstaff, that most everyone was ki l led 
before they even knew what h it them . Hundreds of thousands 
perished in a matter of an hour. The psych ic impressions 
scarred the land and are sti l l  palpable to psychic sens itives in 
the t ime of Rifts,  but one doesn ' t  need psionic powers to real
ize this land is tormented and haunted .  The Waste is covered 
with thousands of unique Haunting Entities known as Ghosts 

of the Waste, each replaying a fragment of a person ' s  l ife 
from the past. Dozens sit in invis ible chairs being instructed by 

the ghosts of schoo l teachers . Some walk hurriedly to and from 
meetings or greet loved ones at the doors of homes that no lon
ger exist. Christmas carolers s ing noiseless hymns into the 
darkness, and so on. 

L ike silent holograms, scenes are played out again and again 
and again, some only seconds long and others seemingly with
out end . The comings and goings of the l iving do nothing to stop 
the routine. It ' s  as if entire towns and cities are reliving an aver
age pre-Rifts day in an endless loop - macabre theater for those 
who happen upon it. People who have witnessed this bizarre 
spectacle often report a sense of amazement and even comfort in 
seeing such a thriv ing populace . . .  a shadow of the Golden Age 
of man. If only this were a quiet glimpse into the past, but what 
happens next is terrible. 

Evil and demonic Entities and monsters also inhabit the 
Waste. Creatures that prey upon the liv ing, be they human or 
D-Bee. One of the most aggressive and vicious is  the Screamer, 

also known as a Waste Banshee. When living, breath ing human-
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oids stray into the Waste and come near a cluster of ghosts, one 
or more Screamers begin their cry .  Invis ible to most (only psy
chic sensitives and those who can See the Invis ible can see the 
amorphous spheres of red, glowing psychic energy that is a 
Screamer), the Screamers unleash their psychic screech, inflict
ing agony and sorrow upon all who hear their cries. Even more 
unusual, the Waste Ghosts also react to the screams and shift 
their repetition of daily activities to scenes of panic and fear . 
Specters of children cry and scream while fami lies huddle to
gether in tears . Other ghosts seem to be  shielding themselves 
from imaginary fal l ing debris and eventually fal l  to the ground 
as if crushed or buried alive. A disturbing percentage of the 
ghosts reenact scenes of suicide or violence against others. 

The horrific howling of the Screamers i s  both deafening to 
the ear and a stabbing psionic assault on the psyche, racking the 
living victims with pain and sorrow or fear so horrific that it can 
send them into a coma. Combined with witness ing the apparent 
last moments of the lives of the ghosts who walk the Waste , 
more than one brave adventurer has been driven to madness .  
The shrieks of  a Screamer also alert other predators to  the pres
ence of the living. The Waste is filled with dark spirits and ma
levo lent beings. Other Entities such as Poltergeist, the Syphon, 
Tectonic and Possess ing Entities are all found here, as well as a 
variety of true demons, Ghouls, Imps, the occasional visiting 
Worm Wraith, and mortal monsters such as the Panthera

Tereon, Tiger Claw Raptors, Tri- Tops, Waste Monkey, and oth
ers . 

Those who have seen the Ghosts of the Waste believe that 
they are, in fact, the restless spirits of those kil led in the early 
eruptions of the volcanoes ;  ghosts , in the true sense of the word . 
Few real ize they are Entities, simply creatures using the emo
tions imprinted on the land to feed on ambient P .P .E .  In any 
case, it is a chill ing experience.  

As noted under the Clarkdale Confederacy, there are some 
who brave the Waste to take advantage of the prime grazing 
land for the raising of cattle, but most avoid the place like the 
plague. The cowboys of C larkdale take with them Mystics and 
Medicine Men, along with other practitioners of magic,  to help 
keep the Screamers at bay , but even they make quick work and 
leave as qu ickly as possible. The only sentient beings known to 
live in the Waste are those who are physically and psionically 
blind and deaf, including D-Bees known as Thumpers. Only 
such people are immune to the devastating effects of the Waste 
Banshees' screams,  and therefore live without fear of the 
Screamers (and probably not aware that they even exist) . 

Encountering Ghosts of the Waste 

Waste Ghosts are least common near the edges of the Waste, 
but much more numerous the deeper one goes into the interior 
of the area. They are encountered in greatest numbers the closer 
one gets to where F lagstaff once stood, now marked by the rum
bling volcano . Near the center of the Waste, travel by mortals 
seems impossible due to the thousands of Screamers present. 
The following details the lay of the Waste and the likelihood of 
running into its ghostly inhabitants .  There is some uncertainty in 
chance encounters , as the Ghosts seem to move from place to 
place, and the Screamers are only encountered wherever the 
restless spirits cross paths with mortals . Note: The larger the 
population of Waste Ghosts, the greater the number of  
Screamers and frequency of encounters . 



0 1 - 1 5 %  chance of a ghostly encounter along the rim , up 

to  5 miles (8 km) into the  Waste. There is a chance of  encoun
tering I D6 Waste Ghosts every 30 minutes along this outer edge 
of the Waste . Human presence within 1 0  yards/meters of a 
Waste Ghost wil l  bring I D4 howling Screamers within 3 D6 
minutes .  

The grass and vegetation is greener and fuller than the sur
rounding terrain, and many herds of cattle can be seen grazing 
along the border. Warning signs ,  Indian totem poles, grave 
markers, and even 1 00 yards/meters of fencing or wood or brick 
wal l mark the outer edge of the Waste in some places .  However, 
this is a wide area, and such markers are interm ittent or in bad 
repair. If a traveler isn ' t  paying attention, it is easy to m iss them 
and ride into the forsaken land, particu larly at night, without 
ever real izing it until one ' s  first encounter with Ghosts or mon
sters. A lone or pair of predatory animals ,  dinosaurs, Ghouls or 
Poltergeist Entities may (0 1 - 1 0% chance) also be encountered in 
this area, as well as 1 D6 Waste Monkeys or 1 D4+ I Thumpers 
(0 1 -33% chance). 

01 -30% chance of  ghostly encounters for the next 1 0  

miles ( 16  km). The deeper one travels into the Waste, the more 
likely he is of coming across a group of 5D6 Waste Ghosts ev
ery 15 minutes. Human presence within 20 yards/meters of a 
Waste Ghost wil l  bring 2D4 howling Screamers within 2D6 
minutes .  

One or two B lack Faeries or Witchlings, 2D4 Thumpers or 
Waste Monkeys, an Imp, a Lesser Demon, group of 2D4 
Ghouls, 1 D6  Poltergeists , and the occasional Syphon Entity , 
Tectonic Entity, Panthera-Tereon, Devil Unicom, Worm Wraith, 
or animal predators, may (0 1 - 3 0% chance) also be encountered 
in th is part of the Waste . 

01 -60% chance of ghostly encounters for the next 30 

miles (48 km). Ghosts are common in th is area of the Waste, 
and travelers are l ikely to encounter a group of 3D6x l 0 Waste 
Ghosts every 1 D6+4 minutes , with 4D6 similar-sized groups of 
ghosts visible in the distance. Human presence within 60 yards/ 
meters of a Waste Ghost wil l  bring 3D6 howl ing Screamers 
within 1 06 minutes .  Screamers react quickly in these ghost
populated regions. 

Black Faeries and Witchlings tend to avoid the interior of the 
Wastes , but 4D6 Thumpers, 2D6 Waste Monkeys, one or two 
Imps or Lesser Demons, a group of 2D4 Raptors, 2D6 Ghouls ,  
3D6 Poltergeists, or  I D4 Syphon Entities, Tectonic Entities, 
Panthera-Tereon, or a lone Oborus-Sl itherer, Devil Unicorn, or 
Worm Wraith may (0 1 -25% chance) also be encountered in this 
part of the Waste . One may (0 1 - 1 0% chance) also encounter a 
s ingle Great Dream Snake, a Greater Demon, a Phantasm, a 
Possess ing Entity or other dark force in these parts ,  especially 
those beings associated with death, the dead, spirits, and suffer
ing. 

01-98% certainty of a ghostly encounter at the Flagstaff 

volcano and for a 5 m ile (8 km) radius around it. This area is  
swarming with tens of thousands of  Waste Ghosts and 
Screamers . Here the pain and suffering of those destroyed by the 
Great Cataclysm is pervasive. One cannot help but to come 
within the sens ing range of the Waste Ghosts and attract 
Screamers every 1 D4 m inutes .  Human presence within 350  
yards/meters of  a Waste Ghost w i l l  bring I D6x l O  howl ing 
Screamers within 1 06 melee rounds . 
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All  manner of other Entities are also present (hundreds of 
Poltergeists , dozens of al l  other types of Entities), but Lesser 
and Greater Demons, and other dark forces tend to avoid this  
epicenter around the Flagstaff volcano.  (0 1 -06% chance of en
countering 1 06 Ghouls or other Lesser Demons, 0 1 -02% chance 
of encountering a Greater Demon or other dark force). L ikewise, 
other monsters tend to avo id the heart of the Waste, the only ex
ception being Thumpers and Waste Monkeys, at least 4000 of 
both can be found in the area. 

Note : Vampires are seldom encountered anywhere in the 
Waste. Psi-Ponies and other psionic beings of good al ignment 
are never found in the Waste unless they are prisoners of an evi l 
being. 

Ghost of the Waste 
Also known a s  Waste Ghost, 

Waste Spirit, or simply as "Ghost." 

When the Great Cataclysm fell  upon man it caused a chain 
reaction that nearly drove him to extinction. Even without the 
demons and monsters pouring through the Rifts, the absolute 
bedlam caused by Mother Nature, alone, kil led bi l l ions .  The 
Yellowstone super-volcano erupted on the second day of the 
Great Cataclysm and volcanic activity exploded to l ife ,  world
wide. Flagstaff, Arizona, once a c ity housing more than two 
hundred thousand, in 2098,  plus an equal number in the neigh
boring towns, was suddenly engulfed in roaring flame, flowing 
lava, flying debris and pyroclastic clouds of molten earth, ash 
and steam. The ground heaved upward under the pressure and 
buildings crumbled. With few exceptions, everyone in the Flag
staff area perished within one hour, forever leaving two power
ful psychic impressions burned into the very land itself. 

The first of these is what vis itors to the Waste witness upon 
their entry : the last memories of home, fami ly and the everyday 
l ife reenacted by the Ghosts of the Waste . Al l  the joy and mun
dane m inut ia of daily l ife .  These things were al l  imprinted on 
the land by the wishes and thoughts of those awaiting an uncer
tain end in the early days of the Great Cataclysm and who 
wished and prayed that the world they once knew could sti l l  be 
theirs. That sense of impending loss etched their past lives into 
the psychic fabric of the region .  

The second psychic imprint is  the terrifying last moments 
and final thoughts, fears and actions of those ki l led by volcanic 
eruptions in Arizona. Fam ilies praying together, people running 
for their lives, and those giving in to desperation can al l be seen 
when the shrieks of  the Screamers begin . When the screaming 
subs ides, the horror ends, replaced by a daily routine beginning, 
again, from the beginning. 

The l ink between the Waste Ghosts and the Screamers is  un
clear, but seems to stem from the typical Entity feeding meth
ods, taking in P .P .E .  from the environment and from the l iving, 
often through pain, suffering, and negative emotions .  The 
Haunting Entities that are the Waste Ghosts preserve themselves 
and, inadvertently, the images and thoughts of a generation of 
humans long dead. The Entities feed via the rel iving of the ex
periences, both good and bad, of those they copy . 

It is unknown why the phenomenon seen in the Waste is not 
repeated at countless places on Rifts Earth where hundreds of 



thousands to mi l lions of people died. While not uncommon to 
Rifts Earth, nowhere else is there known to be such a concentra
tion of Ghostly Entities or the Entities known as Screamers or 
Waste Banshees . 

Com munication and Interaction :  It is possible to interact 
on a l imited scale with the Waste Ghosts, but only in their 
adopted forms.  Using such spells or abi lities as Astral Projec
tion, Commune with Spirits , Telepathy, and Summon and Con
trol Entity can have some impact on the Haunting Entities  
trapped in the Waste. 

Characters uti lizing Astral Projection or Commune with 

Spirits are seen as fellow spirits by the Entities, and as such, 
they can talk and hear each other, although the Waste Ghosts 
treat them as if they were fellow people l iving in 2098 .  The spir
its wil l  walk by, say "hello," ask the time, or ye l l  at the charac
ter for walking through the m iddle of a soccer game, or a busy 
intersection . Both the Ghost and the l iving character, though vis
ible to one another, remain intangible and neither can make 
physical contact w ith the other. Depending on how the living 
character in Astral Form (or using magical communion) con
ducts himself, he may be able to strike up a brief conversation 
with a Waste Ghost. However, the Ghost' s  real ity is 2098,  not 
post-Cataclysm and it wi l l  speak and act as if it were l iving in 
pre-Rifts America. ("How about those Arizona Cardinals?" 
"Sorry, gotta run, the wife wil l  have my head if I ' m  late for din
ner." " I 'm sorry, but I ' m  late to class" or "Hey ,  what are you 
doing in my house? ! "  and so on.) Those who stop to chat or an
swer a question, never veer too far from their routine .  That is, in 

23 

fact, all they know. They have no knowledge of what happened 
during the Great Cataclysm, the Dark Ages or present day, and 
look puzzled if asked. Remember, the Entities are reenacting 
scenes (and l ives) that actually happened to living people in the 
past, so they are usually happy or busy. It ' s  only when the 
Screamers appear and being to howl and shriek that memories 
of their final moment of l ife take over. 

Characters attempting Telepathy with the ghostly Entities  
wil l  see them react as if someone called their name. The spirit 
won ' t  be ab le to see the psychic nor will it communicate back . 
The Waste Ghost may turn around and look for the voice, or ig
nore it and keep on going. Surface thoughts from the ghosts are 
those of the dead person at that moment in his  life; ordinary 
things that the average person th inks while walking down the 
street or on the way home for dinner with the fami ly .  Empathy 
wil l  read the same sort of casual emotions .  

The most direct way to  have meaningful contact w ith a 
Waste Ghost is to perform the spel l  Summon and Control Entity. 

This forces a specific Entity, or a random one if desired, to com
municate and interact with the spel l  caster. However, again,  
these ghosts l ive in the past and it wi l l  be clearly distracted and 
eager to get on with its routine, just l ike someone who is trying 
to get off the phone with their mother, or waiting on a late bus . 
The spirit stil l doesn't know anything about the Great Cataclysm 
or current day Rifts Earth, but may have very l im ited knowledge 
about the Golden Age of Man in relation to that person ' s  l ife .  
However, information w i l l  b e  l imited and come in a n  anecdotal 
story sort of way as the person (well ,  ghost) relates his own per-



sonal experience. Once the duration of the spel l  ends, the Entity 
bolts, eager to make up lost time. 

Using any psychic or magical abi l ities to interact with a 
Waste Ghost at the time that they come into contact with a 
Screamer has severe negative effects for the player character .  
The psychic or mystical bond acts as a direct channel to the pain 
and suffering caused by these emotional vampires and the mage 
or psychic takes the full effects of the scream attack w ithout a 
bonus to save against the scream . 

Note : The fol lowing stats are basically those of a Haunting 
Entity as found in Rifts® Dark Conversions .  See that book for 
great ins ight into these classic "ghosts" and many other Entities 
(demons and weird undead too) . Some stats or abi l ities are 
s l ightly modified for the Ghost of the Waste to reflect their spe
cial circumstances and the effects of the Screamers. 

Waste Ghost Stats 

Alignment:  None, real ly. It can be considered Anarchist, but 
the ghost just imitates behavior it has absorbed from the past. 

Attributes : Not applicable .  Low intel l igence and l ittle personal 
identity, equal to an LQ .  of 5 and M.E .  of 2. Doesn ' t  recog
nize or react to biological l ife forms or any influence from 
the physical realm . Waste Ghosts move at an average speed 
of around 1 0 . 

Mega-Dam age: I D6x l O+30 (Has 6D6+ 1 0  Hit Points , no 
S .D .C .  and no A.R. in S .D .C .  settings .)  

Horror Factor: 10 when encountered moving about the Waste . 
1 3  when watching them panic at the screams of a Screamer. 

Size : Possesses the shape and appearance of a specific human 
adu lt or chi ld it is imitating. 

Weight: Not applicable .  

Average Life Span : Presumably immortal .  

P.P.E. : 8 

Skills of Note: None, other than what they m imic in their end
less routine (they can be seen driving invisible cars, playing 
sports, working at a j ob,  and any number of mundane tasks). 

Natural Abilities : Ethereal and intangible,  mean ing the ghost 
can walk through solid matter. Impervious to all physical  and 
energy attacks. Can always be seen by the naked eye and de
tected through psionics or magical means.  The Entity seem

ingly has no concept that the physical world exists, unless 
communicating via select psionics and spells as detailed in 
the description above. While normal Haunting Entities can 
become physical beings through the use of Ectoplasm , the 
Ghosts of the Waste do not seem to ever use this abi lity . 

Connection to Screamers (Special) :  When a l iving being 
makes deliberate contact w ith a Waste Ghost or comes w ithin 
a particular range of them, a si lent alarm goes off and s ignals 
Screamers in the area that mortals  are present . This i s  an au
tomatic reaction/response by the Waste Ghosts, not a de l iber
ate attack. In fact, the ghosts suffer nearly as much as the 
humans from the Screamers ' screeching attack. The range for 
contact varies with the ghostly popUlation; the greater the 
number of ghosts, the greater their sensitivity or awareness of 
the l iving, and the farther away they can sense people and 
signal Screamers . Thus, on the outer rim, a person can get 
with in 3 1  feet (9.4 m) without being noticed by the ghost, but 
at the epicenter, l iving people are sensed even when they are 
1 050 feet (320 m) away ! 24 

Notable Shamantic defenses against detection by Waste 

Ghosts. Native American Spirit Warriors and Mask Shamans 

(the latter must be wearing an Animal, Spirit or Trickster 
Mask) are invisible to Waste Ghosts and Screamers every
where in the Waste except at the epicenter around the vol
cano . Their invis ibi l ity is broken only if they make direct 
contact with a Waste Ghost or Screamer. 

Other types of Native American Shamans ,  and as many as 
e ight mortal  (S .D .C . )  travel ing companions who stay w ithin 
1 00 feet (3 0 . 5  m) of the Shaman, are also invisible ,  but 
ONL Y so long as the Shaman keeps rubbing his medicine bag 
and he continuous ly chants/prays in a soft voice . As soon as 
he stops chanting and rubbing his charm, he and his compan
ions are visible and vulnerable to being noticed and attracting 
Screamers . This protection is broken for all if anyone in the 
party makes direct contact with a spirit . This concealment 
does not work at the epicenter around the Flagstaff volcano, 
nor does it work against other types of Entities or supernatu
ral beings. Note: Al l  Shamans, the Spirit Warrior and Mystic 

Warrior save against the Screamer' s attack at half the usual 
penalty, but only the Paradox Shaman is completely impervi
ous to the screaming attack. A variety of Spirit Magic is also 
effective in communicating with and dealing with Waste 
Ghosts, Screamers , and other Entities. 

Attacks per Melee :  3, but generally not applicable. Only used 
when interacting w ith someone who is communicating with 
them through psionic or magical means, and even then only 
to flee. 

Dam age: None. 

Bon uses : +3 to save vs magic, and +3 to save vs psionic attack. 
The Entity always attempts a save , even against something as 
simple as Empathy or Telepathy . Immune to magical and 
psionic attacks that affect the physical body (doesn 't  have a 
body) .  

Penalties : Cannot interact with the physical world, and seem-
ingly can not escape its adopted routine. 

Magic : None.  

Psionics: None. 

Allies: None, other than the other Ghosts of the Waste caught 
up in the endless replaying of pre-Cataclysm events . Many 
Indian Shamans and compassionate mortals do their best to 
see that these "restless spirits" are left alone. 

Enemies : The Screamers evoke a terrible reaction from the 
Ghosts of the Waste, but they aren' t  actually "enem ies," 
more l ike parasites locked in a symbiotic relationship with 
the ghosts. The only poss ible enemy m ight be people who 
would attempt to destroy the Entities to m ake the land usable 
for the l iving again. 

Habitat : Only known to inhabit the Waste, but may exist in 
other places where extreme tragedy and loss of l ife occurred. 



Screamer 
Also known as the Waste Banshee 

Screamers are energy beings who feed on the fear and pain of 
the l iving. They have been drawn to the Waste by the powerful  
emotions imprinted on that part of Arizona. Screamers get a 
"rush" or "high" from the fear and pain caused by their psychic 
screams.  

Though not known to be common anywhere e lse on Rifts 
Earth, Screamers exist in great numbers in the Waste . With a 
constant supply of powerful emotions from the Waste Ghosts 
they live among, Screamers roam the Waste like sinister voy
eurs , soaking in the psychic negativity that permeates the area, 
particularly the psychic leftovers from the massive death and de
struction that occurred there. The feeding on live humanoids is a 
great treat, and the foul Entities eagerly attack whenever a mor
tal ventures into their domain . Screamers become aware of the 
living by sensing contact or uneasiness on the part of the Waste 
Ghosts . Although the ghosts may not seem to react to l iving vis
itors , they do notice them and a sort of psychic adrenaline surge 
occurs . It is  a psychic surge the Screamers detect, and which 
sends them rushing over to exploit the situation to the ful lest. 

The natural form of a Screamer i s  that of red, amorphous 
spheres of psychic energy . To feed upon humans and D-Bees 
they unleash a terrible screeching - a psychic scream that not 
only causes fear and pain among the l iving but frightens the 
Waste Ghosts too. Thus, when the screaming begins, the Waste 
Ghosts reenact the last moments of the persons ' l ives during the 
Great Catac lysm . This enables the Screamer to feed on the juicy 
emotions and pain of both the l iv ing and the Haunting Entities . 
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The sound hurts both the ears and the psyche, causing temporary 
deafness, excruciating physical pain, and mental anguish. It is  
said that there is no sound l ike it  in the Megaverse . Those who 
have experienced it say it is l ike l iving the moment of your own 
death in a nightmare, and hope never to have to experience it 
again .  

Screamer Stats 

Alignment: Miscreant, though driven by instinct and hunger. 

Attributes : Not applicable.  The creature seems to have no indi-
vidual intel l igence other than to react to the presence of mor
tal beings entering its territory . Can move at a speed of 30 
(rough ly 20 mph/3 2 kIn). 

Mega-Damage :  2D4x 1 0+50 (Has 6D6+50 Hit Points , no 
S .D .C . ,  and no A.R. in S .D .C .  settings . )  

Horror Factor :  13  when seen, 16  when screaming. 

Size : About 2 feet (0.6 m) in diameter; roughly the s ize of a 
beach bal l .  

Weight: Not applicable .  

Average Life Span : Unknown. Probably immortal . 

P.P.E . :  1 2  

Natural  Abilities : Ethereal and intangible, meaning it can move 
through solid matter. Impervious to all  physical and energy 
attacks . Invisible to normal senses, but can be seen or de
tected by a number of psionic or magical means such as See 
the Invisible, Astral Projection, and Commune with Spirits . 
Can also be seen by thermal imaging devices as a cold spot 
moving through the air, or felt as a pocket of cold as it moves 
near or through a physical being . Its scream can always be 
heard, both by phys ical ears and as a psychic attack. Detects 
mortal beings within 1 ,000 feet (3 05 m). 

Attacks per Melee :  4 ;  used primarily for dodging, as it is un
able to engage in physical combat .  

Dam age: None in any form of physical combat. The creature ' s  
only offensive weapon is its terrible Scream. 

Scream of the Waste B anshee : This terrible and blood-cur
dl ing wail is the Screamer' s  way of extracting sustenance and 
euphoric pleasure from the fear, pain and suffering of others, 
living and Haunting Entities alike . When alerted to the pres
ence of any mortal by the subtle emotions and energies of the 
Waste Ghosts, the Screamers race to the scene and begin 
emitting their howl .  The scream can be sustained indefinitely 
and does not use any of the Entity ' s  attacks. The scream has 
two components : one physical and one psychic. Saving 
throws versus both must be made to avoid damage and suf
fering. 

Part One : The Physical Scream, is a piercing, resonating 
sound l ike fingernails on a chalkboard projected through a 
megaphone .  The pain that it causes is very real and can debil
itate any mortal being with ears. A successful save of 16  or 
higher is required (P .E .  bonuses may be applied) to avoid be
ing severely incapacitated by the sound . A successful save 
means the character suffers only half the penalties l isted and 
there is no chance of fal l ing. 

A failed save m eans the victim of this component of the 
scream is deafened by the sound of the scream, he cannot 
hear those around him (only the scream), the ears throb and 
hurt with pain stabbing into the skul l ,  eyes,  jaw and down the 



sides of the neck. Penalties : Attacks per melee are reduced to 
two, all combat bonuses (initiative, strike , parry, dodge , dis
arm , entangle, etc . )  are -8, a Cal led or A imed Shot is impos
sible (burst and wild only), Spd i s  reduced by half, ski l l s  are 
performed at -60% (cannot focus or concentrate to think) and 
spe l l  casters can only cast half their normal number of spel ls 
per melee round. There is  also a 0 1 -75% chance of fal ling for 
every 1 0  feet (3 m) the character tries to move. 

Wearing a basic helmet, stuffing the ears with wax, or 
other simple protective measure will give the character a +2 
to save versus the physical scream. Characters in environ
mental body armor or with advanced sound filtration systems 

are +5 to save. Those with the abi lity to completely "tum 
off' sound receptors (including radio reception, because the 
scream can be heard on radio frequencies) are completely im

mune to this physical portion of the attack (no penalties), but 
function as deaf - cannot hear the words and p leas of their 
comrades,  gunfire, an approaching vehicle,  etc . ,  cannot use 
radio communications, and must sti l l  rol l  to save versus the 
mental attack described below . 

Part Two:  The Psychic Attack. The second part of the attack 
is a psychic one, requiring a save vs psionics at a penalty of 
-4. Those fai ling to save find their psyche pierced by the 
scream,  and are s lowly drained, mental ly and emotionally. 
Victims lose one M.E .  point for every m elee round that the 
character fai ls to save. Ro l l  to save at the beginning of each 
melee, adjusting bonuses to save vs psionics appropriate ly as 
M.E .  is reduced. If the M.E .  is reduced to one, the character 
collapses into a coma for 3 D6 minutes and the Screamer 
leaves the area. M.E .  points return at a rate of one per m inute 
(four melee rounds), but the character wi l l  have suffered one 
of the fol lowing powerful ,  further debilitating emotions 
while  under the psionic attack. Presumably this is  some sort 
of Empathic transference that inflicts the emotions of the 
Waste Ghosts upon the l iving. The Screamers drink in the 
emotions and feed on them and the mental energy (measured 
by M.E .  points) . 

Rol l  on the fol lowing table to determine the emotions and 
additional, accumulative penalties caused by the psychic at
tack of the scream . Al l  penalties  last until the screaming 
stops or the characters leave the Waste . 

01 - 1 0% Lucked out, only fee ls  a bit confused and fright
ened , but nothing extreme .  No other penalties or lasting ef
fects .  

1 1 -30% Fear and  Helplessness. The victim feels com
pletely helpless and terrified. Reduce attacks per melee round 
by half (yes ,  if already reduced to two, the victim now has 
one), cannot move, must be dragged or carried away. Pen
alties :  - I on all combat rol ls  and -20% on all skil l s  for the du
ration . L ingering effect: A headache for 2D4 hours . 

31 -40% Panic Attack! Adrenaline surges, but the victim 
doesn't know what to do ! Penalties : Current penalties from 
the phys ical part of the scream remain in place, but the char
acter has no in itiative, he is completely reactive. A stabbing 
pain courses through the shoulders and chest. The character 
m ight think he 's  having a heart attack ;  suffers I D4 points of 
S .D .C .  damage per minute (every 4 melee rounds) even if 
locked inside an M.D.C .  vehicle or power armor. When 
S .D .C .  is gone, subtract damage from Hit Points, but stop 
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when H.P .  dip down to 1 8  points . Lingering effect: Heartburn 
and upper body muscle aches for 2D6 hours, - I on all physi
cal attacks, -5% on all Phys ical ski l l s  unt i l  the pain subsides . 

41 -50% Terror and Flight Reaction. Al l  the character 
knows is he has to get out of here and flees. Penalties: Panic 
stricken, the character loses all sense of orientation and may 
actual ly run deeper into the Waste unless he is subdued and 
taken the right way .  Rol l  percenti le again to determine which 
direction he runs, but wherever it is , Screamers follow. 
01-25% runs in circles never leaving the general area. 
26-50% runs right or left, diagonal to the way he came in. 
51-75% runs deeper into the Waste, toward the volcano ! 

76-00% runs toward the quickest way out. Additional Pen
alties :  Reduce the current skill levels by half, -2 to strike on 
all l ong-range attacks, and fights only to escape. L ingering 
effects : Reduce P .E .  attribute by half due to al l  the running, 
panic and physical and emotional exhaustion, and leg mus
cles ache for 2D4 hours . 0 1 -3 3 %  chance of developing a 
phobia of ghosts . 

5 1 -60% Screams  in Determination. The character is  
wracked w ith fear and starts screaming too. He probably 
doesn 't  even realize he ' s  screaming and wi l l  not stop unti l  he 
escapes the ghosts and Screamers and is safe outside the 
Waste, or rendered unconscious .  Penalties : No additional 
penalties .  In fact, reduce ski l l  penalties by half and give him 
back one of his attacks per melee as the character, though 
scared out of his w its, is focused on getting himself and com
rades out of the Waste . He is determined and driven to get 
them all out of harm ' s  way .  L ingering effects : A migraine 
headache with mi ld nausea for 2D6 hours; the character can 
not tolerate noises louder than normal conversation for the 
duration .  0 1 -3 3% chance of developing a phobia or obsession 
(hatred) of Screaming and noise that sounds like screaming. 

6 1 -70% Fear and Sorrow. The character is overcome 
with a debi l itating sense of loss, as if he just lost everyone he 
has ever loved. May sob and moan. Penalties : -3 on all com
bat rolls, -20% on all ski l l s ,  and Spd is reduced by another 
1 0%. Lingering effects : Throbbing headache and l ingering 
sense of sadness or dread for 2D6 hours, -2 on initiative, - 1  to 
all combat rolls for the duration . 0 1 -33% chance of develop
ing a phobia  of graveyards or anc ient ruins .  

7 1 -80% Anguish and Frustration. The character is over
come with a sense of futi l ity and anger. Madly lashes out at 
the Screamers , ghosts or any other monster or stranger who 
catches his attention. He may shout and curse at them as 
wel l ,  and continues his attacks even if they are not inflicting 
damage (wasting ammo and energy). However, he can be 
reasoned with and made to grab gear and/or others more de
bi litated and drag them out of the Waste . However, if the 
group is attacked, he is the first to respond in anger. L in
gering effects : Throbbing headache for 2D4 hours, - 1  to 
dodge or pull  punch for the duration of that time period. 
0 1 -3 3 %  chance of developing an obsession (hates them) for 
ghostslHaunting Entities specifical ly or all  Entities .  

81 -90% Fear and Psychosomatic Deafness. In an effort 
to cope, the character' s m ind shuts down his auditory senses 
and he goes deaf Penalties : The deafness lasts until the char
acter gets out of the Waste . The deafness is a m ixed bless ing 
as he retains his wits and sees the penalties inflicted by the 



mains, or in increments of 2D6+6 m inutes at a time. If hear
ing returns while the threat remains, deafness reoccurs one 
melee round later and lasts for twice as long. 

91 -00% Fear and Psychosomatic Blindness. In an effort 
to cope, the character' s  m ind shuts down his optical senses 
and he goes blind. Penalties :  The b l indness lasts unti l  the 
character gets out of the Waste . The affliction is a m ixed 
bless ing as he is  - 1 0  on all combat rol ls  and cannot see. How
ever, he retains h is wits and suffers no skil l  penalties for 
those that don 't  require s ight (ski l l s  that involve vision are 
-60%), making him capable of making strategic decis ions, 
casting spel ls  (though blindly) and using psionics (if avail 
able) .  However, he cannot see his comrades or incoming at
tacks.  L ingering effects :  Vis ion is b lurry for 2D6 hours (- 1 to 
strike, -20% on skil ls requiring reading or sharp vision). 
0 1 -3 3 %  chance of developing Hysterical B lindness :  Loses 
his sight every time he i s  extremely afraid or under great 
stress (afraid for his l ife, the l ives of others, and even fai lure). 
When Hysterical B lindness occurs, the character is  - 1 0  on all 
combat rol ls  and is  l ikely to fal l  and bang into objects, walk 
into walls, etc . ,  unless moving no faster than a Spd of 6 and 
feel ing his way around. Hysterical B l indness lasts as long as 
the source of the danger/fear remains, or in increments of 
2D6+6 minutes at a time. If sight returns while the threat re
mains, the bl indness reoccurs one melee round later and lasts 
for twice as long. 

Screamer Bonuses : +3 to dodge and imperv ious to Horror Fac
tor. 

Penalties : Cannot interact with the physical realm or with cor
poreal beings except via the scream. Screamers apparently 
cannot leave the Waste and must stop at its border. Note: All  
Shamans, the Spirit Warrior and Mystic Warrior save against 
the Screamer' s attack at half the usual penalty, and the Para

dox Shaman is completely impervious to the scream attack. A 
variety of Spirit Magic spel ls  are also effective in communi
cating with and dealing with Waste Ghosts, Screamers , and 
other entities .  

Magic: None. 

Psionics : Only the scream, a psychic-l ike ability w ithout I . S .P .  
cost. 

Allies: None, although somehow attuned to Waste Ghosts. 

Enemies : Its behavior has a greatly negative effect on the 
Ghosts of the Waste, but they are not enemies so much as 
food. Attacks all mortal beings at every opportunity to feed 
upon and torment them. Screamers draw pleasure and suste
nance from the fear, sorrow, anguish and physical pain of the 
living and the Waste Ghosts. 

Habitat: Screamers can be encountered anywhere in the Waste 
as long as Waste Ghosts are also present. They may exist 
e lsewhere on Rifts Earth and in the Megaverse, but where is 
unknown. It seems that the Screamers ' l ink with the Waste 
Ghosts (or perhaps to the cursed land itself) prevents them 
from pursu ing and attacking people beyond the diameter of 
the Waste. 
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Thump er 
Optional R.C.C.  

Thumpers are strange humanoid D-Bees who live in the 
Waste. The instant impression one gets from seeing a Thumper 
is  a weird, odd moving al ien or even a monster. They have hu
man-shaped bodies with bright yel low skin covered with doz
ens of small ,  moving and twitching antennae (all antennae can 
bend and move in every d irection) . The head is small with no 
eyes or ears , only a small mouth and a crown of antennae . The 
head has the most antennae, 2D6+ 1 2 ,  w ith another dozen run
ning down the spine, and 1 D6+6 on the chest and each arm and 
leg; all antennae are 6- 1 2  inches long ( 1 5  to 30 cm). Their feet 
are padded and flat, making them quiet, but slow runners, and 
their lanky arms end in hands with three long, th in fingers each . 
These bizarre beings coex ist with the eerie Ghosts of the Waste 
and the horrifying Screamers, but don ' t  seem to notice either 
one .  That ' s  because Thumpers are psionically and physically 
bl ind, deaf, and mute . They survive using other senses .  Note : 

See antennae under the Natural Abil ities for the ful l  range of the 
Thumper's  abi l ities .  

Thumpers get their name because their entire sensory system 
seems to be a form of psychic echolocation using a strange sort 
of Telekinesis .  The Thumper emits a telekinetic pulse every few 
seconds, which creates a dull and c learly audible "thump" l ike a 
s ingle heartbeat transmitted through the air. A heightened sense 
of touch, and the dozens of delicate antennae all over the 
Thumper' s  body feel  the reverberation of the pulse from objects 
around it. This gives it a nearly perfect, if somewhat short-



range,  picture and understanding of its surroundings. This TK 

sonar and the Thumper' s  sensitive antennae enables the D-Bee 
to recognize and locate everything they need in the wild.  In fact, 
the Thumper' s  TK Sonar/Imaging is so sharp that it can tell the 
difference between a grape and a pebble, not just by shape, but 
by smell and density as we l l .  

Aside from some l imited physical psionic abi l ities, Thumpers 
have no other psychic aptitude. Furthermore, something about 
their physiology makes them b lack holes for Psychic Sensitives , 
impervious to Telepathy, Empathy, and even Presence Sense .  
Deafuess and this immunity to ps ionics makes them impervious 
to the onslaughts from Screamers . 

While they are gentle ,  peaceful beings who live off the land, 
Thumpers are not totally defenseless. Their telekinetic "thump" 
can also be used to knock opponents off their feet and give the 
D-Bees a chance to escape . This is highly effective against most 
animal and humanoid predators . Ironical ly, the Thumpers ' big
gest defense against humans and other D-Bees is the presence of 
the Screamers and Waste Ghosts who keep people away . That' s 
why more Thumpers are found in and around the Waste than 
anywhere else on the continent. That having been said, most 
scho lars be lieve there are fewer than 20,000 Thumpers l iving in 
all of North America, and half live in the Waste. 

Thumper R.C.C. Stats 

Using Thumpers as Player Characters : Most players wi l l  find 
the gentle and strange Thumper a difficult character to play .  
Those who take up  the chal lenge wi l l  have their hands ful l .  

Small modifications need to  be made for Thumper player 
characters. First, the skills l isted w ith the special abi l ities be
low are taken as R .C .C .  Ski l l s .  Instead of us ing the l isted per
centages, calculate the ski l l s  as normal with the following 
bonuses : Communicate in Native Language (98%, see special 
abil ities for detail s) ,  Wilderness Survival (+ 1 5%), Holistic 
Medicine (+5%), Prowl (+ 1 0%), Identify Plants & Fruits 
(+ 1 5%), and Land Navigation (+ 1 4%). 

A Thumper who finds himself swept into the world may 
find that he can learn other skil l s ,  provided they are doable 
given the being 's  unique perspective of the world and bizarre 
senses. A Thumper can not, for example, learn Language 
skil ls ,  but may be able to learn skil ls such as C l imbing or 
Palm ing. 

New Skills : Thumper player characters can learn one new ski l l  
without the benefit of bonuses at levels 2 ,  4 ,  6,  8 ,  1 0, 12 & 
14 .  Al l  new skills start at level one experience (no bonus) and 
can only be selected from the Domestic, Physical, Rogue, and 
Wilderness skil l  categories . They improve with experience. 
Use the Dog Boy experience table .  Game Masters should be 
consulted when picking new skills to make sure they are suit
able for the character (e .g. , no Computer Hacking or Tai l ing). 

Alignment: Principled ( 1 5%), Scrupulous (70%), Unprincipled 
(5%), Anarchist (5%), Aberrant (2%), M iscreant (2%), Dia
bolic (1 %). 

Attributes : I .Q .  2D6+3 , M.E .  2D6+5 , M.A .  2D6+5 , P .S .  
2D6+ 1 ,  P.P . 2D6+3 , P .E .  2D6+5, P .B .  I D6+5 , Spd 3 D6+2 . 

Minor Mega-Dam age Being: Starts w ith P .E .  attribute number 
+ 1 0 ,  and gets an additional I D6 M.D .C .  per level of experi
ence starting with level one.  
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Horror Factor: 1 0 ; mostly due to the multitude of antennae 
covering their bodies and the heartbeat- like thump sound 
they emit on an almost constant basis (4-6 per melee round 
unless resting or s leeping, three times that number in com
bat) . 

Size : 5 feet, to 5 feet, 6 inches ( 1 . 5 m to 1 . 7) . 

Weight: 1 00 to 120 pounds (45 kg to 54 kg) . 

Average Life Span :  60 years, but usual ly much shorter due to 
the harsh habitat in which they l ive.  

P.P.E. : 4D6 

Natural Abilities : 

1 .  Emit Telekinetic Pulse. 

TK-ImagingNision. We already know that the TK Sonar cre
ates a detai led, 3D image of the world around the Thumper. 
This enables the D-Bee to move and navigate on par with 
sighted people, although they also move s lowly and supple
ment their TK-Sonar vision with their acute sense of touch 
and the impress ive sensory capabi l ities of their antennae . 

Communication with other Thumpers . The TK pulses are 
also used to communicate with one another. The sounding is 
very soft, like the purr of a cat, or a small motor, or the rever
beration of a low guitar string, deep and resonating. How
ever, the Thumpers don 't hear the sounds, they feel the TK 

vibrations - communication by touch. Only one Thumper can 
"talk" at a time, or messages wi l l  become garbled and un
clear. The range of the communication pulses is 500 feet 
( 1 52 m), but can be obstructed by dense obstac les. In thick 
forest or indoors the range is reduced to 50 feet ( 1 5 .2 m), and 
it can be completely blocked by a large , solid object (can' t  
communicate through a wall) . 

Communicating w ith humans and other races is difficult 
and usually involves hand gestures, pantomime, body lan
guage (of the Thumper) and the D-Bee s imply taking action 
( i .e . ,  finding or bui lding a shelter for the rain that ' s  coming in 
a few minutes, hiding/taking cover, running away, taking a 
defensive stance, etc . ) .  Note : This is a good example of what 
makes using a Thumper a challenge for players, and why this 
D-Bee should be al lowed sparingly as a player character . 

The TK pulse is also used for defense. A loud, mass ive 
thumping sound projects an intensified wave of te lekinetic 
force s imilar to the psionic power of Telekinetic Push. Maxi
mum Range : 1 00 feet (30 m). Damage: I D6 S .D .C .  damage, 
but knocks anything weighing less than 300 lbs ( 1 3 5  kg) 
I D6+6 yards/meters away/back, and has a 0 1 -70% chance of 
knocking two-legged beings off their feet. Reduce that per
centage to 5 5% for creatures with four or more legs, and to a 
35% chance to knock down those weighing 3 0 1 -500 lbs 
( 1 3 5 .5 to 225 kg). Penalties :  Victims knocked off their feet 
lose initiative and two attacks for the melee round, and there 
is a 0 1 -20% chance they dropped whatever they were holding 
in their hands when "thumped."  Bonus to Strike : Thumpers 
are + 1 to strike at levels 2, 5, 8, and 1 1 .  Note: Thumpers gen
erally use a TK Pulse A ttack in self-defense and usually try to 
escape, not press their attack. Each TK Pulse counts as one of 
the Thumper' s attacks per melee round. 

2. Antennae Power. The Thumper' s antennae are highly 
evolved sensory conduits providing superhuman sensitivity 
and sensory information . They are so acutely sensitive that 
the Thumper can d iscern the following: 



Accurately measure air temperature and identify the source 
of heat and its d irection/location; i . e . ,  the direction and posi
tion of the sun, and therefore the time of day;  the location 
and approximate distance of a heat source (campfire, heater, 
generator, etc . )  or cold source (an open window, refrigerator 
unit, ice, w ind, etc .) ,  and even if a vehicle was recently 
(within the last 20 minutes) driven/used by the heat radiating 
from its engine. Level of accuracy : 86% + 1 % per level of ex
perience . 

Wind direction and speed, within the smallest of increments . 
Can also te l l  if a storm is coming, from which direction, and 
approximately, within 1 D6 minutes, when it wi l l  arrive with 
82% accuracy, + 1 % per level of experience. 

Motion detection from the extraordinary sensors of the anten
nae warns the Thumper of peop le and fast moving objects 
larger than a bul let coming toward it from any direction, in
cluding from behind, the sides, or above ! This gives the 
weird D-Bee an amazing abi l ity to parry, dodge and rol l  with 
impact (see bonuses) .  

Similarly, the sens itive antennae wil l  pick up and identify 
vibrations in the earth and/or air caused by explos ions or 
movement of heavy vehicles,  giant robots ,  aircraft, power ar

mor, or a convoy of trucks or large number of troops (foot 
movement) . 

Olfactory Senses are also located in the antennae, making the 
Thumper' s  sense of smell so acute that the D-Bee can iden
tify most species of animals ,  plants , fruit, people and even 
devices by their unique s ignature smell  at a base skil l  of 
98% ! Furthermore , the Thumper can recognize specific ani 
mals and people by the ir scent at  a ski l l  level of 70% + 1 % 
per level of experience. 

This also means the Thumper can detect a burning fire as 
small as a campfire up to two miles (3 .2 km) away plus a half 
mile (0 . 8  km) per level of experience, as well as detect trace 
odors from cleansers, poisons, drugs/chemicalslbody fluids, 
food, waste , decay , and even sweat within 20 feet (6 . 1  m) of 
the source. Strong, fresh smells and odors can be identified 
up to 300 feet (9 1 . 5  m) away (again, able to pinpoint the ex
act source) at a base skill of 66% + 1 % per level of experi
ence (+20% if touching the source/item/surface with hands or 
one or more antennae, but -20% if there are two or more lay
ers of scent, such as c leansers used to wash away blood or 
c lean dishes, etc .) .  

Sense of Touch is one of the most obvious, yet most often 
forgotten abi l ities of the antennae. Each antenna can move 
independent of the others to touch or smel l ,  etc . and can be 
used to identify objects, people, and such by phys ical touch. 

Impervious to Darkness & B linding Attacks .  Thumpers move 
and function so wel l  that characters who associate with them 
may forget that they are blind and deaf to begin with. Thus, 
any attack that bl inds or deafens an opponent has no effect on 
a Thumper. 

R.c.c. Skills : All Thumpers have the fol lowing ski l l s :  Commu
nicate in Native Language (96%; TK Pulse), C limbing 40%/ 
35%, Dowsing 50%, Holistic Medicine 40%, Identify P lants 
& Fruits 50%, Land Navigation 50%, Prowl 3 0%, Wilder
ness Survival 50%; all increase at a rate of +5% per level of 
experience. 
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Average Level of Experience: 1 D6+4 

Attacks per Melee Roun d :  Four, + 1 at levels 5 and 1 1 , but sel
dom use a weapon or even their fist,  instinctively rely on TK 
pulse attack . 

Dam age: 1 04 S .D .C .  from a punch, 2D4 S .D .C .  damage from a 
kick, 1 06 from a TK Pulse plus knockdown. 

Bonuses : Thumper's  TK Pulse imaging gives them 3 60 degree 
"vis ion," and their other senses make them able to respond to 
and avoid many types of incoming attacks .  +4 on initiative, 
+3 to parry, +5 to automatic dodge (the character must rol l  
on a D20 to dodge, but the act of dodging does not use up a 
melee action), + 1 to rol l  with impact at levels 1 , 3 , 5 ,  7, 9, 1 1 , 
1 3 ,  and 1 5 , + 1 to save vs poison, +4 to save vs possession, 
and impervious to al l  forms of psychic sensitive communica
tion and attacks ( including Empathy, Telepathy, Presence 
Sense, See Aura, Empathic Transmission, and similar) . Re
member, Thumpers suffer no movement or combat penalties 
from darkness, bl indness, deafuess, smoke or fog. HOW
EVER, heavy rain and overwhelming odors reduce the range 
and skill level of sensory abi l ities and TK communication by 
half. 

Magic: None . 

Psionics : Considered a Minor Physical psychic. In addition to 
the TK Pulse (Special) without I . S .P .  cost, all Thumpers have 
TK Lift (6), and Levitation (varies) or TK Leap (8), and Re
sist Fatigue (4) or Impervious to Cold (2) .  I.S.P. : M.E.  attrib
ute number + 1 D6+ 1 I . S .P .  per level of experience. 

Allies: None per se. Although gentle, kind and friendly, most 
Thumpers tend to keep to themselves, and confine them
selves to the wilderness of the Waste where they l ive off the 
land and wander as nomads .  However, they are known to in
tercede and help travelers under attack by Screamers, leading 
them to the edge of the Waste, and to safety.  

Enemies : Mainly large, carnivorous predators and humans and 
D-Bees who mistake them for monsters and attack in fear. 
Note : Thumpers do NOT alarm or bother Waste Ghosts nor 
do they attract Screamers, both completely ignore them . 

Value:  None.  

Habitat : Most common to the Waste of Arizona, but a lone in
dividual or small group (seldom more than eight) may be en
countered wandering anywhere in Arizona, New Mexico, 
northern Mexico and along the lowlands of the southern 
Rocky Mountains .  

Waste Monkey 
Optional R.C.C. - Also known as the Shovel-Paw Monkey 

Waste Monkeys are strange, ground-dwell ing creatures who 
may be the mutated descendants of escaped zoo animals, the 
products of genetic manipulation, or primate-l ike creatures from 
another dimension . These furry l ittle guys look nearly identical 
to Spider Monkeys indigenous to southern Mexico, except they 
are fifty percent larger, and lack a prehensile tail, sporting in
stead, only a short nub extending from the bottom of the spine . 
In p lace of hands, the creatures have large, spade-like "hooves" 
used for digging to excavate their homes or find grubs, worms , 
and roots to eat. The legs end in perfectly articulated prehensi le 



feet, every bit as sensitive and delicate as human hands. Thi s  
gives the Waste Monkey an  upside-down appearance, because 
they move on their "knuckles," swinging their feet below them 
l ike a gori l la, and they are remarkably nimble and speedy. 

The l ittle primates l ive in lodges of 3 - 1 0  mated pairs and care 
for al l  of their young together in small caves or dug-out burrows 
under boulders and below the root systems of ancient trees .  Not 
tunnelers, the Waste Monkeys s imply excavate areas with some 
sort of natural ceil ing of stone, timber, or even an abandoned ve
hicle left by adventurers who perished in the Waste . Incredibly 
inte l ligent and social creatures ,  they work in a genuine commu
nity, with the females nurturing the young and tending to the 
burrow, and males gathering food and fighting off predators. 

Al l  Waste Monkeys are extraordinarily curious , clever and 
playful .  They are excel lent problem solvers and are nearly im
poss ible to keep confined in a cage or enclosed in a room, al
most always finding a way out if there is  one. In the wild, they 
are seen at the edge of the Waste peering out into the surround
ing land, and even make bold excurs ions in pairs into the 
Clarkdale Confederacy to steal food or go exploring. I f  caught 
and taken away from the Waste, they make great pets, seeming 
to accept their separation from home and family to adapt and go 

with the flow of their new surroundings . If they ever get back 
with in s ight of the Waste, however, the monkey is l ikely to 
make a run for it out of instinct. 

Although they have no communication ski l ls  other than mon
key- l ike hoots and hollers, the Waste Monkey can understand 
spoken languages with a greater range of understanding than a 
dog or chimp. S imple commands are learned quickly, and even 
complex vocabulary is picked up the more the monkey is spo
ken too . Th is makes them a favorite pet of m iners, adventurers , 
vagabonds, swindlers and thieves in the New West, as the litt le 
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guys can be told to "get his wallet" or "distract those guards" 
and seem to understand and perfectly carry out the orders . For
tunately, the Waste Monkeys (who don ' t  really know right from 
wrong) are rare outside of the Waste and don' t  do well in colder 
cl imates . 

Al l  in all ,  these cute litt le bundles can be a handful .  They 
seem to l ike humanoids, particularly humans, human-like 
D-Bees and mutants, and mutant animals, and can grow quite at
tached to them. If a friend or a member of its lodge is put into 
danger, the Waste Monkey becomes as mean as can be, biting 
with its dul l  teeth or jabb ing with its pointed shovel-hands . It 
will fiercely attack foes much larger than itself, but as an S .D .C .  
creature its options are l im ited. I t  usually uses its superior 
smarts to lure away danger and predators , or leads them into the 
path of another, larger animal . In fact, some Waste Monkeys 
make their burrows within the hunting ground or even the lair of 
large predators (l ike a T-Rex or a group of P it L ions) that have 
l ittle interest in such smal l ,  elusive morsels  and focus on bigger 
prey . 

Waste Monkey Stats 

Waste Mon keys as a Player Character. Waste Monkeys make 
exce l lent Non-Player Characters run by the G .M. ,  but may be 
offered as a player character. However, the player has the 
task of play ing an animal- like creature w ith the intel l igence 
of a human 4-5 year old child and the cunning of a 1 4- 1 5  
year old teenager. While such a character can offer a great 
role-playing experience in the right game, it is not suited for 
every campaign or player. 

If the Waste Monkey is al lowed as a player character, start 
with the R.C .C .  Skil ls l isted below (no additional advance
ment in those skills), plus select three Secondary Skills from 
the following at level one : Basic Mechanics (- 1 0%), Dance, 
Concealment, Gymnastics (+5%) , Palming (+2%), Play Mu
sical Instrument (- 1 0%), P ick Locks, Pick Pockets , S ign Lan
guage (- 1 0%), Swimming (- 1 5%) , Tail ing, and Language (to 
understand only, not speak) . Pick one additional Secondary 
Ski l l  from those listed here at leve ls 2, 4, 7, 1 0, and 1 3 .  Skil ls 
advance with experience. Use the Vagabond experience ta
ble. 

Alignment:  Considered selfish (Unprincipled); doesn ' t  really 
know right from wrong. 

Attributes : I .Q .  I D6+9 (high ly inte l ligent animal ; equal to a 
chi ld or teen in some areas), M .E .  I D4+8, M.A .  I D6+ 12 ,  
P .S .  I D6+7, P .E .  I D6+6 , P .P .  2D4+8 , P .B .  I D6+9, Spd 
I D6+ 1 0 .  

Hit Points : P . E .  attribute number + I D4 per level of experience. 
S.D.C. : 2D6+ 1 0  

Horror Factor :  Not applicable .  

Size : 2 to 3 feet (0 .6 to 0 .9 m) tall ,  standing ful ly erect. 

Weight: 1 3  to 1 8  pounds (5 .9  to 8 kg). 

Average Life Span : 25 to 30 years. 

P.P.E . :  3 D6 

Natural Abil ities : Cute and friendly, good agil ity, human-l ike 
mental attributes ,  excavate/dig at one-third running speed, 
nightvision 500 feet ( 1 52 m), plus automatically has the 
skil l s  noted below . 



RC.C. Skills : Camouflage 5 5%, C l imbing 70/60%, Escape 
Artist 65%, Identify Plants & Fruits 86%, Land Navigation 
79%, Prowl 60%, and Wilderness Survival 85%. 

Attacks per Melee : Four. 

Dam age: I D6 S .D .C .  with a bite , I D4 S .D.C.  from a clawing 
foot attack, or I D6+ 1 S .D .C .  from a shovel  hand. 

Bonuses (in addition to possible attribute bonuses) : + 1 on 
initiative, + 1 to strike and parry, +3 to dodge , + 1 to pul l 
punch (or b ite), +3 to ro l l  with impact, and +2 to save vs 
Horror Factor. 

Magic : None.  

Psionics : None . 

Allies : None per se, although they l ike Thumpers (only 
Thumpers don't  keep pets) and quickly accept and befriend 
( like a dog or friendly squirrel) humans and D-Bees who feed 
them and treat them nice. P layful, they like to tease and chase 
cattle and horses.  Outside of the Waste the critters make 
friends quickly and eas ily with humanoids . 

Arzno 
The Western Wilderness of Rifts Earth i s  a desolate, barren 

landscape generally inhospitable to humanoid l ife .  Seasons are 
harsh, with hot summers and freezing winters . There are 
droughts in the summer, flash floods in the spring, and terrible 
ice storms from late autumn through the winter. While often ter
rible and even dead ly before the Great Cataclysm , the coming of 
the Rifts added its own dangers such as alien plagues, diseases, 
radiation fallout, and other environmental hazards .  This is in ad
dition to the alien p lant and animal l ife, monsters, and supernat
ural creatures that now call Earth home.  Thus,  the New West i s  
an  unforgiving land of  natural, magical, and other-worldly ter
rors , and human civil ization is sparse .  

Sti l l ,  the denizens of post-apocalyptic North America tum 
their eyes to the western horizon, just as the pioneers of the 1 9th 
Century did.  They see an opportunity for a new, better l ife, es
pecially now, with the fal l  of Tolkeen at the hands of the Coal i 
tion Army . Nobody knows what the Coal ition States have in 
mind for future mi l itary campaigns, but one thing is certain, it' s 
open season on practitioners of magic and D-Bees in the Do
main of Man. Many pioneers moving into the West are D-Bees,  
rebe ls, refugees and free thinkers looking to escape the ven
geance of the CS. They have left the relative comfort and safety 
of the domain of mankind to seek their fortune in the uncharted 
wi lderness .  Some see the New West as a place they can live in 
peace, or start anew. Others seek a p lace to hide and plot their 
own revenge. Sti l l  others hope to escape persecution for being 
different. 

The Arzno Territory 
The Arzno Territory or "City-State" includes a 30 mile (48 

km) radius around the city itself. Encompassed in that radius , 
some areas immediately beyond the Grand Canyon ' s  southern 
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Enemies : Predators, particularly canines, felines, and Tiger 
C law Raptors . Waste Monkeys are sometimes captured and 
turned into pets by local cowboys and Native Americans, 
even adventurers, as well as captured and caged for resale by 
merchants traveling up and down the Great Trade Road . 
Note:  Waste Monkeys do not upset Waste Ghosts nor do 
they attract Screamers. However, they hate the noise made by 
Screamers and usually run away as soon as one or more be
gin to scream. 

Value:  Up to 1 00 credits as a pet, poss ibly more as a novelty 
outs ide of the Arizona and New Mexico region. 

Habitat: Eighty-seven percent l ive only in the Waste, another 
1 0% live in the area around the Waste, especial ly Phoenix 
and the C larkdale Confederacy, and 3% l ive in the mountain 
forests of Arizona and parts of New Mexico. The total popu
lation is estimated at 50 ,000-70,000. Prefer warm climates 
and don 't  fare wel l  in cold c l imes or places with extreme sea
sonal changes ( i . e . ,  winter). 

rim as well as northward into the wooded plateau beyond the 
city ' s  gates . Within the C ity-State are a number of small towns 
and vil lages of humans and D-Bees, as well as trading posts , 
trappers ' lodges, homesteads, farms and ranches of various 
sizes, including a few very large ranching operations. Most folks 
living within the borders of the Arzno City-State consider them
selves residents of the Arzno Territory and even the city itself. 

Regional Population :  An accurate census is difficult due to 
the many nomads, mercenaries, adventurers , cowboys, trappers , 
and small communities that come and go.  Best estimates place 
the population around 23 ,000 to 27,000, give or take I D4x l ,000. 
Some 5 ,000 of these people are refugees from To lkeen . 

The Arzno Territory is well-protected from the many threats 
in the wi lderness, especially the vampires south of the Grand 
Canyon. In fact, many people and communities in the surround-

North Rim 

South Rim 



ing 1 00 m iles ( 1 60 km) beyond Arzno, such as the gentle 
Fennodi, Cactus People, and others who just want to l ive their 
l ives in peace, also tum to the warriors of Arzno (as well as 
wandering Cyber-Knights and Justice Rangers) for help and 
protection . S ince the City-State of Arzno was founded by mer
cenaries of many d iverse races and backgrounds , all people are 
welcomed in Arzno. This has led to a highly diverse population 
where most D-Bees can bui ld  a l ife, if not always obtaining 
complete acceptance.  The most common D-Bees and mutants 
such as Fennodi, Cactus People, Psi-Stalkers, and near-human 
D-Bees and mutants in general, are the most likely to find genu
ine acceptance and equality. The most exotic and inhuman look
ing beings stil l  encounter prejudice, distrust and inequity, but 
the people of Arzno are much more tolerant than most commu
nities .  

Racial Breakdown : 

49% Human 

1 0% Fennodi 

8% Cactus People 

5% Psi-Stalkers 

3% Mutant Animals (mostly from Lone Star) 

25% Other D-Bees and Mutants 

O.c.c.s Common to the Territory: Regardless of O .C .C . ,  
virtual ly al l of those who l ive outside of the city are simple 
ranchers, farmers, peasants and refugees. Many are Head
hunters, Merc Soldiers, Cowboys, Gunfighters, Saddle Tramps , 
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and other men at arms .  Others are psychics, Rogue Scholars , 
Vagabonds , Wilderness Scouts, adventurers, Techno-Wizards 
and other practitioners of magic. Half have come searching for 
adventure, fame, and fortune, the other half claim to seek peace , 
personal freedom and a new start. 

Transients : 4D6x l O0 transients can be found throughout the 
Arzno Territory at any given time, with most of them in the City 
of Arzno, proper. Meanwhile, an equal or greater number are 
usually on the outskirts of the c ity-state, having recently left the 
city en route to other places and the promise of adventure or for
tune e lsewhere in the New West. These numbers fluctuate with 
the seasons, especial ly for the nomadic tribes of D-Bees and In
dians in the area, as wel l  as the Lyn-Srial who pass through dur
ing the Festival of L ight and lend a hand whenever they are 
needed. 

Surrounding Com m unities : Northern Arizona is largely un
inhabited. The Lyn-Srial live in the Grand Canyon 1 00 miles 
( 1 60 km) to the west of Arzno.  They are friends, al l ies and trade 
partners who have s ignificant re lations with the city-state, en
joying mutual trade and a long-standing peace with Arzno. The 
Navajo  and Hopi people have tribes to the east, but have only 
casual contact with Arzno ; mainly occasional commercial trans
actions. These Native Americans tend to keep to themselves , 
avoid the C ity of Arzno, and trade with the Hopi at the ruins of 
Joseph City or the Apache at  Rivercreek. 

The farms ,  ranches ,  and vi l lages that populate the City-State 
of Arzno account for a large of the community ' s  food 



and commerce. A handful of small towns and small vi l lages on 
the outskirts of the city are effectively the suburbs to Arzno, 
providing p laces to reside for those who don 't want to, or can ' t  
afford to, l ive in the city proper. These communities consider 
themselves citizens of Arzno and support the city every way 
they can .  

Level of Education in Arzno: Fair to  good. Most speak 
American (50% of the population), Spanish (20%), or both 
(20%). The remaining 1 0% speak a variety of different D-Bee 
and foreign languages . About a quarter of  the overal l population 
is l iterate in at least one language.  As far as non-traditional edu
cation goes, 90% of the population over the age of 1 2  has one 
Ancient W.P. (Archery, B lunt, and Knife being most common), 
one modern W.P. (usually W.P. Handguns or W.P.  Rifle, or 
W.P. Energy Pistol or W.P. Energy Rifle), Horsemansh ip: Gen
eral, and two Wilderness or Cowboy skil l s .  

Places of Note 

Magebrush (pop. 777) is the largest settlement outs ide the 
City of Arzno and is heavily populated with Techno-Wizards , 
Ley Line Walkers , Ley Line Rifters , Mystics, Wilderness 
Scouts, Rogue Scholars and Scientists , Psi-Druids, and other 
psychics and nature-lovers . The settlement is virtually a serene 
garden where the inhabitants l ive in simple cottages .  Men of 
magic can be seen everywhere, walking around in their heavy 
robes and casual garments . While quiet and peaceful, there is no 
larger or more potent concentration of powerful and dedicated 
psychics, practitioners of magic and thinkers in the New West. 
Few of the residents are below level 8 in experience, and there 
are many at levels much h igher. An adult Royal Fri l led Dragon 
and an anc ient Forest Runner Dragon also live in the commu
nity .  

Stony Ridge (pop. 1 9 1 ). Located west o f  the City o f  Arzno, 
along the northern rim of the Grand Canyon, is  Stony Ridge . 
The citizens of this village are stone m iners, pull ing rock for use 
as building material, concrete aggregate, and pav ing gravel from 
the stony ground at the Grand Canyon . They are finding their 
work hard even with help from a small c lan of five Earth War
locks (levels 3-6) and not very profitable.  The town ' s  population 
has dropped by a th ird over the last six years as people move on 
to find less backbreaking work. Stony Ridge has estab lished a 
friendship and trade re lations with a handful trappers and Ele
mental Fus ionists (Earth/Air) from the mountains and canyons 
to the west. 

Terrell (pop. 1 63). This is more a large plantation than it is a 
true town. With the exception of a few independent farms and 
homesteads, nearly the entire population works on the farm of 
the famous Terrell family, or provides some service in support 
of their operation. The farm is owned and run by the Terrel l  
fam ily clan which is famous for its masters of magic .  Among 
the family are Psi -Druids, Earth and A ir Warlocks, Ley Line 
Walkers and Techno-Wizards, all of whom work together to 
grow all types of exotic fruits, vegetables, and crops .  Nowhere 
else in North America can anyone find p ineapples and coconuts 
growing next to corn and wheat fields, alongside orange groves 
and apple trees, tomato patches and rice fields, watermelon and 
banana trees, tobacco and cotton, and many others .  The farm re
lies on a series of sophisticated TW greenhouses that manipulate 
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atmospheric and soil conditions and make growing such a wide 
variety of indigenous and non-native plants possible .  Outside, in 
the fields, the Psi-Druids and Warlocks work their magic to sim
ilar effect, while the Ley L ine Walkers help protect the farm and 
its residents, as well  as transport the crops . The original 
founder' s two sons , Ray and Cyrus Terrel l ,  run the farm and the 
grocery in the City of Arzno that sel ls their wares (see #46 on 
the map), but the entire family clan of 63 people live and work 
on the plantation. According to local legend, the founding 
Terrell fami ly came to Arizona to flee persecution from the Fed
eration of Magic when they clashed with the original Lord 
Dunscon. 

Ram irez Ranch (pop. 97). The ranch of the cattle baron 
K. D. Ramirez is located on the wide, green plateau that extends 
north of the city .  Ramirez has a reputation of being very protec
tive of his position as the number one supplier of beef and other 
red meat to the city of Arzno, as well as his contracts with the 
Arzno Mercenary Corps (A .M.C . ) .  Ramirez even does wel l  
enough to ship beef and prime-quality dinosaur meat, as well as 
leather and dinosaur hides ,  up and down the Great Trade Road . 
He is a friendly and exuberant man who deals with those who 
try to stand against h im with a heavy hand. His heavily-armed 
security staff (mostly Guns lingers and Headhunters) reveal his 
true nature as a man not to be trifled with. In many ways, 
Ramirez and his fami ly are a power in and of themselves and 
they exert a strong influence in the community. 

Although Ramirez can be hard-nosed and violent, he cares 
about the men and fami l ies  who l ive and work on his ranch. He 
gives fami l ies free room and board in s imple, small, but c lean 
homes, a fair wage, and his  protection. Mess with one of "his 
people" and you ' ll find yourself dealing with K.D.  Ramirez per
sonal ly,  or worse, one of his  hired guns .  

Arzno Power and Water Works (workforce: 70). Along 
with its contract to provide weapons and equipment to the 
Arzno Mercenary Corps (A .M.C. ) ,  Arzno Weapons Manufac

turing also owns the exclus ive rights to provide power and wa
ter to the c ity. As with most aspects of Arzno, both Techno
Wizardry and conventional means are used to operate the faci l
ity . Power i s  provided to the c ity by a conventional power p lant 
built on a river that flows into the Grand Canyon to the north
east of the city, fueled by magical fire and water continually re
claimed from the steam the plant produces. In addition, on the 
hil ls and in windy valleys around the plant are high-tech wind

mills, in c lusters of a few to a dozen, that harness the power of 
the wind to generate additional electricity . The power generated 
from all sources is channeled through buried cables to a TW 
containment and distribution fac i l ity at the power plant, which 
then routes it to the homes and businesses of the city some 
seven miles ( 1 1 km) away . 

The whole system is maintained by Arzno Weapons Manu
facturing (A .W.M.)  for the c ity, which in turn provides free land 
to A .W.M. along with the rights to maintain and control the 
avai lable levels of P .P .E .  through the use of its pyramid com
plexes .  It ' s  a win-win for the c itizens of Arzno in every way .  

A.M.e. Proving Grounds. Over 1 00 square mi les  (259 
square km) of land in the foothi l l s  far to  the north of the city is  
marked off and reserved for the use of the Arzno Mercenary 
Corps (A .M.C . )  for dri l ls and live-fire exercises .  The A .M.C .  
has massive maneuvers in  the h i l l s  year-round, at least once a 





month . Such activities are the favorite of most mercenaries, es
pecially wi lderness survival, cross-country orienteering, and 
capture-and-evade games.  The A .M.C .  has a s imi lar plot of land 

staked out on the southern side of the Grand Canyon for dril l ing 
in dry, hot conditions . 

Wilderness Logging, Arzno Office (workforce: 1 28). One 
of the primary industries outside of the city is logging and 
clear-cutting land for use by farmers and ranchers. One major 
outfit is Wilderness Logging, Inc . ,  a company with operations 
not only in Arzno, but in New Durango, S i lvereno, the Colorado 
Baronies, New Mexico, and Lone Star. A CS citizen and Carpet
bagger named Herman Howell from Amaril lo, Texas, owns the 
company lock, stock, and barrel .  Unable to make a l iving at 
ranching, the entrepreneur headed into the wi lderness to try his  
hand in the lumber business, and the rest is history. He stays out 
of politics, knowing that it would only hurt his business ,  and i s  
one of the top suppliers of lumber to  Arzno and many other 
communities in the New West. His mobi le  factories can be bro
ken down and moved as needed, and are capable of planing 
boards and making laminated beams, press-board, and other en
gineered materials .  

The downside to  Howell ' s  business is that i t  threatens the 
l ivel ihoods of many simple workers . While farmers and ranch
ers get a boost from his activities and support him, many lum
berjacks and woodworkers are quickly being thrown aside. L ike 
most Carpetbaggers, such things don ' t  worry Herman Howel l ,  
only progress and profit. 

The City of Arzno 
Popu lation : Generally accepted as around 23 ,000 (including 

5 ,000 refugees from Tolkeen/Minnesota) . 

Racial Breakdown : 

53% Human 

1 0% Fennodi 

8% Psi-Stalkers 

3 . 5% Cactus People 

3% Grackle Tooth 

2 . 5% Larmac 

2% Mutant Animals 

2% D' norr Devilman 

1 % Lyn-Srial 

1 5% Other D-Bees , Mutants and a few dozen True Atlanteans. 

Tra nsients : 4D6x l O0 transients can be found in the c ity at 
any given time .  Among these are several Justice Rangers , 
Cyber-Knights, Pecos Bandits (and other crim inal types) and 
many types of adventurers, mercenaries , bounty hunters, gun
men, and practitioners of magic, whether pass ing through for 
their first time or regular vis itors . Outsiders come to Arzno to 
trade, resupply, upgrade weapons and vehicles,  get repairs , to 
see (and buy) the latest TW item, visit with old friends, find 
work, enjoy a little recreation, spend money, get caught up on 
the latest news and rumors , or enj oy a nice, warm bath and get a 
peaceful night ' s  rest in a bed. 
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O.c.c.s Common to the City :  Mercs and men at arms of al l  
kinds,  adventurers of all kinds, and Ley Line Walkers and 
Techno-Wizards are extremely common ; more than half are em
ployed with either the Arzno Mercenary Corps (8- 1 0%) or 

Arzno Weapons Manufacturing (52-59%). The rest are either 
independent soldiers of fortune, drifters, or work as Civil ian Pa
trol lers, private shop owners, mechanics, or in any number of  
other occupations where they can put their skills and abi l ities to  
use. Many Techno-Wizards in Arzno p ly a trade that is in  some 
way in support of the larger operations, such as drawing up 
plans or salvaging components from damaged equipment, build
ing and sel l ing TW items, civil defense, and so on. (See the sec
tion on the Techno-Wizard economy for more details on how 
Arzno Techno-Wizards run their businesses .)  

Headhunters, Combat Cyborgs, Merc Soldiers, Juicers, Spe

cial Forces, Bounty Hunters, Cowboys, Gunfighters, Gunsling

ers, Psi-Slingers, Tribal Warriors, Robot Pilots, Glitter Boys, 

Cyber-Knights and al l  other types of men at arms, as wel l  as 
Shamans, Ley Line Walkers, Bursters, and Lynn-Srial Sky 

Knights are all common sights at Arzno.  The mercenary trade in 
Arzno is one of the principal driving forces of day-to-day l ife in 
the c ity-state. Any character c lass that can wield an energy rifle , 
particularly those who can fight demons and vampires , can be 
found leaning against a bar in an Arzno pub, window shopping 
at the many shops and arms dealerships, or looking for their 
next job opportunity . 

Naturally, being a New West town, the usual array of Gun
sl ingers, Native Americans,  Cowboys, Saddle Tramps , 
Preachers , and adventurers make their homes in and around 
Arzno.  

Practitioners of Magic, other than Techno-Wizards, p ly their 
skil l s  to the merc trade as healers, fortune tellers ,  advisors, mi l i 
tary support, special operatives ,  spies, assassins, heavy (magi
cal) arti l lery , and as vampire hunters and demon slayers . 

Psychics find work in much the same way as a practitioner of 
magic, but lean heavily into the mercenary realm.  Master psy
chics and Mind Melters, in particu lar, are h ighly valued for their 
ski l l s  as soldiers and in hunting vampires and other demons . 

Level of Education :  Good. 95% of the population speaks ei
ther English or Spanish, w ith many (40%) fluent in both. Liter
acy rate is an impress ive 40%, with 25% of the population 
l iterate in one or more additional languages . Every c itizen over 
the age of 1 2  has one modem W.P . ,  Land Navigation, a P i lot 
ski l l  and a Horsemanship ski l l  (usually Horsemanship : General) . 
Classes in various practical ski l ls  such as marksmanship, Wil
derness Survival, Lore : Demons & Monsters, and others are 
avai lable throughout the year for a low price (often free) at Ci

vilian Patroller precincts , A .W.M. ,  and the A.M.C.  compound. 

Arzno History 
Arzno is located on the north rim of the Grand Canyon, on a 

smooth stretch of arable land beyond the gaping maw of the 
chasm. To look northward is to see thick pine forests on a vast 
plateau, with hi l ls  rising far in the distance. To the west, south , 
and east l ies the canyon. Everything about the city ' s  location 
capital izes on the beauty, safety, and comfort provided by the 
chasm, as wel l  as harnessing the magical energies within . 



Surrounding the city is such natural beauty and splendor that 
most find it hard to believe , when they first see it, that they have 
not been somehow swept off to some alien world. Nowhere else 
on Earth is there such a display of contrast as looking north 

from the southern rim of the canyon, where airships and ferries 
wait to transport visitors to the Armo side. Standing on the rise 
just before the plummet into the canyon, the traveler looks over 
the seemingly infinitely deep canyon walls of red and gold; the 
city can barely be seen on the gentle s lope of the north rim , 
eight miles ( 1 3  km) away . Beyond the initial sun-baked stone 
and dust, the green of pine forests can be made out on the vast 
plateau that stretches northward . 

The view for Armo residents is equally splendid, although 
many take it for granted . Looking southward from the Sky 

Docks,  one can see the canyon stretching out to the south, as 
well as to the east and west. As if looking down on a mountain 
range from the heavens, the land peaks and rol ls  from thousands 
of mi l lennia of artful carving by the Colorado River. At night, 
the dozens of ley l ines that run throughout the Grand Canyon 
glow, painting the land w ith a faint blue sheen, like enchanted 
moonl ight. For an hour every midnight, the s l ight bluish hue be
comes an obvious l ight, so  bright that Armo sentries stationed 
on peaks throughout the canyon can stand watch by it. This  
emission of light becomes l ike the rays of  a b lue sun at seasonal 
peak times such as solstice, equinox, and during lunar ecl ipses , 
all because of the proxim ity of the lines to one another and the 
reflection of the l ight off of the smooth canyon walls .  It is truly 
a stunning s ight. 

In addition to beautiful surroundings, the Grand Canyon pro
vides Arzno with a number of other advantages . The canyon it-
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self provides a natural barrier on three sides of the c ity . With the 
exception of Grigleapers , Leatherwings, and the occasional 
other cl iff-dwell ing or flying predator, would-be invaders, mon
sters and animals find the chasm insurmountable .  Even demonic 
beings such as Worm Wraiths must travel mi les out of their way 
in order to reach the city , which they must approach either from 
walls of sheer stone, or at the defensive wall bu i lt on the north
ern side of the city . Bandits and other hostile forces face the 
same difficulties, as even modem hovercraft cannot traverse the 
canyon ; only vehicles capable of genuine flight. 

The Grand Canyon also has beneficial effects on the weather, 
keep ing the temperature relatively low compared to the desert 
and prairie immediately south . On average, daily highs  are 20 
degrees Fahrenheit ( 1 1 degrees Celsius) lower on the northern 
side, due to the canyon and the north rim ' s  higher elevation . So 
great is the weather difference, the northern side sees a good 
deal of snow in the winter while not a flake touches the ground 
on the other s ide only a few miles away . This all adds up to ex
cel lent land for farming and ranching, plenty of pine for log
ging, and an abundance of water from the springtime snow melt. 

The final advantage of Armo ' s  proximity to the Grand Can
yon is the abundance of magical energy. Throughout the Grand 
Canyon and to the north run dozens of small ley lines with nu
merous nexus points. These magical junctions are unique in that 
they rarely result in random Rift activity, even during significant 
astronomical events that normally trigger dimensional anoma
l ies .  Two of these small nexus points are within the c ity of 
Arzno itself. The Arzno Mercenary Corps (A .M .C . )  headquar
ters is built on top of one nexus, and Arzno Weapons Manufac
turing (A .W.M.)  on the other. Controlled by small stone 
pyramids, these mystic energy sources provide P .P .E .  in abun
dance for the use of practitioners of magic for the benefit of 
Arzno, particularly the Techno-Wizards who harness them for 

the creation of their b izarre devices. For mi les around the Grand 
Canyon, P .P .E .  levels are very high, allowing mages to call on 
extra magical energy and increased spel l  effects. 

Arzno's founding. It i s  unclear exactly when the town of  
Armo was founded. There are clues to  the early history of the 
c ity, but no written documentation has survived that dates back 
to the time of the c ity ' s  origin. 

Many of Armo ' s  c itizens are practitioners of magic, particu
larly Ley L ine Walkers and Techno-Wizards, which has led 
some local scholars to bel ieve that Armo was founded by sor
cerers seeking to escape the harsh l ife of war and danger in the 
Magic Zone.  This theory would seem to be further supported by 
the fact that Armo' s  location is perfect for practitioners of 
magic, with its c lose proximity to the Grand Canyon and the ley 
l ine network contained therein. 

Another idea stems from the name of the town itself. 
Scholars and historians note that the name "Armo" is an easy 
mutation from the name of the pre-Rifts state of "Arizona" and 
probably developed over time as the Dark Age erased so much 
knowledge of even things as simple as the names of once-great 
cities and states of the American Empire . Thus, the theory goes 
that pre-Rifts defenders, perhaps a branch of the American mil i 
tary, chose this spot to relocate and try to rebui ld or hold onto a 
piece of its past, and perhaps restart a nation. However, few an
cient artifacts and fewer sti l l  that are mi litary in nature have ever 
been found at the location , suggesting that Armo came into ex
istence in the later years of the Dark Age. 



Another commonly held idea is that the founders of Arzno 
fled to the Grand Canyon region from the south to escape the 
vampires and demons of Old Mexico. Many of Arzno ' s  resi
dents are H ispanic,  and Spanish is  spoken in the town as much 
as American . The locals of the Arzno territory are also fiercely 
committed to fighting vampires and monsters of al1 kinds .  Like
wise, al1 forms of Summoning and Necromancy are banned, and 
Witchery forbidden . 

The fourth and most commonly accepted belief is that Arzno 
was founded by a post-Cataclysm group of refugees and war
riors . They could have originated anywhere in the southwest or 
Mexico, or came down from the north or northeast. Undoubt
edly, the group picked up others along the way, making them a 
mixed group of humans and D-Bees, mages, scholars and war
riors . The hosti le nature of the environment, with monsters , di
nosaurs and vampires, required the settlers to be fighters, giving 
Arzno a long history of warriors and mercenaries. That would 
explain why mercs,  to this day, are h ighly respected and why the 
location has served as a base camp for mercenaries and adven
turers for at least 1 50 years . It would also explain why humans 
and D-Bees, scholars and warriors, feel equal1y welcomed and 
at home, because Arzno grew out of a mi l itary camp and a ha
ven for refugees. 

The truth may never be known. 

Arzno Mercenary Corps 
Whether the location for Arzno was chosen by accident or 

design, it has served as an outpost and camp in the middle of a 
wilderness for generations .  It has seen its boom times and its 
lean years, but never has it been more prosperous and populated 

than it is now. The next benchmark in Arzno ' s  h istory occurred 
in 89 P .A.  when a group of adventurers and mercenaries stum
bled across the town wh ile track ing bandits fleeing westward 
from Colorado . Arzno was part fort, part farms and part enclave 
for scholars, scientists and wizards .  Total population was around 
5,000 people, humans and D-Bees combined. A frontier town 
built around a smal l river with good land for ranch ing, farming, 
and logging, and plenty of available magic energy. The merce
naries stopped to re-supply and rest a n ight before moving on . 
After completing their task and dispatching the desperados, the 
group returned to Arzno for another night ' s  rest. 

Leading the adventurers was a young True Atlantean named 
Onra, the second son of the House of L ibson of the Bagh-Dach 
clan . Renowned for its heroes, the younger sons of Libson have , 
for mil lenn ia, gone out into the Megaverse to fight great evi ls  
and right great wrongs. The Atlantean Prince saw in his  human 
cousins an admirab le fighting spirit and tenacity with which he 
could identify. The people of Arzno used their l imited means to 
fight back raiders, monsters, and vampires . They even left the 
safety of their fortress town to meet threats head-on in the wil
derness, fighting vampires and helping neighboring communi
t ies ,  often at great cost to their own fighting forces .  Prince Onra 
decided to stay on and help them focus and grow their tiny king
dom into a prosperous new nation. A number of Onra' s heroic 
companions also chose to stay to help,  and the Arzno Mercenary 
Corps was born. 

Among Prince Onra' s  great talents is marketing and persua
sion .  He saw Arzno's  history and potential and, for the first time 
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ever, marketed it to the outs ide world .  Not in a broad way 
throughout the continent, but in a focused, regional approach to 
other local people, places and powers . He establ ished the Arzno 

Mercenary Corps (A .M.C . )  as the face of his operation and im
mediately began to bring change to the smal1 frontier town. He 
consolidated the Arzno power base and convinced several mer
cenary bands operating around Arzno to make it their central 
base of operation .  He strengthened ties w ith Bandito Arms and 
expanded their operations in Arzno, convincing them to estab
l ish a permanent presence in the town. Not to be outdone, this  
led other, competing, arms dealers and combat service providers 
to look at Arzno as a new and important place to establish per
manent showrooms and trade operations .  With the increased 
number of mercenaries and arms merchants , inc luding Bandito 
Arms, Wilk ' s  and Northern Gun, came more Operators, Body 
F ixers, Cyber-Docs, restaurant owners, and business people. 

The increased mi l itary presence, availabi lity of technology 
and a growing number of merchants - al l  held in check by the 
True Atlanteans and the A .M.C .  to maintain Arzno ' s  long tradi 
tion of hero ism, law and order - attracted more ordinary people 
from throughout Arizona, New Mexico, Utah and Colorado to 
settle in Arzno. The appeal of the town included the powerfu l  
belief they 'd  be  safe there, because i t  was a town establ ished 
and run by hero ic mercenaries. For others , Arzno represented 
being part of something special - someth ing good. 

Prince Onra accomplished th is by establ ishing the fol1owing 
facts in the minds of entrepreneurs and ordinary folks alike. 

One, he said, Arzno was "the" growing mi l itary and trade 
power in the Southwest. 

Two,  it was a proven power that had survived for more than 
1 50 years in a land most people c laim is uninhabitable and im
possible to survive . 

Third, and most important, he accurately portrayed Arzno as 
a kingdom of heroes.  The home to warriors, wizards, scholars , 
humans and D-Bees who be lieved in freedom and justice for al l .  
A p lace that l ived b y  the virtues o f  the old American Empire 
and for the past 1 50 years had beaten al1 odds . 

As one m ight imagine, th is appealed to other warriors, mer
cenaries, gunfighters and lawmen who reckoned themselves to 
be heroes. It appealed to the young, brave and bold who 
dreamed of being important, making a difference and becoming 
famous . That, in tum, attracted businesses that catered to the 
heroes/mercs .  The promise of safety, law and order, and tech
nology in a wild land had people coming to Arzno by the wagon 
full .  

By 92 P .A . ,  Arzno was a boom town . 

Arzno Weapons Manufacturing 

After hearing of Onra ' s  venture, Lanis of House Nemesio, an 
older cousin and c lansman to the Libson prince, decided to join 
the epic enterprise .  They arrived in 92 P .A .  Lanis brought with 
him a dozen of his col1eagues and a plan to expand Arzno' s  
small Techno-Wizard manufacturing operation tenfold.  Al l  
Lanis wanted was the exclusive manufacturing and marketing 
rights to Techno-Wizard weapons ,  armor, and equipment. A 
shrewd but fair man, Lanis would cut the city of Arzno in on his  
profits , pay ing a juicy royalty and providing Techno-Wizard 



items to the city defenders at wholesale prices .  Within two years 
he would also win long-term contracts to provide power and wa
ter to the c ity, and becoming a permanent res ident power in 
what was becoming a burgeoning city-state . 

With so many mages already in the city, establ ishing A .W.M. 
and expanding Techno-Wizard operations was easy . The trick 
was enticing them to work under one guiding hand, his ,  at 
A .W.M. ,  and with an exc lus ive contract in hand, that was easy 
too, especially once he showed the Techno-Wizards that they' d  
benefit wel l from the fruits o f  their labor. 

Before long, Arzno Weapons Manufacturing was roll ing out 
weapons, armor, and equipment off its assembly lines and into 
the hands of the fast-growing Arzno Mercenary Corps. A .W.M.  
generated the economy that Arzno really needed to  take off, and 
provided trade goods to acquire farming equipment, electronics , 
tools and equipment to make l ife easier and better for residents 
of the c ity-state . The good l ife brought growth . 

War in Minnesota 
The onset of the Toikeen-Coalition War created an unex

pected boost in Arzno ' s  economy as the demand for mercenaries 
and Techno-Wizards reached an all-time high. The infamy of 
the Coalition States reached even the most obscure regions of 
the old American Empire, so many peop le in the city of Arzno 
were eager to help Tolkeen ' s  cause against the oppress ive Coal i 
tion States .  Arzno Weapons Manufacturing could never match 
the volume of TW goods produced at places like Storm spire or 
even the Colorado Baronies,  but many of its most unique and 

original creations were s ingled out as exceptional and found 
their way into the marketp lace. Soon, Arzno went from a com
pletely unknown c ity in an uncharted w ilderness to one with a 
growing reputation for quality TW items and combat services, at 
least in the New West and border kingdoms l ike Toikeen, Lone 
Star and MercTown. 

Despite the economic boon from war, Arzno ' s  growth 
slowed down. One reason was its distant geographic location so 
deep in the New West, in a region most people in the East sti l l  
believed to be a hostile wi lderness  fu l l  o f  monsters, savages and 
danger, and not a place to be settled. Another was the simple 
fact that there aren 't a lot of people l iv ing in Arizona or New 
Mexico, and the threat of vampires from Mexico is emblazoned 
in people ' s  minds, keeping outs iders to a m in imum. It didn ' t  
help that the TW weapons made in  Arzno and shipped north 
didn 't bear the city ' s  name, but bore the logo of A. w.M. for 
Arzno Weapons Manufacturing. Thus , Arzno remains one of the 
best kept secrets in the West. 

Arzno also lost as much as a quarter of its population when 
thousands of fighters, heroes, practitioners of magic and adven
turers trave led to Minnesota to fight on the behalf of Tolkeen . 

The Coalition States don ' t  even know Arzno ex ists , but they 
have noticed the increase in TW weaponry coming out of the 
New West and are trying to figure out where it' s all coming 
from .  Their first guess is that the TW powerhouse in the Magic 
Zone, Stormspire, has expanded its operations to the frontier. 
Given its recent experiences with the TW-armed populace of 
Tolkeen, the prospect of another arms manufacturer in the New 
West is disturbing for the CS .  They ' ve heard te l l  of someplace 
in Colorado, but that ' s  al l .  Should the CS learn about Arzno, 
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however, it  is so far away that they wi l l  not worry about them 
until something big or threatening brings Arzno to the ir atten
tion . Thus, the possibil ity of a confrontation is remote , as the 
Coalition has plenty of bigger fish to fry and doesn ' t  seem to be 
too concerned with events in the Western Wilderness beyond 
how they affect Coalition interests in Lone Star .  Case in point, 
the CS has known that the Black Market runs s ignificant manu
facturing operations from somewhere in the New West, but was 
not concerned about them until Bandito Arms became a maj or 
player and began to sell SAMAS-l ike power armor and other 
weapons simi lar to the Coalition ' s  own. This changed Bandito 
Arms from a barely noticeable b l ip on the CS radar to a star on 
the CS Top Ten Enemies list. 

Arzno, on the other hand, is intensely aware of the Coal ition 
States and wants to stay off their radar for as long as possible. 

Arzno today, in the Autu m n  of 1 09 P.A. , stands at a major 
crossroads as events both within the c ity-state and in the world 
at large have caused her progress to stal l .  

Following the tragic fal l  of Tolkeen, the soldiers and mages 
of Arzno returned home with thousands of refugees in tow . 
Wh ile this has replenished the population, it has also put a strain 
on the economy as the community struggles to absorb the influx 
of refugees into its society . While all who came would be ac
cepted, employment was only guaranteed to sold iers , Operators , 
Techno-Wizards, and others who could find positions with the 
Arzno Mercenary Corps, Arzno Weapons Manufacturing and 
other skil led businesses. The rest would have to fend for them
selves the best they could. While there is plenty of land for start
ing a homestead or little ranch or farm, such endeavors must be 

done outs ide of town, where the land is arid and the settlers are 
vulnerable to the dangers of the wild .  

Expanding the population has been no simple matter for any
one .  Much to the dismay of Arzno officials, institutions such as 
underground Body-Chop-Shops and Cyber-Snatching have re
cently appeared on its streets . One il legal operation recently run 
out of town even offered Juicer and Crazy conversions. Not that 
the c ity condemns such practices outright, but it certainly has no 
desire to to lerate the criminal e lement that back-alley Cyber
Docs bring with them. The c ity has always l icensed and moni
tored such operations to make sure they are reputable and safe ,  
not outlets for crim inals .  So  far, al l  i l legal operations have been 
successful ly forced out by city officials or el iminated by Arzno 
Defenders, Cyber-Knights , Justice Rangers, and Sky Knights on 
the city ' s  behalf. However, some try to sneak back in unnoticed, 
and others set up shop outside the c ity-state and let cl ients come 
to them. Be ing near the Great Trade Road keeps enough traffic 
coming for even a small , specialized operation l ike a Body
Chop-Shop to stay business .  Other common underground indus
tries include i l legal blood sports (gladiatorial fights, brutal box
ing and wrestling matches, animal fights, and simi lar) , 
gambl ing, smuggl ing and racketeering.  S ince the fal l  of 
Tolkeen, cattle rustling and general banditry have seen a signifi
cant increase throughout the West, as desperate refugees, dis
plac;ed criminals and out of work mercenaries (many of whom 
never got paid in the first place) tum to crime to survive . 

S ince the Coalition Army has effectively cut off escape to the 
East by seizing control of the M ississippi River and the land 
along its length, the majority of refugees ,  fugitives, crooks and 
mercs are forced to flee westward. Arzno is not the only com-
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munity to suffer these problems,  and many have fared much 
worse. All in all ,  Arzno is handl ing the s ituation better than 
most and continues to do wel l  on all fronts .  

T h e  Gathering Storm. The people o f  Arzno don 't know it 
yet, but they are about to face their greatest challenge . An ag
gress ive vampire colony has secretly taken over Fort Tombstone 

and controls  other outlaying communities around it. The vam
pires '  leader, Xavier Stuart, is concerned about Arzno ' s  continu
ing growth and prosperity . If  he and his vampire legions are to 
mold Arizona into the new Vampire Kingdom of America, they 
must deal w ith Arzno before it becomes too powerful .  Although 
the bold vampire leader would have liked more time to grow his 
vampire army, he has decided that Arzno must be dealt with 
now. Over the next several months, he and his undead hosts wi l l  
try to infiltrate, sabotage and seize control of the city-state. Fai l 
ing that (and with True Atlanteans and so  many vampire hunt
ers, heroes, mercs and practitioners of magic, he half expects to 
fai l), Xavier wi l l  unleash his vampire hordes and mortal hench
men to raze the c ity to the ground. Those who survive the vam
pires '  onslaught shall j oin them or be ens laved or destroyed. 

Arzno Technology Level 

The overall tech level in the City-State of Arzno is roughly 
equal to the 1 93 0 ' s  of pre-Rifts America. There are, of course ,  
some notab le exceptions, such as Mega-Damage weapons, ar
mor and veh icles, bionics, and magical marvels created by the 
many Techno-Wizards in the city .  Most of the city ' s  power, wa-

ter, and protection comes from, or is at least partially re l iant on , 
Techno-Wizardry . 

Government 

An elected body known as the Council of Elders governs the 
City and Territory of Arzno. The Counci l  of Elders is a senate of 
1 1  e lected c itizens, one of them being the Chief Elder, who has 
no special governing power other than he sets the agenda and 
runs the meetings . Major i ssues are sent to the public to be voted 
on, and anyone 1 6  or o lder who is a c itizen of the city-state may 
vote . An open-bal lot vote is held every three years (at Summer 
Solstice) and the person w ith the most votes is  Chief Elder, and 
the second through eleventh-most vote-getters fil l  the other ten 
seats. 

The first two runners-up are appointed as alternates and are 
placed on reserve, attending all Counci l  functions and meetings 
to serve as secretaries and perform various administrative duties . 
Elders also serve as judges in the city court in both crim inal and 
civil matters. For high-profile or complex cases,  a panel of re
tired Elders may be appointed by the Counci l .  

Members on the Council do not get  paid any sort of wage or 
salary, and all its members must find some means of support 
outs ide the ir service to the community ; most own a bus iness in 
town . The Council  has managed to evade corruption and the ba
sic dishonesty of most politics for years because of the non
pay ing position and relative lack of power. All of this is possible 
because the city-state is smal l ,  iso lated, built upon frontiersman 
sens ibi l ities and mi l itary order, and the community lacks power
ful neighbors, rivals and enemies . Be ing a Counci l  member i s  
prestigious, however, making the Elders the most highly re-
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garded citizens in the c ity . It is common to tip one ' s  hat when 
pass ing a current or former member of the Counc i l  of Elders . 

The Counc i l  is directly responsible for e lecting the leadership 
of the peacekeeping body of the c ity, the Civilian Patrollers. 

The Counc i l  nominates and e lects the chief officer of the Patrol 
lers (holds the rank of  l ieutenant) and must approve h i s  choices 
for sergeants . The only qualifications for either position are : the 
candidate must be a citizen of the City of Arzno, must accept the 
job and its duties fu ll-time (and therefore cannot be a member of 
the Arzno Mercenary Corps, though most are veterans of the 
A .M.C .) ,  must be at least 25 years of age,  and cannot be an ac
tive member of the Counc i l  of E lders . The l ieutenant is stationed 
at the main precinct at the city court and there is  one sergeant at 
each of the four precincts . 

Emergence of Politics 

While there have traditionally been no political parties or 
campaigning for E lder positions , recent years have seen this  
creeping into the mix. Members running on platforms of various 
political groups have not yet been successful in gaining a seat, 
but have managed to place one person as a Counci l  alternate and 
are expected to be a serious force in the coming e lection . 
Groups have included everything from humanoid supremacists 
(generally anti-Fen nodi and Cactus People, who are a l ittle too 
" inhuman" for some folks ' tastes),  to re l igious groups, to mi l i 
tant factions for the destruction of the vampire threat. Various 
parties have come and gone in the last two elections, with an

other just over a year away. With the next election so close, 
many groups have banded together to form three much less frag
mented groups who are al l vying for seats on the Counci l  of El
ders . 

The title of The Arzno I ndependence Party sounds strange 
s ince Arzno is an independent city-state, but what the group re
ally wants is isolation from the rest of the world. There is a 
growing concern among some people that the evils of Tolkeen 
wil l  come back to haunt all magic-using communities. War sto
ries have reached the Arizona communities and the people want 
to distance themselves as much as possible from the Coalition 
threat. Members of this party are pushing to cut off communica
tions and trade with communities in the East, including Lazlo , 
New Lazlo, Kingsdale, MercTown and even the Colorado Bar
onies .  Some factions of th is party are cal l ing for the expulsion 
of refugees from the city as wel l .  The overwhe lming concerns 
are that either the Coalition is going to follow the refugees and 
the trai l  of TW trade back to Arzno and destroy them al l ,  or that 
the evil of To Ike en (whatever that is) wi l l  corrupt and ultimately 
destroy Arzno if they harbor anyone from Tolkeen. 

The Traditionalist Party is  a medium-sized group, roughly 
equivalent to the Independence Party in membership, influence 
and vocal izations .  Leaders of the Traditionalists call for a return 
to the original miss ion of Arzno:  the destruction of the vampire 
threat. This "mission" is more or less extrapolated from known 
Arzno history and the continuing vampire danger. These mil i 
tants c laim that Arzno was founded by refugees from northern 
Mexico under the expectation that they would grow strong and 
fight the threat head-on. While it is often thought that Arzno' s 
founders may have come northward to escape the vampire 
threat, there is  nothing to back up such a claim . Even if there 



were, it doesn't  mean Arzno has to exclusively dedicate itself to 
fighting vampires or freeing Mexico from vampire domination ; 
they are way too small to consider the latter, and have never 
shirked fighting the undead. Stil l ,  this dedication and purpose 
has struck a chord with some of Arzno' s residents . So far, the 
Traditional ists have had the most political success, placing one 
party member, the Undead Slayer Brayth ia Stayma, to a reserve 
seat on the Counc i l .  

A th ird and much smaller political group is the Arzno Forti

fication Party. This group is pushing for Arzno to make a mi l i
tary alliance with another larger or more capable kingdom . 
Given the recent manpower shortages and the Tolkeen cris is ,  
th is party fears Arzno can ' t  stand on its own against any variety 
of dangers in the New West. Sooner or later, they say, someone 
is going to come along and wipe the small kingdom from the 
map .  It may be vampires, demonic invaders, the bandits of the 
Pecos Empire or the Coalition Army, but the group fears that it 
is only a matter of time .  Popular suggestions inc lude petitioning 
the Lyn-Srial or Cyber-Knights to take the city under their con
trol, or to establish extensive protection and trade agreements 
with the Colorado Baronies .  Thi s  group has been publicly at
tacked by officials and prominent citizens as cowards and radi
cals ,  but they have done a good job of striking the proper note of 
fear within many people .  The group is small , but persistent. 

The largest, unofficial pol itical group is the vast majority of 
c itizens in Arzno who support the current government and incar
nation of the Counci l  of E lders . They l ike how the c ity-state has 
grown and take a more measured approach to the dangers , trou-

bles and growing pains of Arzno.  They don' t  ignore the vampire 
threat (never have), nor are they bl ind to the many threats from 
the hostile environment around them, they just aren ' t  alarmists , 
activists or extremists - merely concerned citizens praying for a 
better future . 

The current Counci l  of Elders have seen a great deal of dis
cussion about the emergence of these pol itical groups and have 
decided that no current members should take up the banner of 
any . Most of the current members honor this agreement and be
l ieve that too much politics, overt jockeying for position and 
grandstanding wil l  only divide and hurt the c ity in the long run . 
When the election draws nearer, however, some Counci l  mem
bers may be tempted by the security that such pol itical support 
can supply. 

Notable po l itical figures :  

Lanis Nem esio, a distinguished 1 1 th level Techno-Wizard 
and the founder and owner of Arzno Weapons Manufacturing 
(Scrupulous alignment; I .Q .  1 7, M .E .  1 4 ,  M.A. 1 9, P .E .  1 3) .  He 
sincerely believes in a "help others help themselves" attitude 
and has done much good in the city and territory by that philos
ophy . Lanis is s incere in his quest to exterminate the vampires ,  
though some just view him as a salesman .  The truth is evident in 
the way he runs A .W.M. , sel l ing basic items to the common 
people for fractions of what they ' re worth on the mass market, 
just for the sake of helping others. Lanis  is  wel l  to do, but he 
cou ld be filthy rich . A .W.M.  is worth mi l l ions, possib ly bi ll ions 
of credits, but Lanis is more concerned about the welfare of al l ,  
and protection from the undead. 

Lanis has a daughter, Patria, who is, much to his dismay, an 
Undead Slayer and sergeant in the A .M.e .  His history with his  
daughter is rocky and they 're constantly on the outs . Lanis has 
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always been a leader of people first and father second, a choice 
which he is beginning to regret. 

Sinsonue Wisp, lady-kil ler and 1 2th level Elven Mystic (Un
principled alignment; I .Q .  1 5 ,  M .A.  1 8 , P .B .  23) .  The people, 
particularly the ladies, adore S insonue, and he is only too glad to 
return the affections of lovely ladies . As an Elf, he looks much 
younger than he is and is constantly flirting with the women of 
the town. He is an honorable character and doesn't  do anything 
to disgrace his pos ition as Elder or embarrass h imself. He just 
enjoys attention in the form of whispers and giggles .  He owns 
two of the larger hotels in town . 

Sinsonue served as Chief E lder from 1 02 P .A .  until 1 08 ,  then 
lost his pos ition to Lanis (see above). For the past term he has 
been miserable, but sti l l  s its on the Council out of respect for 
those who saw fit to e lect him. His  fragi le ego crushed by his 
defeat, S insonue has already started talking about "allowing" 
another to take his place on the Counci l  and not accepting an 
e lected seat in 1 1 1  P .A.  

Braythia Stayma of Clan Skell ian ,  more common ly known 
as "Bray," is a 5th level True Atlantean Undead Slayer (Aber
rant al ignment; P .S .  25 ,  P .P .  20, P .E .  22) and one of the two re
serve Elders . He 's  a bright young man (97 years old but looks 
24, practically a kid) with big plans and l ittle time, so he says . 
He sees the city as not fulfil l ing its potential in the fight against 
the undead and he is anx ious to change things. It is th is belief 
that has led Bray to be the first Council hopeful to jo in the side 
of any pol itical party, in his case, the anti-vampire Traditionalist 

Party. If he gets an audience, he could quickly become the 
poster boy for the new movement . The minority who fol low him 
could easily be led into fanaticism that could spell big trouble 
for the c ity-state . Bray greatly respects (almost reveres) Prince 
Onra and assumes that they have the same outlook on how 
things shou ld be done (but he ' s  wrong) . Bray is currently work
ing his way up the ranks in the Civilian Patrollers and has got
ten as far as Patro ller 1 st C lass .  If the vampire conflict erupts 
soon , he ' ll undoubtedly leave the Counci l  and the Patrollers to 
jo in the Arzno Mercenary Corps to fol low his idol, Prince Onra, 
to glory . 

The Golden OneslLyn-SriaVSky Knights. The Lyn-Srial 
are not a pol itical party, but they are a neighboring power worth 
mentioning. The C ity of Arzno has a peace treaty with the 
Lyn-Srial and respects their claim to the Grand Canyon. The 
two communities have many mutual values, outlooks and ene
mies, so they get along nicely. Some citizens of Arzno frequent 
the glorious c ity of the Lyn-Srial, known as Tryth-Sal, and there 
are several of the Golden Ones l iving in (and fighting for) 
Arzno.  They have an embassy near the Arzno Hall of Govern
ment, the only outside community to have such a permanent 
presence within the c ity .  

The Law & the Civilian Patrollers 

The Civi l ian Patrol lers, a police force largely made up of 
ex-mercenaries, keep the peace, enforce the law and defend the 
City-State of Arzno.  They are a civil ian mi litia, but can be 
called to active mi litary duty in a time of crisis . In a crisis ,  the 
Civi lian Patrol lers serve as extra troops under the control of the 
Arzno Mercenary C orps (A .M.C . ) .  

The head of the Patrol lers holds the  rank of lieutenant and i s  
appointed by the Counci l  of Elders . The l ieutenant appoints four 



sergeants, w ith the approval of the Counci l ;  one at the c ity court 
precinct in the center of town near the Hall of Government (Pre
cinct 1 ), one in the north by the East Gate (Precinct 2), another 
in the south near the Sky Docks (Precinct 3 ), and one in the 
other end of town (Precinct 4) .  

For each sergeant there are two deputy sergeants who help 
their superiors in the administration of justice and keeping of the 
peace.  Al l  officers carry a side arm (standard issue is a 
Wilk ' s-Remi 1 30 "S ix Shooter" or A.W.M.  equivalent to the 
TW-45 Revolver, but officers generally have the ir pick of weap
ons) and either a second s ide arm or a rifle (standard issue is  a 
Wilk ' s-Remi 1 57 "Judgement Day," Wilk ' s  567 "Long Gun," or 
TW Hellfire Shotgun) . They may wear a variety of l ight to 
heavy armors, with Bushman, Branaghan,  or Bandito armor, of
ten with some TW enhancements, among the most favored. 

There are three c lasses of  Patro llers : 1) The everyday law 
enforcement officer, Patroller 3rd Class, called a P3 .  This is  
your basic beat-cop who walks the streets in pairs . They keep an 
eye out for trouble, break up fights, settle disputes, and keep a 
lookout for vampires and bandits . They carry a s ide arm (stan
dard issue is a Wilk' s-Remi 1 30 "S ix Shooter") and may use 
their own equ ipment with their sergeant ' s  approval . Most wear 
medium body armor; standard issue is Bushman . The average 
P3 is a Cowboy, Deputy, mercenary, or the occasional practitio
ner of magic, levels  1 -4 .  Most have an average l .Q . ,  and physi

cal attributes of 12 or higher. There are sixteen P3 ' s  per 
precinct, about half of whom are on duty at any g iven time.  

2) Patroller 2nd Class , or P2 , is the typical patrol-cop, gen
erally working in pairs patrol l ing the streets in cars, on motorcy
cles ,  hovercycles, horseback or TW Wingboards or other TW 
Flyers .  They are responsib le for quick response to emergencies 
and crimes in progress, g iving chase to criminals fleeing the 
scene of a crime or on the run, and providing general defense of 
the c itizenry . Each carries a standard issue s idearm and a stan
dard issue rifle or magic weapon . Bushman or Bandito armor 
are standard issue for P2 ' s . The average P2 is  a level 2 -6 Dep
uty, Gunfighter, Headhunter, Combat Cyborg, Robot Pi lot, Gl it
ter Boy pilot, mercenary, other man at arms, or the occasional 
practitioner of magic, with skills including Sensory Equipment, 
a Pi lot ski l l ,  two modem W.P .s ,  an average I .Q .  and physical at
tributes of about 1 2 .  There are 8 P2 ' s  per precinct, about half of 
whom are on duty at any given time. 

3) Patrollers l st Class, or P I ,  hold the positions of e ither 
modem-day detectives or specializedjield agents . The mechan
ics and Operators who maintain the armor and fleet of vehicles 
are all P I ,  as are the criminal investigators, SWAT teams, and 
Anti-Vampire Squads . So are the desk jockeys who work on the 
meager computer systems or perform other adm inistrative du
ties. The average field P I  such as a Detective is typically a leve l 
4-9 Bounty Hunter, Cyber-Knight, Wired Gunslinger, Cyber
S l inger Cyborg, Headhunter, Juicer, Crazy, Mind Meiter, 
Psi-Sl inger, Psi-Ghost, Psi-Slayer, Professional Spy, Mystic, 
Mi l itary Specialist, Commando, Ranger or specialized man at 
arm s with ski l ls  in investigation and/or specialized combat. 
Magic Specialists include all the major magic O .C .C . s  (except 
evil ones l ike Shifters and Necromancers) as well as Native 
American Shamans and Warriors . Desk j ockeys are the equiva
lent of Technical Officers and Hack Rats .  Weapons and armor 
are the choice of the operative and often dictated by his or her 
area of spec ialty .  

42 

The uniforms of all members of the Civi lian Patrol lers are 
bas ical ly the same, regardless of status . Dress uniforms have 
black trousers (men and women) with a double-breasted, dark 
red shirt with s i lver buttons and b lack accents . The C .P .  ' s  s ilver 
badge is worn over the left breast and a pin showing rank is 
worn on the collar. No hats are worn on formal occasions .  

Work uniforms are black j umpsuits with red stripes down the 
legs and arms, with a red "C.P ."  emblem on the right breast and 



a larger one on the back. A black bal l-cap with the red emblem 
is worn as wel l .  A si lver badge indicating the rank of the Patrol
ler  i s  worn over the left breast, as  wel l  as  an emblem on the right 
collar. 

Officers and P I  Detectives aren' t  required to wear a un iform 
whi le on duty, and technical occupations such as Operator or 
Techno-Wizard are issued an alternative uniform for work, usu
ally just a plain black or red jumpsuit w ith their name and rank 
over the right breast. Armor is painted red and black with the 
c.P .  logo on the back and the rank on the upper-right torso. 

Other defenders. In addition to relying on the C .P . ,  when 
asked the Arzno Mercenary Corps may help in police investiga
tions, function as deputies , and jo in in as a sort of volunteer mi
l itia to defend the city-state when under attack. Likewise, most 
psychics and practitioners of magic will jo in a battle to defend 

the c ity, he lp investigators and ride in a posse, as well as help 
heal and minister to the sick and wounded. 

For protection, the main c ity takes advantage of the natural 
geography of the Grand Canyon. The c ity itself s its on a plateau 
within a tight bend of the canyon , with the gorge protecting the 
west, south ,  and east sides of the c ity . A large stone wall pro
tects the northern s ide. Two sets of wide gates are open all day , 
but are closed at n ight and can only be opened from the inside 
by the guards. The A .M.C .  and C .P . s  share the duties of guard
ing the gates .  The gates may be c losed in the event of an attack, 
high winds , or some other emergency . The wall is tough, but it 
isn ' t  enough to repe l  an invasion ; just enough to give the city 
and its protectors time to rally a defense. It also acts as an effec
tive buffer against predators and other dangerous animals .  

Justice in Arzno 

The Counci l  of Elders is  responsible for the administration of 
justice in Arzno, each Counci l  member taking a week ' s  tum on 
the bench to preside over criminal and civi l  actions . For the tri
als of severe or high-profile crimes, the Council  may assign 
multiple Elders, past and present, as jurists. In criminal matters , 
the accused can h ire an attorney or have one appointed, but it i s  
just a s  common for a defendant to  represent him- or  herself. In  
civil matters ,  no legal representation is  usually allowed, with the 
judge s imply asking questions and calling witnesses, ascertain
ing for himself who is responsible . 

Justice is swift and decisive in Arzno, but most people tend 
to handle issues on their own rather than getting the courts in
volved. The fact is that Arzno is a New West town, and judg
ments are often harsh and absolute .  For civil matters and crimes 
such as theft, fraud, and other non-violent crimes, the penalty is 
usually a large fine and restitution, and possibly expulsion from 
the city l imits . Violent crimes such as assault and armed robbery 
generally warrant huge fines (including the seizing of property 
by the c ity, or transfer of property to the victim), work detai l s  
for 1 - 1 0  months at  a time,  and publ ic flogging. The harshest 
crimes such as murder, rape, horse theft and willful harboring of 
the undead generally receive death by firing squad in a 
non-public area. In some cases, the Lyn-Srial ambassadors take 
a condemned man or woman into their custody for rehabi l itation 
if allowed by the Counci l .  Imprisonment is usually a temporary 
s ituation used under such c ircumstances as holding a drunken 
and disorderly individual unti l he sobers up, ho lding a suspect 
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unti l  he can be questioned, holding a crim inal until  a judgement 
has been rendered and sentence passed, and similar. 

Surprisingly, the j ustice system is generally swift, fai r  and 
free of corruption. 

The Economics of Arzno 

Arzno is, in many ways, two cities; a mercenary town sup
porting a small army of hired guns, heroes, professional sol
diers, vampire hunters, and soldiers of fortune, and a Techno
Wizard/magic based industrial center. 

As one would expect, most bus inesses in the city-state sup
port one or both of these two industries. At times , it can be diffi
cult to separate the mercenary economy from the magic side of 
th ings . Techno-Wizard weaponry, armor, and other equipment 

are routinely found in the arsenals of local mercenaries, both 
from the A .M.C.  and among the freelancers and adventurers . 

The Mercenary Economy. As the citizens of any merc town 
can testify, mercenary activity qu ickly becomes the l ife ' s  blood 
of the economy. Soldiers of fortune tend to spend their money 
as quickly as they can make it and a variety of services and 
stores spring up to serve them, from barber shops to armored ve
hicle dealerships. Mercenaries are almost equally interested in 
high-technology merchandise l ike weapons, armor and vehicles,  
and the most basic luxuries such as food, l iquor, and entertain
ment. 

Mercenaries on payday. The first and most major expendi
ture of the typical mercenary is equipment to help them ply their 
trade .  Th is is often both business investment and personal hobby 
rol led into one .  Whi le all warriors want the best equipment 
avai lable, the definition of what that is  varies dramatically from 
person to person . Mercs generally have strong personal fee l ings 
toward their equipment and have very specific tastes . Personal 
preference on a number of features such as make, model, pay
load, range, and so forth, are as l ikely to be the se l l ing point to a 
mercenary as much as the level of damage it can deal out. Ar
mor is as l ikely to be chosen based on weight, maneuverabi l ity , 
and style as much as the amount of protection it provides. Pro
fess ional mercenaries may also buy weapons and gear based on 
their personal quirks, tastes, past experience and superstitions . 
This is an important distinction from most conventional soldiers , 
who use whatever is issued to them .  

Second to  the purchase of  work-re lated equipment, mercenar
ies pour thousands upon thousands of credits into luxuries such 
as the finest food, drinks, c lothing, entertainment, and company 
avai lable .  With such a dangerous occupation, many warriors 
live in the moment and are very loose with their money . It ' s  not 
at all unusual to see an Arzno soldier buying rounds for the 
house or handing out boxes of cigars to h is or her buddies after a 
successful j ob. Pushing the l imit is the surest way to get the best 
flavor out of life, they say ,  and they want to enjoy it while the 
success lasts . On the other hand, there are those who appreciate 
the simple things in l ife and are careful with their earnings, of
ten sending money home to a wife and kids, parents, loved ones 
or a special charity . 

Meres' favorite shops. The average mercenary ' s  specific 
tastes provide for a large niche economy in the arms and armor 
markets . Walking down the street in the Merc Market, some
times called Little MercTown, a visitor sees dozens of thriving 



weapon shops, each with its area of specialty or a very broad se
lection without any depth . Wilk 's, Northern Gun, and Bandito 

Arms all operate weapon shops on the same city block. Items 
from these and other domestic manufacturers can also be found 
in small, independent shops focusing on energy weapons, or 
long-range sharpshooter models, or heavy energy weapons, or 
TW guns, and so on. Some shops offer only the lower-end, basic 
models from virtually all manufacturers from across the conti 
nent and beyond. Many of these shops also sel l  armor (particu
larly those carrying Northern Gun and Bandito Arms products) 
and other equipment, while some shops sell only various types 
of environmental and non-environmental armor to the exclusion 
of weaponry. And this doesn ' t  include resale shops, general 
stores ,  pawnshops, and Black Market dealers and other provid
ers of weapons to the mercenaries of Arzno. 

The long and the short of it is that in Arzno, you can find a 
huge variety of weapon and armor shops sel l ing anything from 
fixer-uppers to the latest and greatest, catering to the various 
tastes and budgets of the ir customers . Of course, this is also 
great for player characters and Game Masters, because Arzno 
can support games of any scope, whether players are hot-shot, 
high-priced mercenaries w ith lots of cash to spend, or a smal l 
band of adventuring scientists on a tight budget. No matter what 
the demand, someone in Arzno can probably provide it. Note : 

Arzno is so off the beaten path and so small ,  compared to the 
big cities in the Domain of Man, that Triax and N aruni items are 
NOT available. Only used items from both manufacturers some
times find their way into pawnshops and arms dealers who ac
quired the item in trade from a merc down on his luck. 

Shop owners. An interesting aspect about Arzno and many 
mercenary towns, is a lot of shops and stores are owned and op
erated by retired so ldiers of fortune . These businesses usually 
have a loyal c l ientele, because a veteran is likely to bring in 
business from his former comrades and associates, as well as 
newcomers who instantly feel  a kinship with a fellow, former 
soldier of fortune . G iven a choice, a merc wil l  rather buy from a 
fellow war veteran than a businessman out to make a buck. 

Shopkeepers ,  restaurant owners, or vehicle salesmen are 
l ikely to be retired, but not old. For one, few mercenaries live to 
a ripe old age . Most retired mercs turned in their spurs and left 
"the trade" because they had fami lies, or were growing weary of 
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the hard life of a h ired soldier, or experienced an injury or inci
dent that made them reconsider their career choice, or combina
tion of the above . 

The Techno-Wizard Economy 

Arzno Weapons Manufacturing (A.W.M.) is "the" 
Techno-Wizard manufacturing giant of Arizona and the South
west, with hopes of branching out and surpassing the Colorado 
Baronies in a few years . Focusing on mass production and con
sistency, if you need a simple, unelaborate TW Firebolt P isto l ,  
Lightning Rod, or  a wood-firing rail gun, A.W.M. can ' t  be 
beaten on price or quality . The company also has some unique 
bits of Techno-Wizardry that can 't  be found anywhere else and 
keep customers coming back for more. However, A.W.M. has 
its weaknesses. 

TW Repair and m a intenance. A.W.M.  is unable to offer af
fordable repair and maintenance services; time and labor are 
s imply too valuable .  So, a number of independent Techno-Wiz
ards in the city make a good l iving correcting battle damage, re
plac ing components as they wear out, and providing upgrades. 

Custom design. A.W.M.  offers custom design jobs, but at a 
prem ium price.  Independent Techno-Wizards, particularly 
mid- level ( levels  4 to 8), do very well h iring themselves out as 
consultants and specialists to draw up plans and des ign specifi
cations for devices, which A .W.M.  or they can then construct at 
a better price .  

Materials. A.W.M.  pays top dollar for quality gems, stones,  
and precious metals .  To capitalize on this ,  a number of entrepre
neurs make their l iving acquiring these items and then sel l ing 
them to A .W.M.  Some are prospectors, others merchants and in
vestors who buy in bulk from other areas and import the goods , 

and some are Techno-Wizards who specialize in salvage and 
components for TW equipment. 

I t ' s  not just all that glitters that A .W.M.  is after. Arzno 
Weapons Manufacturing also offers cash or credit toward pur
chase for usable components such as weapon cas ings, optics, ar
mor pieces , and M.D.C .  materials . Such mundane materials 
don ' t  fetch a great price, but if de l ivered in large quantities, can 
be worthwhile (average around one credit per M.D .C .  point for 
broken or damaged weapons and salvageable scrap, or 1 0  cred
its per M.D.C .  point for weapon casings and armor pieces that 
are in relatively good shape) . A . W.M.  generally does business 
by the ton for recycled materials and scrap, though many 
smal l-time Techno-Wizard outfits wi l l  buy in lesser quantities. 

Spell trade. Many practitioners of magic sel l  their knowl
edge to A .W.M. e ither by offering their spel l-casting services, 
sel l ing scro lls or talismans that they create, or by sel l ing spel ls  
to A .W.M. mages outright. In fact, A.W.M. maintains a special 
office with in their headquarters to faci litate al l  such transac
tions .  Some non-mages provide magical services by trading 
magic artifacts, amulets , tal ismans, and scrol ls  they have ac
quired, while some mages offer to cast spells for Techno-Wiz
ards who lack the knowledge in a specific spel l .  In the latter 
case,  a Techno-Wizard contacts the spell caster, probab ly a Ley 
Line Walker, and the Line Walker comes and casts the spell that 
the Techno-Wizard directs into h is  TW device where it is con
tained for whatever purpose the TW item is  designed for .  
A.W.M. Techno-Wizards are encouraged to increase their spel l  
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knowledge on their own through reimbursement programs, paid 
bonuses, and cons ideration during annual reviews standard for 
all employees . 

Unique, powerful ,  or illegal items.  A.W.M. ' s  focus is on 
"stock" items with mass appeal and appl ication, and on specific 
designs un ique to the company . Many truly unique or made
to-order items are eas ier or cheaper to get through independent 
Techno-Wizards. And, of course, there are some items that 
A .W.M. s imply wil l  not manufacture, as well  as some c l ients to 
whom they wil l  not sel l  so much as a TW can-opener. Such s itu
ations requ ire finding an independent Techno-Wizard who has 
no such scruples .  

Convenience and timeliness. Patrons wi l l  often pay more 
for an item if it can be turned out right away or is  done right in 
the neighborhood TW "mom and pop" operation.  A .W.M.  can ' t  
always offer such service and thus leaves a large opportunity for 
independent Techno-Wizards to establish the ir own c lient base. 

Places of Note in Arzno 

West City Entry 
The northern wall that separates the c ity of Arzno from the 

open land beyond has two gates .  While the East Gate is gener
ally used by those headed into the c ity for trade, the West Gate 
leads vis itors into the section of the c ity dominated by merce
naries and the influence of the Arzno Mercenary Corps 
(A .M.C .) .  

1 .  West Gate. Three A.M.e. guards eyeball each person 
com ing or going through the West Gate, check packages and 
question those they don 't know or find suspicious. Inspections 

are general ly swift and friendly, and unless the person gives 
cause for the guards to be suspicious ,  things usually go 
smoothly. One guard of the trio is typically a psychic sensitive, 
using powers such as Empathy, See Aura, and Telepathy to try 
and screen potential troublemakers, spies and undead . 
Psi-Stalkers , Dog B oys, M ind Melters, and other psychic sensi
tives are paid a bonus by the c ity for standing guard duty, so 
they are rarely in short supply. The East Gate functions in the 
same way, but is manned by the C ivi l ian Patrol lers. 

Body armor, small arms, hovercycles, and horses are al lowed 
in the c ity, but giant robots, medium to heavy power armor, 
heavy weapons , explosives and large, monstrous riding animals 
are not. These items must be left outside the c ity, or may be 
checked and stored by the Arzno Storage and Holding Co.  

2. Arzno Storage and Holding Co. This company is l i 
censed by the city government to store restricted weapons , 
equipment and vehicles at its warehouses just inside the c ity 
gates .  Run by the Harris family, who have deep roots in the 
community and can trace their family line to the early days of 
the c ity, the Arzno Storage and Holding Co. has an operation at 
each of the two gates in the northern wall , as well as at the Sky 

Docks in the southern end of the city .  For a small fee, the com
pany wil l  store and insure materials that can 't be taken freely 
into town. The alternative is  to leave it outside the gates . A rep
resentative from the company takes possession of any restricted 
items at the gate and brings them in h imself. 
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The storage of heavy energy weapons and rai l  guns costs a 
flat rate of 5 credits per weapon per day . Power armor can be 
stored for 1 0  credits per day, and mi l itary vehicles and robots 
incur a fee of 50 credits per day. Stabling exotic riding animals 
costs 1 00 credits per day (30 for horses) , and non-restricted ve
hicles can be parked and insured in the private lot for 5 credits 
per day . 

In addition to storing prohibited materials, the company pro
vides secure safe deposit boxes (about the s ize of a shoe box) 
for 1 0  credits per day or 1 50 credits per month, or a secure 2 x 2 
x 4 foot locker (0 .6 x 0 .6  x 1 .2 m) for 25 credits per day or 3 5 0  
credits per month. Prices are considerably higher than at any of  
the several banks in town, but the Harrises are far less picky 
about what goes into the lockers and more secure . 

Various other services are available at competit ive rates, in
cluding E-Clip recharging ( 1 000 credits), basic vehicle inspec
tion and maintenance (50 credits) , tire repair ( 1 0-20 credits) and 
washing and detail ing armor and vehicles ( 1 0  credits) . 

3. The A.M.e. Su bcontractor's Office. The A.M.C . is the 
sole provider of mercenary services in the city-state, so to get 
mercenary work with the c ity of Arzno or any businesses in the 
c ity-state, a mercenary or adventurer is supposed to s ign a tem
porary freelancer 's contract with the A.M.C.  In tum, the 
A.M.C .  wi l l  help find the merc work and introduce them to their 
emp loyer. The A .M.C .  takes 1 0% of the freelancer 's  pay for this  
service. Any merc or  adventurer who gets caught working under 
the table w ithout A . M.e.  sanction wil l  have a chance to make 
amends by paying them half their pay, or face getting run out of 
town . The A.M.C.  ' s  brokerage fee is actually low and reason
able, so most soldiers of fortune don 't try to circumvent them . 
Furthermore, mercs in good standing wi l l  get the best jobs , 
whi le unknowns, drifters and those known to have dodged the 
A .M.C .  in the past, get grunt work and the least desirable as-

signments (lowest pay, most unpleasant, and most dangerous) . 
Such subcontract work may go to individuals ,  small groups 
and/or large merc companies .  

Most of the work i s  s imple security detai ls  for merchants and 
travelers headed to one of the local communities or up and down 
the Great Trade Road. The contract m ight be a for a short time 
or specific assignment in which once the job is done, so  is  the 
work, or for extended work such as a bouncer at a bar or a body
guard for a prominent individual . 

No matter who the party is ,  each individual who takes a job 
through the Subcontractor ' s  Office must buy a l icense for 500 
credits per year. This helps the city keep track of who is operat
ing within its borders and helps A .M.C .  officials keep out the 
troublemakers or those who routinely fai l  to fulfil l  their obliga
tions to their cl ients. 

Bounties and contracts are also issued through the office of 
the A.M.C.  Bounties on monsters and vampires are always out
standing, but require ki l l  confirmation that can be difficult in 
some cases . Some creatures ,  most notably vampires, must be 
completely destroyed to truly be killed, leaving no evidence for 
the collection of a bounty. Most vampire hunters, and many 
mercenaries regardless of what they are hunting, hire off-duty 
A .M.C .  soldiers to act as witnesses . In the case of vampires , 
they can bring in the undead ' s  severed head and then destroy it 
on s ite (the A.M.C . has a special vampire disposal yard where it 
can be tested and burned) . Magical interrogation (i . e . ,  Words of 
Truth) is a lso a suitable method of confirmation. 



The current rates for common bounties are as fol lows. Al l  re
qu ire confirmation/proof of a ki l l .  

1 00 credits per head of a Mega-Damage monster (Leather-
wing, Grigleaper, Mega-Mole, Pit Lion, etc . ) .  

1 50 credits per head of a Brodki l ,  S imvan,  or Gargoyle. 

200 credits per Worm Wraith . 

2,000 credits per supernatural monster or demon . 

300 credits per Wild Vampire . 

1 ,000 credits per Secondary Vampire . 

Arzno Mercenary Corps 

(AMC) Compound 
The Arzno Mercenary Corps compound covers over 4 0  acres 

of land just inside the c ity ' s  West Gate . It is within these wal ls  
that the professional soldiers of fortune who defend Arzno live, 
work, and train . 

4. The A.M.C. Compound Wall and Main Gate. The wall 
surrounding the grounds occupied by the Arzno Mercenary 
Corps is 25 feet (7 .6 m) thick and 5 5  feet ( 1 6 . 8  m) tal l .  Each 3 
foot x 3 foot (0 .9 m x 0 .9  m) section of reinforced Mega-Dam
age concrete wall has 1 00 M.D.C .  Each of the eleven guard tow
ers around the wal l extends up an additional 1 0  feet (3 .0 m) and 
is crewed by at least two soldiers with energy rifles and a 
mounted rail gun . The wal ls are constructed such that the guards 
can see everywhere along the length of the wall on either side of 
them . 

The main gate is flanked by guard towers with guardhouses 
at the ground level of each that check incoming and outgoing 
vi sitors . The gate c loses at night and during emergencies , s l iding 

47 

into place from within the walls on either side, and has 1 50 
M.D.C .  per 3 foot x 3 foot (0 .9 m x 0 .9  m) section of Mega
Damage steel .  

5. A.M.e. Headquarters .  This three-story M.D.C.  build ing 
houses the business offices of the Arzno Mercenary Corps. The 
first level has high cei l ings and polished stone floors and wall s ,  
al l  intended to  "wow" potential c l ients . Everyone wears pressed 
work uniforms, while officers and representatives wear dress 
uniforms.  There are conference rooms with sophisticated TW 
and conventional video presentation equipment, a large map 
room with an interactive display showing current operations and 
personnel assignments , and a lounge in which guests can relax 
and read up on A .M.C .  procedures and capabi l ities in hard
bound, official-looking documents . 

Upper leve ls  are less formal, with all soldiers wearing work 
uniforms .  They house debriefmg rooms,  conference rooms , 
some classroom space, and the offices for the administrators 
who see to the dai ly tasks that face the A .M.C.  at home and in 
the field. Soldiers come and go through a back door and don ' t  
general ly come into the front area, which is reserved for the en
tertainment and sales-pitching of those looking to secure the 
A .M.C . ' s  services. 

6. Drill Field. A large, open field roughly the size of four 
football fields.  Thi s  area is used for all  manner of activity, from 
small-unit tactics to athletic competitions and ceremonial pa
rades .  It is in use 1 6  hours a day, every day . 

7. Barracks. Each of the eight, two-story barracks can house 
64 soldiers comfortably, two soldiers to a room; four under tight 
conditions, and eight under crowded conditions . The construc
tion is not unl ike that of a college dormitory .  The typical room 
is roughly 1 7x25 feet (5 .2 m x 7 . 6  m) w ith one full bathroom 
shared between every two rooms. There is a lounge area on the 
first floor of each barracks building where soldiers can meet, 
game and social ize . A .M.C .  soldiers are not required to live in 
the barracks,  but l iving in the compound, free, is a great money 
saver. Typically, only free lancers and mercenaries with fami l ie s  
l ive off-base .  One barracks building is typically reserved for re
cruits, while officers are housed in a separate area of the com
pound. 

8. Instruction Rooms. Four buildings serve as c lassrooms 
where soldiers hold debriefings within their companies, are 
given training in specialized and technical areas , and gather for 
all types of meetings. These buildings are used for less-formal 
s ituations,  in addition to the debriefings and conferences . 

9. Mess Hall .  Simply put, this is where the soldiers of the 
A.M.C .  take their meals .  It is also sometimes used as a large as
sembly room . It has faci l ities to prepare all of the food, includ
ing baking bread and purifying water. Water is pumped from a 
wel l dri l led below the bui lding. The bu ilding also houses the 
laundry that services all  of the soldiers who live on the base.  

1 0. Pyramid. This stone pyramid has a footprint of 300x300 
feet (9 1 .4 x 9 1 .4 m) and stands 1 50 feet (45 .7 m) tal l .  One of 
two pyramids in the c ity, it helps control ley l ine activity and 
serves as a power source for the recharging of TW weapons and 
equipment by A .M.C .  Techno-Wizards.  

1 1 . Armory. Connected to the pyramid is  the Arzno Merce
nary Corps armory . S ince roughly half of the weapons used by 
the A.M.C .  are TW devices, hav ing the armory convenient to 
the power source provided by the pyramid is a good logistical 



arrangement. At a moment ' s  notice, the armory can provide 
conventional energy weapons for 432 soldiers, heavy weapons 
(rail guns, p lasma, etc . )  for 1 44 troops , and TW weapons of one 
kind or another for 288 ,  plus 1 00 l ight, 75 medium and 50  heavy 
suits of body armor, and 24 Jackrabbit, 1 8  Raging Bull ,  1 2  
Guardian Angel and 1 0  Thunderbird power armor suits .  Note: 

Half the armory is built underground, making it look smaller 
and less stocked than it real ly is .  

12. Motor Pool. The A.M.C.  utilizes a wide array of vehi
cles,  from off-the- l ine production models  to custom TW mar
vels . The motor pool houses and maintains the dozens of trucks , 
hover craft, personnel carriers, and other ground vehic les used 
by the troops. Rotary- and fixed-wing aircraft are maintained at 
a small airstrip in the southern part of the c ity near the Sky 
Docks. 

13. A.M.e. Exterior Gate. The A .M. C .  uses this gate to 
come and go from the compound without having to use the pub
l ic streets . The soldiers commonly refer to it as the "side door" 
or "s ide gate ." 

1 4. River Gates. These two gates ,  one on the north s ide of 
the compound and one on the south, are metal grates that make 
sure that no one can circumvent the wal l security by s l iding in 
via the river. These gates can be total ly closed by dropping a 
solid Mega-Damage door into place. This  has the added advan
tage of dumping water out into a ditch that runs along the out
side of the north wall and eventually creating a sort of shallow 
moat. Whi le  ineffective against most foes ,  against a vampire at
tack it becomes an effective deterrent. The water level depends 
greatly on the time of year and how long the northern river gate 
has been closed. Note : The grates each have 90 M.D.C . ,  and the 
sol id M.D .C .  doors have 200 M.D .C .  each.  

1 5. Officer Housing. Eight duplex-sty le houses are the 
homes of officers and senior sergeants of the A .M.C .  Each is a 
comfortable two-bedroom , two-bath house with its own kitchen 
and living area. Some are occupied by only one officer, while  
some house two.  Prince Onra lives alone in  the house c losest to 
the headquarters bu i lding. 

16. A.M.e. Medical Center. Not a real hospital, but more of 
a care center for soldiers , th is three-story bui lding serves the 
emergency and other medical needs of the soldiers . The first 
story is an emergency fac i l ity with an ICU, surg ical rooms, and 
med ical equ ipment such as x-ray, MRI, CT, and other h igh-tech 
imaging equipment. The second floor houses examination 
rooms and the equ ipment and materials necessary to maintain , 
upgrade, and repair bionics and even install some basic cyber
netic systems .  The third floor houses offices for the doctors and 
nurses, as well as a lounge, triage, and several conference 
rooms.  Note: The full service, Arzno Hospital is  #4 1 on the 
map .  

Mercenary Section of Town 

This is a small sampling of the types of shops, restaurants, 
and faci lities that surround the A .M.C . compound and exist 
throughout the merc section of the city . While most of the actual 
dealers sell ing weapons, armor, and other combat goods are in 
the Mere Market near the town center, common services and 
day-to-day entertainment are in this part of town where most 
Arzno mercenaries live and work. 
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1 7. Barber Shop. No fancy names for this place. The Barber 
Shop is the most popular p lace for A .M.C .  soldiers to get a trim 
or a shave. The e leven barbers are all retired Arzno Mercenary 
Corps veterans,  ranging from 35 to 65 years old;  nine males , 
two females .  Ten credits gets you a haircut, and three wil l  get 
you a good shave with a straight-razor. The atmosphere i s  
friendly, rowdy and raucous, and the language is often fou l .  
There are always 1 D6 guys hanging around chatting and laugh
ing, even when nobody needs a fresh cut. Stil l ,  it ' s  l ike a home 
away from home for mercs who come as much for the camara
derie as the actual services .  Adventure Note: The Barber Shop 
is where just about everybody goes to get their ears lowered, in
cluding many of the big shots at the A.M.e.  In a casual setting, 
the barber' s chair is  about as close as a civilian or young merc 
can hope to get to Prince Onra, other True Atlanteans and 
A .M.e .  officers . 

1 8. Needles. This small ,  run-down building is the premier 

tattoo parlor for members of the A.M.C .  and wannabes al ike . 
Needles is the owner and sole artist in the establishment . He is a 
Mutant Rat who escaped the Lone Star Complex ages ago. He' s 
assisted by a multi-pierced, tattoo-covered Ogre called Hammer 
(really a 3rd level Undead Slayer from Atlantis) who handles 
most of the piercing and assists Needles around the shop. Nee
dles himself has several conduits in his ears, and has some of his  
fur shaved in patterns exposing detailed tattoos on h is arms,  
neck, and .back. The mutant rat does all tattoo work for his cus
tomers, and designs most of them himself. He has a good eye 
and a gift for art, equal to the profess ional Art skil l  at 90%. He 
charges anywhere from 20-50 credits for a smal l ,  single-colored 



tattoo, to hundreds of credits for more elaborate work. Al l  
piercings are 10  credits each, or  s ix for 5 0  credits. He a l so  sel ls  
cheap, stain less-stee l  j ewelry averaging 5 credits per item . 

1 9. Victory Row. This row of bars and pubs is legendary 
around Arzno as a merc hangout. It gets its name because after a 
big, successful m ission (and payoff), local mercenaries hop 
from one bar to another throughout the night. It is  tradit ion for a 
young merc returning from his fIrst successful mission to start at 
one end and visit a l l  of the establ ishments in a single night, hav
ing a couple of drinks at each . Despite many a long day of duty 
for the celebrating mercenaries fol lowing such a marathon, the 
tradition continues . Prices vary from 2-5 credits for a mug of  
beer to  shots running about 3 credits each . 

a) 8 o 'clock Charlie's .  This bar and restaurant is where the 
Victory Row tradition begins with dinner at 8 o ' c lock (give or 
take an hour) .  It serves l ight drinks, but has an extens ive gri l l  
that serves terrifIc steaks and other meats .  The trademark drink 
is "The Kid," a 44 ounce mug of the house ale traditionally or
dered as the fIrst drink of the night for new initiates at a cost of  
9 credits . The average steak dinner is 18  credits . 

b) The Wild Turkey. This bar is standing-room only and 
features 1 5 1  types of l iquor and shots . The trademark shot is a 
homemade Wild Turkey that patrons can see disti l l ing in a big 
contraption sitting on a table behind the bar. Most drinks are 2-3 
credits a shot. 

c) Rowdy's Dance Hall .  This is one of the only bars on Vic
tory Row (except for Last Call) with anything to do except drink 
and eat. There is a small dance floor in the back that is always 
packed, and a juke box that plays a variety of pre-Rifts music,  
mostly upbeat country-western songs and some rock n '  rol l . 

"Rowdy" Bergman, the owner, keeps p lenty of good-looking 
waitresses on hand who are allowed to dance with patrons so 
long as they keep buying. 

d) Merc's Tavern . There is l ittle special about this place ex
cept that it is yet another stop on the Row, offering hard l iquor 
at fair prices, 2-3 credits per shot. 

e) The Well. This isn ' t  so much a bar as it is a booth. There 
is a counter, behind which stands a bartender and his assortment 
of drinks . Patrons s imply walk up to the open-air estab l ishment, 
covered by only a wooden awning, and buy drinks that come in 
disposable plastic cups, which are usually carried off only to be 
tossed into the alley next door. Prices are one credit per cup of 
cheap beer, one credit for a house specialty that tastes l ike dirty 
dishwater but packs a wallop, and 1 credit per shot for a smal l 
variety of homemade moonshine and cheap whiskey . 

t) Moonshine's.  The halfway point of Victory Row is owned 
by a fel low named Gannon "Moonshine" Cullen, a soft-spoken 
man who keeps his place t idier and c lassier than most. He serves 
only 1 3  kinds of alcohol, but each of them is a quality home 
brew . He serves beverages disti l led from grain, com, cactus 
blossoms, apples, honey, potatoes, p ineapples ,  oranges, and 
plum s . Some varieties have a hard l iquor as wel l  as a l ighter 
wine version. He is supp l ied with most of his  j uices from Ray 
and Cyrus'  farm (see #46 on the map) . The qual ity of h is brews 
are very high, making him the most successful of the bars when 
the mercs aren 't  just looking to get loaded. Adventure Note : 

Moonshine Cullen is more than he seems .  He is ,  in fact, a mind 
s lave to the Master Vampire, Xavier Stuart. The trouble is that 
Moonshine doesn ' t  even real ize it. He was kidnaped from the 
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city three years ago and brought, blindfolded and scared out of 
his wits, into the desert. There he was starved and beaten unti l 
one day he met Xavier, and was b itten and enslaved. For weeks 
after he was continually abused, unti l he one day awoke to fInd 
himself well, laying in his own bed in Arzno. He came to real ize 
that he had apparently been gone for weeks . From the day he 
was abducted, his store was posted with s igns saying he was 
away on business and would return the day after he mysteri
ously found himself in bed . Moonshine doesn ' t  remember most 
of his ordeal and has convinced himself that he must have had a 
bad reaction to a new drink he was developing. 

The truth is that he was selected by Xavier ' s  m inions as the 
perfect ins ide spy . He is not a former m erc who would know 
anything about vampires and has access to A .M .C . soldiers on a 
daily basis . Cullen is principally active at night, allow ing for 
easy contact to be made when necessary . If Moonshine has a 
greater purpose, it is known only by Xavier and wil l  not come 
into play until the vampire makes his move against the c ity . 

g) All Aces . Run by mercenary and legendary gambler Allen 
"All Aces" Adams, this bar serves hard shots . The signature 
drink is actually five drinks taken in rapid succession, known as 
the Royal F lush . The contents of each shot are a trade secret, but 
the end result is a momentary hot rush in the face and very of
ten, everyth ing go ing black as the drinker passes out for 2D6 
minutes . A save of 16 must be rolled (save vs poison bonuses 
are appl icable) to keep from going unconscious . There seem to 
be no lasting ill effects other than those normal ly associated 
with be ing drunk. The whole Royal Flush setup costs 10 credits . 
As one might expect, the tavern also offers gaming tables where 
patrons engage in friendly games of poker. 

h) The Burnout Bar. The trademark drink at this bar is  
cal led the "Burnout," a shot of some sort of alcohol that is set on 
fIre and then dropped into the glass of another beverage . The re
action causes the whole mug to become frosted in ice . Rumor 
has it that the drink is a concoction created by Faerie Folk that 
insti l ls  a longer buzz even in superhuman metabolisms, plus the 
drink tastes great and is extra-smooth, but costs 9 credits . Thi s  
makes the Burnout Bar a favorite of  Juicers, Crazies, Tattooed 
Men, and others with a high metabolism and constitution . 

i) Molly's.  A tavern and eatery, Molly ' s  special izes in hearty 
Southwestern-style breakfast foods l ike steak and eggs , scram
bled eggs with onion and jalapeno peppers, flapjacks, grits , 
country fried steak, beans ,  bean soup, and meat burritos .  I t  
opens at  nine o ' clock at  night and stays open until about ten 
o ' clock in the morning. Breakfasts range from 3 -8  credits for a 
hearty plate ful l .  Of course, being on Victory Row, a basic se
lection of alcohol i s  available .  Most patrons enjoy spiked coffee 
or heavy beer with their late-night or early morning breakfast. 

j) Bull 's-Eye Shots and Tonics. Playing to the extra-late
night crowd, this small bar features nightcap beverages as well  
as a variety of ton ics des igned to alleviate headaches or upset 
stomach, aid in sound sleeping, and even invigorate the l ibido in 
preparation for a stop off at Last Call next door. The retired 
mercenary and former (detoxed) Juicer Assassin, Ricky "the 
Bul l ' s- Eye" Martin, owns this bar and Last Cal l (# 1 9k, below), 
so he fInds it best to have his customers fee ling pretty good and 
ready to extend the ir n ight . 

k) Last Call .  This  is a bar and gentleman ' s  club owned by 
Ricky "the Bul l ' s-Eye" noted in "j" above . After making a few 



mil l ion credits in his three years as a Juicer Assassin, Ricky re
tired, detoxed, and bounced around to several cities across Lone 
Star and the New West. He finally settled on the flesh trade and 
settled in Arzno where he opened the Silver Star Gentleman 's 

Club in the mercenary section of town . The Last Call is his sec
ond and most successful enterpri se . He also owns the Morning 

Flower Motel near his  S i lver Star establ ishment, and is looking 
into buying the Ranchero Hotel (#20,  below) to expand the op
erations of the Last Cal l . 

The bar serves strong drinks and a modest short-order menu 
featuring a variety of hot and cold sandwiches, but the real draw 
is in the back where scantily clad female dancers put on shows 
for audiences of hooting and howl ing mercs . The real action 
takes place in private rooms, where the girls perform acts of  
vice to  rel ieve drunken m ercs of  their hard earned cash . Most 
dancers are human ,  but there are a pair of Psi-Stalkers , several 
exotic-looking D-Bees and the house favorite, a lady who cal l s  
herself Enigma. She is  a shape-shifter with the abi l ity to  alter 
her shape and size, skin color, hair color and length, and general 
facial features . She has quite a regular fol lowing, but doesn' t  do 
private sessions for less than 500 credits . More personal encoun
ters with any of the dancers cost extra, averaging around 1 00 
credits . 

20. The Ranchero Motel. This dive gets most of its business 
from mercenaries who flop there for the n ight, unable to make it 
home after spending a few hours on Victory Row . A lot of other 
guests use the motel for encounters with ladies of the evening . 
The front desk can arrange for male or female companionship 
via the service Elite Escorts for a 1 0% commission. The one

story, porch-style motel has 72 rooms between its two buildings , 
priced at 50 credits a night . 

2 1 .  The Canyon Apartments. This two-story, three building 
apartment complex is  home to many mercenaries who work 
free lance, as well as A.M .C. soldiers w ith families who don ' t  
want to  live in  the barracks and who can ' t  afford an  actual 
house. There are 250 units, mostly small and medium apart
ments with two bedrooms ,  a living room, smal l dining area, a 
small kitchen, and one bathroom . Rent averages 450 credits a 
month . It is well-maintained, but lacks many comforts such as 
air conditioning and hot water, but is always near total occu
pancy because of the good price . 

22. Mama's  Diner. Run by a large D-Bee woman known af
fectionately as Mama by her customers, this diner is the unoffi

cial members-only club of veteran troopers of the A. M.C . While 
young bucks go and get p lastered on Victory Row, more sea
soned veterans go and enj oy a quiet dinner and brew at this un
derstated, quiet restaurant. Mercs sit and play cards and 
dom inoes, smoke c igars, and laugh over old stories from lunch
time until several hours after midnight. I f  a green soldier shows 
up, he or she is  coldly stared out of  the room by the staff and the 
patrons alike . When it ' s  time for soldiers to be accepted into that 
particular fo ld, they are invited by one of the regulars . 

The large, blue-skinned trans-dimensional being known as 
"Mama" has been in Arzno for 20 years . She is a heavy-set 
D-Bee with average looks, but is  warm, friendly, and has an 
amazing memory. She always remembers every one of her regu
lars , even after years of absence, remembers everyone ' s  favorite 
drinks and meals, and knows just how they l ike it prepared. She 
has two daughters who help her around the d iner and in the 
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kitchen, plus a staff of 1 2 ,  humans and D-Bee misfits . Drinks 
are around 3 credits each, meals from 6- 1 2  credits a plate, and 
hand-rol led cigars are two credits apiece (quality tobacco pro
vided by the ever-popular Ray and Cyrus and their TW farming 
operation; #46 on the map) . 

23. Arzno Garage and Storage. This large, Mega-Damage 
concrete structure is a combination parking garage and self
storage fac il ity . It offers long-term parking, private garages 
and/or storage space for the bargain price of 55 credits per 
month, paid in advance, with hefty penalties for not c laiming 
one ' s  belongings at the end of the rental period. Each unit is to
tally separate from the others , with its own pull-down garage 
door . Renters are free to put their own locks on the doors or pur
chase them from the faci l ity . Security monitors the more than 
250 units, and guards patrol the bui lding 24 hours a day . How
ever, the owner is  not responsible for theft or loss of property . 
Each unit i s  approximately 1 5x20 feet (4 .6 m x 6 . 1 m),  and 1 2  
feet (3 .7 m )  high . While designed to fit vehicles ,  anything may 
be stored in any of the units, w ithout restriction. Insurance is  
separate and made with an outs ide insurance agency referred to 
by the storage faci l ity . Failure to pay rent for one month means 
the forfeiture of property . 

Residences of Note 
Along the river near the A .W.M . campus and the Hall of 

Government are the homes of the many movers and shakers 
who res ide in Arzno, particularly prominent merchants , practi 

tioners of magic, and successful mercs and adventurers . Below 
are detail s  on some of the most notable of these residents . 

24. Machiavelli Residence. Once one of the finest homes in 
Arzno, this three-story mansion has fallen into a serious state of 
disrepair. I ts  owner, Eman Machiavell i ,  i s  a powerful independ-



ent Techno-Wizard as were his father and grandfather. He once 
rivaled the influence of Lanis within the TW community and 
had a reputation for innovation beyond any other in the New 
West. However, with Lanis '  political success adding to his noto
riety as a wizard and businessman ,  Eman seemingly gave up and 
went into seclusion. He c losed his home to visitors and boarded 
up the doors and w indows of his TW shop in the marketplace 
(Machiavel l i ' s  Marvels ,  #62 on the map), but refuses to sell it. 
After a year he apparently left the mansion altogether in favor of 
the servants ' quarters behind the house . He leaves only once or 
twice a year to briefly reopen his store to sell amazing inven
tions beyond the dreams of any wizard, only to shutter the doors 
a few days later and s link back into seclusion. 

Despite spending three years as a hermit, Eman has not been 
idle. Strange lights and noises come from his shack at all hours 
of the day and night. The locals whisper that he has gone insane 
and have labeled h im "Mad Machiavel l i ,"  and give his home a 
wide berth . Adventure Hook: A local parent is overheard talk
ing about her child and recent misch ief that he has caused. It 
seems that, on a dare, the child scaled the fence to the 
Machiavel l i  grounds and peeked inside the servants ' quarters . 
He saw no s ign of the mad Techno-Wizard, but saw a workroom 
strewn with equipment and a large iron tank or coffin s itting in 
the m iddle of the room with vast amounts of equipment hooked 
up to it. The child saw it begin to open, and ran away for fear of  
what might come out. What is thi s  strange machine? What does 
it do? I s  it to blame for Eman ' s  sudden and inexplicable change 
in behavior? 

25. Azelfudd Residence. Ficklerum Azelfudd is a short, 
boisterous D-Bee and Ley Line Walker who is said to have l ived 
on Earth s ince before the founding of Arzno. Ficklerum is a 
very unique D-Bee known as a Raddel, notable for their general 
good nature, short and round stature, colorful crests on their 
bald heads, and the fact that they are positively irresistible to the 
opposite sex. It seems that the Raddel excrete a pheromone that 
acts as a powerful aphrodisiac and affects about 65% of human
oid species and a number of lower l ife forms .  There were only a 
dozen or so Radde l on Earth 1 00 years ago, and s ince interspe
cies unions do not result in offspring, their numbers may be half 
that today. Heck, Azelfudd may be the last of his kind. 

Aze lfudd l ives in this large, but modest home with his three 
human wives (all young and beautiful, ages 1 9, 25 ,  and 3 1  with 
P .B .  attributes of 2 3 ,  1 9, and 24, respectively). He has dabbled 
in a variety of businesses, but is  most seen about town relaxing, 
gambl ing and enjoying good dining and entertainment. Nobody 
knows where he made his fortune (it is  rumored he ' s  worth mil
l ions) or why he has chosen to settle in Arzno - in the middle of 
nowhere. Could he be a wanted man in the east? Speculation 
runs wild. 

26. Colby Residence. Michael Colby is an elderly statesman 
and community father-figure who is in h is  last days. For all of 
his 96 years , he has l ived in Arzno, where he has owned and op
erated the Colby Savings and Loan and served five terms on the 
Council of Elders before stepping down a decade ago. His  

health is fai l ing h im and he is  being cared for by his grandson , 
Steven Colby, who stands to inherit the family business and the 
fortune associated with it. Steven is a relative newcomer in 
Arzno who has yet to earn the people ' s  trust and respect. 
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27. Ramirez Residence. This home is almost always empty, 
but is owned by K.D.  Ramirez, the wealthy cattle baron. He uses 
the house when business or pleasure brings him from h is ranch 
to the city . Ramirez always makes a b ig show when he ' s  in 
town . If he plans to stay longer than a few days,  he almost al
ways throws a big party for the city' s e l ite .  The round section of 
the house is a large ballroom, the grandest in the territory . 

28. Nemesio Family Grounds. This isn ' t  the largest house in 
Arzno, but it' s close. Within tall security gates l ies the home of 
the True Atlantean, Lanis Nemesio, the founder, owner, and 
president of Arzno Weapons Manufacturing. Lanis is also cur
rent ly the Chief Elder on the Counci l ,  and Prince among True 
Atlanteans .  All of this makes him the most powerful man in the 
city .  

The three-story mansion i s  accompanied by two other large 
homes on the grounds .  Each houses members of Lanis '  ex
tended family; one for his younger brother (Archimedes, a 6th 
leve l Techno-Wizard) and his family, and the other for two of 
his late wife ' s  cous ins (Astella and Borista Piscentenes, both 7th 
leve l Ley L ine Walkers) and their famil ies .  Aste lla is betrothed 
to the son of one of the princes in the Bagh-Dach clan on an
other world, but Borista is unattached and widely considered to 
be the top prize for any of the el ite bachelors of the c ity ,  though 
none have had any luck . The warm, but shy Borista is regularly 
found dining and socializing with the e l ite of Arzno wearing 
stunning gowns modeled after those portrayed in classic 
pre-Rifts Western films and l iterature. 

29. Helding Residence. An 80 foot (24.4 m) tal l tower ex
tends skyward from this large home, al l  of which is made en
tire ly of stone. Cerona Helding is a l ifelong student with a 
bri l l iant mind and knack for picking up any subj ect she chooses 
to study . The wild-eyed enchantress has achieved some level of 
mastery in dozens of subj ects , inc luding no less than six differ
ent mystic arts , though she is far from an expert in any of them . 
Cerona is a 5th level Ley Line Walker/Wizard, 3 rd leve l 
Diabolist, 2rd leve l Stone Master, first level Shifter/Summoner, 
and has learned three low-level Blue Flame incantations and 
four low-level Temporal Magic spel l s .  She can also read runes 
and wards , and knows all of the s imple magic circles .  She is dy
ing to learn some Cloud Magic but has been denied by the 
Lyn-Srial due to her less-than-dedicated outlook toward any 
particular mystic art. Her thirst for knowledge is insatiable and 
she can't  res ist taking up the study of some new obscure spell or 
disc ipline if the opportunity presents itself. The Techno-Wizards 
at A . W.M. sometimes contract Cerona for the use of her spe l l  
knowledge in  creating exotic TW devices.  Adventure Note: 

Cerona represents the widest array of magical knowledge in 
Arzno, but not the greatest depth or experience . She is protec
tive of her mystical secrets but can easily be convinced to teach 
a spell or two, or provide some other service in exchange for a 
magic item , unique spell or interesting story or bit of informa
tion . She also has a sizeable col lection of magic items, but 
mostly TW items .  Many bel ieve Cerona is secretly a dragon in 
human gu ise .  

30. Hazel Mansion. The bewitching and beautiful sorceress, 
Hazel, hasn ' t  been to her home in more than three years . She 
and her entourage are away touring the British Isles. S ix months 
ago, her two grown sons m oved back to Arzno after living in the 
Magic Zone for the last s ix years . Born in Arzno, Magnol and 
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Hamame couldn ' t  stand the boredom of New West l ife and went 
in search of their fortunes while in their teens .  They apparently 
found it. The two are incorrigible bachelors and hedonists. They 
throw wild, drunken raves in the ir mother' s  stately manor day 
and night, and have al l  but brought the house down on itself. 
The parties are by invitation only, but i t 's  not too hard to buy 
your way in for a few thousand credits . A pair of Titan Juicers 
watch the door and take care of any uninvited guests . What the 
two brothers did while out in the world, or how they have the 
cash to support the ir wild l ifestyle,  nobody seems to know, but 
plenty of people are suspic ious and starting to nose around. The 
c .P . s  have noted a rise in drug activity in recent months, and 
suspect the two wild-men . It' s only a matter of time before the 
authorities raid the place . 

Adventure Note 1 :  Magnol and Hamame are just barely a 
step ahead of a Dead or A live contract placed on their heads by 
the B lack Market in MercTown ( 1 00,000 credits each) .  The only 
thing saving them thus far is that they were using assumed 
names while in the Magic Zone, going by Norman and Alex 
Woellenburg. They got heavi ly involved in setting up and fi
nancing underground drug rings, and weren 't  fond of paying the 
Black Market their protection money .  The pair hit it big in 
MercTown for a while before the heat got too bad and they had 
to go on the run . 

While in Arzno they are (foolishly) sti l l  in business. The two 
have set up a shop that se l l s  designer drugs at their private par
ties for big-time money. The entire second floor of the mansion 
has been converted into a maj or drug lab capable of making vir
tual ly any narcotic known to man, plus most Juicer-Wannabe 
drugs and a dozen varieties of hard l iquor. The two are unbe
lievably careless, and even with their real names being c lean so 
far, it won ' t  take long for anyone investigating them to figure 
out who they are . It ' s just a matter of whether the B lack Market , 
a hit man, or the C ivi l ian Patrol lers get to them first. It ' s  also 
possible that the A .M.C .  could get wise to them, as their h ired 
bodyguards and doormen aren ' t  registered with the Mercenary 
Subcontractor' s  Office. 

Adventure Note 2 :  If, somehow, the two brothers manage to 
evade their enemies,  they would not be able to escape their 
mother ' s  wrath should she return home to find them . It would be 
all the worse for the pair s ince, unknown to them and everyone 
else, she is returning from her lengthy honeymoon with her new 
husband, whom she met abroad. The happy couple,  both power
ful practitioners of magic ,  wi l l  be outraged to find the place 
trashed and a drug den set up in their mansion. 

3 1 .  Ikereth Tower. This re latively small home is attached to 
the tallest tower in Arzno, a needle-thin construction of brick 
standing 300 feet (9 1 .4 m) high. Kanirr of Ikereth is a D ' norr 
Devi lman and one of the few refugees from Tolkeen to manage 
to find his way to Arzno a few years before the kingdom fel l .  
Kanirr is a quiet and reserved 1 2th level Air Warlock and has 
kept mostly to himself since he came to Arzno. He spends most 
of his time sitting atop his tower, communing with the air 
around him and mourning the fal l  of Tolkeen and the loss of so 

many lives . Adven ture Note: Some of the paranoids fear he 
may be a fugitive wanted by the CS and that he will bring trou
ble to the c ity. With the recent appearance of other refugees by 
the thousands, Kanirr has become more socially active, speaking 
on their behalf and trying to find them some work. Though 
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Kanirr doesn't  realize it, this has caused a stir among the human 
supremacists and paranoids of the city .  Enough of a stir that one 
of them has uncovered that Kanirr is, indeed, on the Coalition' s 
"Wanted" l ist of Tolkeen fugitives .  Kanirr had no idea. He is a 
peace-loving person who was never involved in politics or the 
war, but his being a D-Bee, and past association with other, 
more notorious freethinkers and practitioners of magic has got
ten h im named to the l ist nonetheless .  Could this  lead to trouble 
with the CS ,  with the paranoid activists in the city, or with a 
bounty hunter? 

32. Narnelis. When S insonue Wisp first became Chief Elder, 
he bought several lots of land across the river from the Arzno 
Hall of Government and built this  lavish mansion. He named it 
for his ancestral home in another dimension and has it decorated 
in valuable s i lk wall hangings, huge mosaics on the floor, and 
gold finish everywhere . The house stands three stories tall and i s  
very open, with few wal ls o f  stone, mostly just thick drapes that 
can be pulled shut over doors, windows, and to d ivide up rooms .  
It is lavish and comfortable, fit  for a king. Even though he  lost 
his Chief E lder seat to Lanis in the last e lection, Narnel is is  al
most always the first stop for important visitors when they come 
to Arzno, as S insonue is a marvelous host and a loyal friend to 
most of the wealthy and powerful in Arzno and many notable 
communities in the New West, inc luding New Durango, the 
Clarkdale Confederacy, and Colorado Baronies.  

A.W.M. Compound 
The gated compound o f  Arzno Weapons Manufacturing con

tains all of the company ' s  business and manufacturing opera
tions .  Built atop one of the two ley l ine nexuses within the city 
of Arzno, it accounts for two thirds of Arzno' s  commercial and 
industrial economy and employs thousands of laborers, sales 
representatives, technicians and practitioners of magic. A.  W.M.  
produces common TW devices to powerful mi l itary vehicles, as  
well  as  some conventional weapons and combat gear. The com
pany strives to help the common c itizen by providing goods and 
services to improve the quality of life without damaging sales .  

33. A.W.M. Business Office. The business of A.W.M. is 
conducted from this four-story M .D.C .  office bu ilding. The first 
floor is principally a showroom for equipment, weaponry, and 
even an occasional vehicle .  The other levels are all  offices 
where the business minds investigate new product poss ibi l ities ,  
assemble focus groups, hold board meetings, track profits and 
expenses, and deal with human resource issues.  The feel and 
makeup of this business center is much l ike that of any other do
mestic manufacturer in the time of Rifts, or that of a Golden 
Age corporation . Having an extensive network of associates ,  
friends, and fami ly across the Megaverse is a very handy asset 
for any entrepreneur, and many of those in top positions in the 
company are from other worlds. There are a dozen or so True 
Atlanteans at or near the top of the ladder, plus several humans 
from other worlds , as well as other species from Rifts Earth and 
beyond. 

As with the rest of the compound, al l of the systems in the 
building, from l ights to the glass elevators, are all powered by 
Techno-Wizardry. The few acres of land that the A.W.M. occu
pies are as advanced as what you would find in Lazlo, or for
merly Tolkeen. 



34. Dormitories. Several hundred A.W.M. employees l ive 
on the compound in corporate dormitories or small homes . The 
space is modest but comfortab le, and very affordable . The 
dorms are also used by students who come to A .W.M. to learn 
the principles of Techno-Wizardry . 

35. Research Center. Called "The Brain Building" by em
ployees, this  structure functions as the primary office and des ign 
studio for Techno-Wizard research and development teams . It i s  
the central cog in a smal l  campus of offices, garages,  diagnostic 
centers, classrooms,  and l ibraries. The Research Center is where 
ideas are first born and teams  of Techno-Wizards, Operators , 
scientists, artists , and others develop ideas for new TW devices , 
ways to improve exist ing model s ,  and theorize on new design 
and construction methods . Once the idea is deve loped and a ba
sic plan approved, the team splits up to work on various aspects 
in other buildings . Research specialists pore over ancient and 
modem tomes of technological and arcane knowledge, mechan
ics develop approaches to design problems, and Techno-Wiz
ards draw up and test mystical and high-tech schematics and 
prototypes for TW systems . Adventure Note: Of all of the 
bui ldings in Arzno , it is  the Research Center that contains the 
most magic treasure . In the right hands, the notes, sketches , 
models, and prototypes laying around ins ide this bui lding are 
potentially worth b i l lions of credits . Yet security seems surpris
ingly l ight. There are four guards who patrol the grounds around 
the c lock, and only two additional guards posted inside the main 
entrance of the "Brain Bui lding." Everyone assumes that a host 
of magical and/or automated defenses are in place inside, but it 
would take a bold and daring thief to break in and find out for 
sure . So far, there have been no takers . 

36. Ground Vehicle Assembly Building. This building is 
where the bodies of A .W.M. ' s  ground vehicles are constructed . 
Aircraft are built in a separate assembly faci l ity (see #3 9). Only 
the mechanical she l l s  of vehicles are bui lt within . Everything is 
constructed on an assembly line, and the faci l ity can be set up to 
bui ld four smal l vehicles or two large vehicles at a time, or a 
combination of the two. 

There are no modem robotics, automation, or other such de
vices used to build vehicles ,  so it all must be done by hand . 
Each crew of eight workers can usually build the outer shell of 
one large vehicle, l ike a Sand Ranger Combat Truck or a Sand
storm Hover Craft, or two smaller, s impler vehicles l ike a Cliff 
Rider ATV or a Rover Dune Buggy, in one, eight hour shift . 
The vehicles are then taken to the pyramid complex for 
Techno-Wizards to instal l and enchant the engines, e lectrical 
systems, weapons, etc . 

37. Pyramid. This 200 foot (6 1 .0 m) tal l  pyramid is used for 
a variety of purposes, channeling P .P .E . for the creation of TW 
devices, powering TW creations, keeping stabil ity over the ley 
lines, and other uses in the creation of TW items . The pyramid 
structure itself is  a viable workplace with space for workshops , 
labs and production of TW vehicles, generators, weapons, ar
mor, and gear. Every mass-produced product made by A.W.M.  
is enchanted somewhere inside the pyramid. 

38. Pyramid Annex. Attached to the pyramid is a large com
plex of bui ldings and towers . The bui ldings include one-story 
office faci l ities, a huge, four-story experimental laboratory and 
engineering compound, production faci lity, storage and a nine
story tower housing classrooms and lecture halls . Most of the 
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space is used for the production, advancement, and development 
of new and experimental Techno-Wizard creations . Most of the 
office space is used by A .W.M. exploratory teams . These men 
and women are responsible for securing new resources for the 
company, including but not l imited to precious metals, gems and 
prec ious stones, Mega-Damage building materials, new or sal
vaged weapon and equipment casings, etc . Exploratory opera
tions also send teams out across North America in search of 
competition , bringing back samples of other devices to be stud
ied and possibly copied. 

The majority of the square footage of the annex is immedi
ate ly adjacent to the pyramid and draws on its P .P .E . reserves to 
provide Techno-Wizards P .P .E. for use in advanced and experi
mental devices . While the pyramid itself is  used in the final 
steps of construction and enchanting of devices put out on the 
mass market, this complex is used in building more unique and 
specialized items . While one would go to the pyramid to see the 
final mystic and technical touches being put on a suit of Exter
minator armor or a Wing Board, one would go to the annex and 
see the custom-instal l ing of magical features into armor or vehi
cles ,  the final touches being put on a special-order Imitator ar
mored suit, or to witness the installation of advanced equipment 
such as TW bionics . 

The nine-story tower houses faci l ities used to train and edu
cate A.W.M. employees . It is here Techno-Wizards are taught 
bas ic  through advanced incantations, and apprentices are trained 
in the bas ic TW arts . The tower also offers classes to Arzno citi
zens on monster lore, combating vampires , advanced farming 
techniques, bas ic mechan ics and electronics, computer opera
tion, radio bas ics, first aid, l iteracy, and any other number of 



courses with practical appl ications to everyday l ife .  This is done 
to help the citizens survive and prosper in the harsh world of 
Rifts Earth, and to foster good re lationsh ips between the people 
and the company. 

39. Air Vehicle Assemb ly Building. This is the newest 
bu i ld ing in the A.W.M. compound and i s  basically the same as 
#3 6 above with the exception that various fixed- and rotary
winged aircraft are both assembled and enchanted with in . The 
outer shell of one aircraft can be built at a time, regardless of 
size, and takes a crew of 1 6  workers four 8-hour shifts to assem
ble the aircraft, plus the time it takes the Techno-Wizards to 
equip and enchant it. Once completed, the wings and/or rotors 
are removed so that it can be shipped via truck to the airfield, 
where it is reassembled and tested .  

Arzno Town Center 
The heart of the C ity of Arzno' s  political and economic l ife 

is centered around the Hall of Government and the A.W.M.  
compound. A multitude of shops are bu i lt in their vicinity and 
citizens not involved in the mercenary trade can fmd everything 
they need in the merchant district. 

40. Riverside Hotel. A hotel owned by statesman and local 
Elven celebrity , Sinsonue Wisp. It provides upscale accommoda

tions and dining, and the restaurant is popular among many el ite 
wizards who live in the area. Rooms on the west s ide of either 
of the two buildings overlooking the river cost 1 90-400 credits 
per night, while rooms on the east side are less swanky and less 
expensive, averaging around 1 50 credits per night. The restau
rant features one of the best gri l l  menus in the region, as well  as 
an extens ive beverage selection. Dinner runs about 80 credits 
per plate, and drinks are 1 0  credits each. 

41 . Arzno Hospital. This faci l ity is the most advanced in a 
thousand m iles ( 1 600 km), with the possible exception of the 
Lyn-Srial healers in Tryth-Sal ,  1 00 miles ( 1 60 km) away. The 
huge building has over 200 beds , emergency care faci l ities, an 
ICU, plus faci l it ies for surgery and advanced diagnostics .  Up to 
200 patients can be housed comfortably, twice that in an emer
gency and three times as many could be treated and discharged . 
The parking garage attached to the hospital is designed to act as 
an emergency shelter and cris is center in the event of a major 
catastrophe . Cyber-Docs at the hospital can instal l ,  remove, or 
repair pretty much any cybernetic or bionic systems with the ex
ception of TW bionics, which are done at A.  W.M. and by a pri
vate practitioner in Arzno ' s  residential section . Six ambulances 
(all hover vehicles) service the c ity, plus helicopters can airl ift 
the sick and injured from the surrounding territory to a landing 
pad on the roof. 

Patients at the hospital are treated by a variety of methods, 
from holistic healing to modem medicine to psionic and magical 
heal ing abi l ities. The doctors can provide care at a level compa
rable to those of the 22nd century. If the professionals at the 
hosp ital can ' t  help a patient, there is  not l ikely to be anyone else 
who can .  

42. Lyn-SriaJ Em bassy. A contingent of  half a dozen 
Lyn-Srial and a few other c itizens of Tryth-Sal reside in a build
ing near the Arzno Hall of Government. These ambassadors 
deal with the Arzno Counci l  of Elders in matters of trade, de-
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fense, politics and social exchange. The noble Sky Knights are 
good friends to the people of Arzno and do their best to help 
when asked . Astute diplomats, the Lyn-Srial also know to stay 
out of local affairs when their opinion is not sought. 

The building itself is  unusual, built for the ambassadors by 
the city nearly 20 years ago .  It resembles a bi llowy cloud sitting 
on the ground, and is  so polished and gleaming white that in the 
midday sun onlookers have to shade their eyes . The interior i s  
decorated in the Asian-l ike  style to  which the Sky Knights are 
so accustomed and there are numerous openings through which 
the winged champions can come and go without landing on the 
ground leve l .  

43.  Arzno Hall o f  Government. This bui lding houses the 
entirety of the Arzno government, including the Counc il of EI
ders , c ity administrators, the court, and the main precinct of the 
Civil ian Patrol lers . It also houses the small jai l  where those 
awaiting trial or serving a short sentence are held. This large, 
state ly building is reminiscent of the courthouses of the Old 
West, complete with central c lock tower and a large staircase in 
the front of the bui lding. 

Walking into the Hall through the front door at the top of the 
stairs, one enters the large central corridor. It has high cei l ings 
and hardwood floors . Straight through another set of doors is the 
Council Room, where the Elders hold meetings and govern. The 
round chamber holds nearly 1 00 seats for meeting attendees , 

and a long table where the Elders s it, facing the audience . Be
yond the chamber are offices for the Elders and the modest ad
ministrative staff who ass ist them . 

A right tum after entering the main doors leads to the north 
wing, the c ity ' s  courtroom where trials are held.  Elders rotate 
the respons ibility of serving as judges between them, each pre
siding for a week at a time to hear cases .  Other space in the 
w ing hosts judicial chambers, a few offices, and a small ,  com
fortable holding cell for the hous ing of the accused during trial 
recesses. The two floors above house files and records, plus the 
offices of c ity officers responsible for water and power, tax col
lecting, and other public works . 

The south wing is the main precinct (Precinct 1 )  of the Civil
ian Patrol lers and the c ity lockup . The l ieutenant keeps his of
fices there where he sets policy for the rest of the force .  A 
contingent of C .P . s  keep watch over the 3 5  cel ls  on the third 
floor of the wing. 

44. Old Red Boa rding House. This small inn is run by a 
young coup le originally from the Colorado Barony of Hope. Pat 
and Linda Abbott enthusiastical ly maintain and operate this  
1 6-bedroom hotel known for its mediocre lodg ings, but excel
lent service . When they acquired it ,  it was l ittle more than a 
flophouse that had been condemned by the city .  L inda spends 
most of her days washing l inens, c leaning and m inding the desk. 
Pat spends his time as the handy-man,  painting, repairing and 
making sure everything is operational . The two have sunk all of 
their savings into the business, but are starting to tum a modest 
profit. Soon they hope to be able to h ire an additional worker or 
two and dedicate themse lves to making additional improve
ments and running a successful business. 

45. Techno-Wizard Market. The TW Market provides ev
ery imaginable service, part, component and product related to 
Techno-Wizardry - well ,  almost. Dozens of merchants operate 
small booths covering two acres of land in this flea-market style 



shopping area. The market grounds and the booths are owned by 
the city, but leased by the individual retai lers . There are pros
pectors who buy and sel l  precious metals and gems, subcontrac
tors who can repair, build pieces of TW equipment or draw up 
schematics, dealers in recycled Mega-Damage materials and 
plastics, independent Techno-Wizards sel l ing handcrafted TW 
items, stal ls  sell ing used or new TW weapons, merchants wi l l 
ing and able to recharge TW items with P .P .E .  (for those who 
can ' t  do so for themselves), merchants buying used TW equip
ment, others refurbishing (like new) old TW equipment, magic 
appraisers (TW and magic items), employment agencies for 
Techno-Wizards and other mystic professions, and booth after 
booth sel l ing TW weapons, armor and devices . Competition i s  
extremely h igh, so  prices are always fair and often 1 0-20% be
low market value; bargaining, haggl ing, and price shopping are 
the norm . The City of Arzno charges 2,000 credits per month for 
the use of a booth, or 20,000 credits for a year lease . 

Civi l ian Patrol lers are always roam ing the crowds to keep the 
peace and settle disputes where they can . Likewise, merchants 
are always on the lookout for goods stolen from the A.W.M.  or 
hijacked from a convoy on the Great Trade Road, and report 
their suspicions to the police to nab the thief. They may be in 
competition with the A.W.M. ,  but they know that the company 
is important to Arzno' s  economy and the prosperity of their 
community .  

46.  Ray and Cyrus '  Exotic Produce. Two local Techno
Wizards , Ray and Cyrus Terrel l ,  have entered an unusual busi
ness and opened an expansive fruit farm to the north of the city . 
They are so successful that the town in the hil ls bears their fam
i ly name and employs most of the townsfolk. Adjacent to the 
TW Market they have opened a produce market to sel l  their 
fruits and crops, and products made from their crops Gel ly ,  
jams,  ju ices , oils ,  etc . ) .  Using advanced TW techniques to  create 
the perfect environmental conditions for each type of fruit or 
crop, they are able to grow fruit and crops that normally can ' t  
grow in  Arizona or even on the North American continent, l ike  
coconuts and pineapples .  

Ray or Cyrus can usually be found at the market with a small 
army of workers loading, unloading, and sel l ing the delicious 
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fruits, vegetables, grain and products at reasonable prices. The 
two brothers live with their families in a large farmhouse on 
their extens ive plantation. 

47. Big Tim e Pawn Shop. A large, sprawl ing, but run-down 
pawn shop that deals in everything. Half of its products are 
crummy, used, run-down pieces of someone else ' s  past at dis
count prices (50-60% off the market price for new). It ' s  a popu
lar place for adventurers to dump off second-rate booty, battered 
armor, spare parts, ammo c l ips,  E-Cl ips, junker vehicles (in the 
back), and items they can ' t  identify or sel l  anywhere else, for a 
few credits (and we mean a few; 1 -4 credits) . Sloth, the owner, 
also buys o ld  stereo equipment, saddles, riding gear, wi lderness 
supplies, leather goods, c lothing, used bionics, false teeth, or 
whatever anyone wants to sel l  or pawn off for about 5 - 1 0% of 
its actual value. The store looks l ike a scrap heap more than any
thing else. If a particular item is exceptionally nice or can be 
fixed with l ittle effort, he puts it in a case in the front of the 
store where he sel ls  h is  "premium" items .  If it ' s  no good, or he 
doesn 't  think he will be able to se l l  it himself, the s lob sel ls it as 
scrap to a local Techno-Wizard. 

Known only by h i s  nickname, S loth, the owner of the Big 
Time Pawn Shop is a lazy, good-for-nothing Larmac who has 
been around the c ity for as long as anyone can remember (at 
least 50 years) .  He won the place in a high-stakes poker game 
and has lived there ever since. For all  h is laziness ,  S loth actually 
has a decent business .  While he doesn' t  sell much in the way of 
the normal merchandise, his de-facto scrap business turns a tidy 
profit. He pays about half a credit per M.D .C .  point of busted ar
mor, weapons, etc . That ' s  pretty low, even for scrap metal , but 
most places won 't  do business for less than thousands of pounds 
of scrap . S loth, on the other hand, wil l  buy it by the ounce if 
that ' s  what is offered him . He can then tum around and sell it 
for 2-5 times what he paid for it to A .  W.M . ,  independent Opera
tors , and mercs or adventurers looking for spare parts and mate
rials on a low budget. And sometimes he stumbles across some 
valuable items. He sells about 25 ,000 credits worth of goods per 
month; not bad for barely l ifting a finger. 

While Sloth ' s  operation functions more as a scrap yard, it is a 
pawn shop. He pays only 1 0% of real value for working goods , 
and only holds them for two weeks before they must be bought 
back or he places them up for sale. He also buys and sells good , 
working weapons, armor and adventuring gear at discount prices 
(pays 1 0-20% of market value) . S loth never asks questions , 
doesn 't  remember a face, and his bookkeeping is non-existent, 
so this is a great place for two-bit thieves and bandits down on 

their luck to sel l  their i l l-gotten gains without fear of being 
found out or identified. ("Um, let me see officer. This  was sold 
to me by, um, some guy. Kinda short an ' oldish, no . . .  tall an ' 
young. Yep a tall ,  young dude, nothin ' special about him . Or 
was it that lady? Nope, it was that guy, you know the one I just 
to l '  ya about. The tall, heavy set Injun. Or was it a kid?") 

48. City Bank of Arzno. Arzno enjoys the presence of sev
eral smal l ,  independent banks within the c ity . The City Bank of 
Arzno is one of the most successful, but requires an average 
monthly balance of 1 0,000 credits in order to keep an account 
open. Because of this, it is  only available to the highly success 
ful mercs and businesses in town, but offers the best interest re
turn on the ir cl ients ' money, and gives them the best rates on 
high-dollar loans.  The bui lding is  very secure, protected by a 



Techno-Wizard security system des igned by Lanis Nemesio 
himself. 

The Mere Market 
The Merc Market, sometimes called "Little MercTown," is 

located in the middle of town and is a defining point for the city . 
On its gravel roads (closed to vehicles during the day), a soldier 
can find anything he or she might need to ply their trade. Each 
store is privately owned and well kept. The market is intention
ally designed such that there is only one path through its inte
rior, so that foot traffic is maximized. The reasoning is that if  
prospective customers must walk by your establ ishment, you 
have more opportunity to make a sale to them. This also makes 
the properties at one end or another very valuable ,  since they are 
more accessible. Most shops open early in the morning, and 
close sometime after sundown, though many of the bigger oper
ations stay open late. 

49. Double Deal Saloon . A burly, ex-Headhunter named 
Brock Toronto runs this bar near the Merc Market. He caters to 
the many dealers and businessmen who set up shop in the mar
ket, as most don 't  want to frequent the overcrowded and pricey 
bars on Victory Row or other mercenary hangouts . Drinks are 
cheap ( 1 -2 credits for beer, 2-3 credits for l iquor) and you won ' t  
find any food on  the menu . It ' s just a good p lace to  s it and relax 
after a hard day ' s  work. 

The saloon is also a hangout for B lack Marketeers looking to 
do business . Brock isn 't actually " in" the organ ization, but had 
his bar muscled out from under him by two of his employees .  
One is  a Black Market Liaison named Mia McCoulsky and the 
other a Merc Ops representative named Sam Thurgood. Mia 
works as a barmaid while Sam is a waiter, and both pretend to 
just be go-betweens with a higher authority, though they each 
have a free hand to make whatever contacts or deals they want 
in the name of the Black Market. They both answer to the local 
Black Market bigwig, Amon Worcester (see #50 for details on 
Amon and his B lack Market operations) .  

50. Bandito Arms Shop. This massive showroom is one of 
the biggest and best arms dealer faci l ities in the New West. All  
weapons and equipment are brand new from the factory. The 
dealer ' s  close prox imity to the secret Area 5 1  headquarters of 
Bandito Arms means the shop is always ful ly stocked. The 
dealer also gets in the newest Bandito Arms merchandise sooner 
than anyone else. 

The proprietor of the shop is an 8th level Black Market Arms 
Dealer named Amon Worcester. Amon dresses l ike a dandy and 
has a s ilver tongue, but his smooth and unruffled demeanor 
masks a cold and ruthless core. He is  the top B lack Market agent 
with in 500 miles (800 km) of Arzno and runs a number of other 
businesses, including a hotel ,  two bars, two pawn shops, and a 
restaurant that fronts for a Body-Chop-Shop. He also engages in 
unl icensed bounty work (through a representative at the Double 
Deal Saloon, #49 on the map) and racketeering. 

The Bandito Arms dealer strictly carries Bandito Arms prod
ucts , including common knock-offs of other domestic brands ,  
including o l d  (pre- l 05 P .A.)  CS weapons, armor and gear.  The 
shop can also perform l icensed, legal, Juicer (Standard, 
Hyperion, Phaeton, and Titan varieties) and Crazy (Standard, 
plus the Wired Gunsl inger) conversions at the best prices in the 
territory . 57 

51 . Money Changing Office. Owned by the Colby Savings 
and Loan (located in the residential section of the city), this of
fice changes virtually any currency common to North America. 
They deal in the credit systems of the B lack Market, Northern 
Gun-Manistique Imperium (NGMI), Lazlo, Universal Credits , 
and gold. The office wi l l  also appraise precious metals and 
gems, with an offer to buy within 24 hours for those looking to 
trade hard currency for credits . As a fairly unique side of the 
business, the Sav ings and Loan also sells s imple gold and si lver 
coins ,  both at the Money Changing Office and at their main 
branch. Each is engraved with "Colby" on one side and the 
weight in ounces and the purity on the other. Colby takes a com
miss ion of 2% on al l  deals involving the buying and sel ling of 
any form of hard currency, and 0 . 5% for most of the debit sys
tems .  

52. Exotic Arms. A dimension-hopping trader set up shop a 
year ago dealing exclusively in rare and foreign weapons . 
Hameel Luca is supposedly a human from another dimension or 
time ; how or why he ended up in Arzno is a mystery to every
one . What is known is that he offers exotic weapons he claims 
come from other parts of the world, including Eco-Wizard 
weapons from Dinosaur Swamp, Mi l lennium Tree wands, staves 
and leaf armor from England, Xiticix guns and weapons, a se
lection of Kittani weapons, Horune Pirate weapons, Triax guns 
and ammo (but no armor or vehicles), and a selection of magic 
items he claims come from India, Russia, and even China and 
Japan. Notably absent, however, are Naruni and Splugorth prod
ucts , and he never deals in B io-Wizard weapons, although he 
wil l  sel l  the occasional rune weapon. The only constants among 
the d iverse inventory are that they are all unusual weapons from 
other lands and are very expensive (at least three times the l isted 
book price, in credits). His  stock is always changing, but his 



store is constantly full  of new merchandise .  Nobody can seem to 
figure out where it all comes from, and Hamee l  certainly isn ' t  
tell ing. Given h i s  access to  advanced technology and strange 
magic items,  nobody has ever dared try and shoplift or break 
into his store. Many people find something sinister about 
Hameel ' s  calm demeanor and supreme confidence. He is clearly 
an educated man with an aristocratic bearing and a condescend
ing attitude toward most people in Arzno, particularly adventur
ers, mercs and cowboys, but people put up with it and keep 
coming to buy. He is also a supremely greedy guy and clearly a 

man of many secrets . He never offers discounts for any reason 
and is indifferent to hard luck stories . 

53. Arzno Arms and Armor. An eclectic shop fi lled with 
weapons, armor, and equipment common to the New West. 
Prices are good and selection broad, but not especial ly deep . 
The place carries most common Northern Gun, Wi lk ' s ,  and gen
eral Black Market weapons and armor, both new and used. B i l l  
Musser, the owner, manages to  compete with a l l  of the "name 
brand" shops in the market by offering m ost new items at 1 0% 
off the book price, and used items at a 25% discount, but with 
an "all sales are final" pol icy. The fee l  of the p lace is a lot l ike a 
small-town auto dealersh ip, with lots of smiles,  laughs, and 
handshakes up unti l  the deal is signed, and then not a second 
glance afterward. 

54. Trader John's  Barga in Wilk 's  Shop. To begin, John is
n ' t  so  much a "trader" as he is a "hustler. " His merchandise isn ' t  
so much a "bargain" as  i t  is a "steal," and i t  i sn ' t  a "shop" he  
works out of, it ' s  more l ike the trunk of his  car. Other than that, 
John is total ly on the up and up. Yeah, right. 

Nobody seems to know who Trader John real ly is, but there 
is l ittle doubt that he ' s  a smuggler, h ighwayman, or a thief. At 
irregular periods he shows up in the Arzno Merc Market with 
some cart, van, tent, or even just a duffle bag ful l  of brand-new, 
top-of-the- l ine Wilk's equipment and weapons .  He starts his 
street cries of "Come one ! Come all ! "  and then sells h is  wares 
as fast as is humanly possible before taking off again. John sel ls 
items for whatever someone is wi l l ing to pay, prompting sponta
neous auctions where items sel l  for 60% to 75% of their true 
worth . Everyone assumes that the goods must be stolen because 
they are always new and it ' s  the only way he could tum a profit, 
but nobody can seem to find out from where . The representa
tives from the Wilk' s Shop in Arzno have been trying to track 
down records of goods stolen or m iss ing from their inventory, or 
those of other shops in the region, but have found nothing. Nor 
can they get some dirt on John to muscle him out of town . For 
now , the crafty salesman stil l  has the " lowest prices west of the 
Mississ ippi ! "  and there ' s  not much anyone can do about it .  
Note: While the location on the map is where John usually sets 
up, he can sometimes be found pedaling in other parts of the 
market or e lsewhere in the city .  

55. The  Ironwood Armory. Two brothers raised in  the wild, 
wooded Rocky Mountains have settled down in Arzno and es
tabl ished a truly unique niche market. Roger Ricks is  an experi
enced Natural ist, while his younger brother Randal l  is  an Earth 
Warlock. Through practice and magical means,  they are the 
most skilled woodworkers in the c ity, and have devoted their 
talents to creating beautiful, intricate suits of wooden armor. 

These wooden suits of plate may then be transformed into 
Mega-Damage structures via the Ironwood spell. These suits of 
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armor are often sought-after by mages , who see their spell-cast
ing power reduced by conventional artific ial armor, and by vam
pire hunters who use the wooden armor in their war against the 
undead. Even Arzno Weapons Manufacturing sel ls a series of 
these suits of Ironwood armor. A single suit of the Ricks broth
ers ' armor costs 90,000 to 1 50,000 credits due to the quality and 
beauty of the design. A suit of wooden armor that is not trans
formed into a Mega-Damage structure costs about half the price .  

In addition to wooden armor, the pair also make and sell h igh 
qual ity wooden arrows (+ 1 to strike, and costs 25 credits per ar

row), artistic and ornate crosses ( 1 00-400 credits), decorated 
staves, canes, and j ewelry boxes , as we l l  as artistic sculptures 
made of wood, c lay, stone , and iron . Small works of art sel l  for 
1 00-400 credits , while large sculptures sel l  for I D4x 1 000 cred
its . Their work can be found decorating the homes and offices of 
the wealthy and e l ite of Arzno.  They occasionally do wooden 
weapons, but generally find that the work bores them and isn ' t  
nearly creative enough to  be worth their time. 

56. Merc Market Pawn Shop. This is one of the Arzno 
pawn shops owned in secret by the Black Market (the other is in 
the Sky Docks section of the c ity, both under the governance of 
Amon Worcester; see #50,  above) .  The proprietor of the shop is 
a huge Grackle Tooth known as Stoker. He's feisty, with a short 
fuse and a legendary temper. When he gets upset, there' s  no set
tling h im down until he ' s  broken something (or someone). Pop
ular lore amongst local mercs includes many, many stories  
about his tantrums ,  including that he once ate a live kitten for 
making too much noise.  Nobody messes with Stoker. 

The pawn shop is real ly standard fare .  It deals mainly in 
weapons, armor, adventuring gear, and light vehicles (parked 
out front if for sale, or stashed in a storage unit a few blocks 
away if being held), and pays 25-50% of the market value for 
pawned items, depending on its condition, quality and market 
demand. The seller has three weeks to return to buy it back for a 
1 0-20% markup, or else the pawn shop gets to keep it and resel l  
i t ,  usually for about 75-90% of the l ist value. Most combat items 
are miss ing 1 D4x l O% of their M.D .C . ,  and new items are a rar
ity .  Only common or o lder models  are regularly available, but 
sometimes the lucky shopper can find a great deal on a unique 
piece of hardware . 

The B lack Market operates the shop as a front for fencing 
stolen merchandise, laundering money, and conducting shady 
business deals .  All of the six employees, plus Stoker, are in the 
crime syndicate and al l  but the Grackle Tooth sometimes do 
other work for the Black Market as enforcers, debt settlers/leg 
breakers, or just o ld-fashioned muscle. 

57. Manheim 's Man-Hunters. The Arzno Mercenary Corps 
may handle most of the m i l itary and security work in the terri
tory , and get a cut of every contract and bounty that goes 
through the c ity, but plenty of mercenaries  make it on their own, 
including the veterans of Manheim ' s  Man-Hunters . This squad 
of heavy-hitters has made quite a name for themselves as en
forcers, recovery experts (stolen goods and kidnap victims),  
monster slayers, and all-around hard cases .  

Manheim , the commander of the small tactical group, is a 
1 0th level Heavy Combat Cyborg with all the trimmings . Most 
of his crew are ' B orgs or Headhunters, including Lincoln (an 
A WOL, 5th level CS Cyborg Strike Trooper), Grimes (a 7th 
level CSLNGR "Gringo " Cyborg), Tucker (a 6th level Techno-



Hound Headhunter with partial cybernetics), Owl Feather (an 
8th level Momano Headhunter with major psionics and TW bi
onics), and Marshal l  (a 7th leve l Heavy Combat Cyborg with 
an emphas is on explosives and demolitions). Another dozen 
meres,  including a Dog Boy, a couple of Native American war
riors, a Shaman, and a fel low who washed out as a Cyber
Knight, are also part of the group . They special ize in taking out 
large predators and heavi ly-armed bandits, and general ly exce l 
at blowing things up. 

This particular group of mercs is  worth special mention for 
two reasons .  F irst, is their stel lar reputation and list of success
ful j obs. Second, is the respect they' ve earned from the A.M.C . ,  
who doesn ' t  bother them and looks the other way when they 
take jobs under the table .  This m eans that if the player charac
ters need a hand with a touchy s ituation and don 't  want to in
volve the A .M.C.  or local authorities,  Manheim and his boys 
might be ab le to help out if the characters can afford them. 

58.  Lou 's Tavern. Smack in the middle of the Merc Market 
is a tavern run by a tough old woman named Lou "The Lady" 
Thomason. Lou is at least 70 years old, and is one of many re
tired adventurers and mercenaries who settled down and started 
a business in the city. Her tavern has actually been in its current 
location s ince before the Merc Market really sprang up around 
it, so she has enjoyed a great deal of prosperity because of it. 

Lou ' s  is a good p lace to s it and have a frosty beverage or 
grab a meal in the middle of your walk through the market . It ' s 
always packed ins ide and out, and tables pour into the street 
around the building where barmaids serve beer, ale, hamburgers , 
chopped beef or sausage sandwiches, and barbecue chicken . 
Drinks are 3 credits each, and most plates are 8- 1 0  credits . Open 
from mid-morning until an hour after sunset. 
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59. Wilk's Laser Technologies. The l egendary company ' s  
Arzno branch i s  the most successful  h igh-tech arms dealer i n  the 
territory, maybe the New West. This two-story building is a 
ful ly-finished, two-story Mega-Damage concrete structure that 
is the nicest in the market. It even has air conditioning, which 
alone guarantees that nearly every passer-by will at least walk in 
to take a break from the sun beating down on the ir shoulders . 

The mood of the dealersh ip is very profess ional . Al l  of the 
sales associates wear uniforms (black Western-cut pants and 
jackets, with starched white shirts, leather boots, and usually 
black or brown cowboy hats) and know the company line inside 
and out . There is almost always a sale on of some sort, be it 
E-C l ip recharging, promotional deals on accessories such as gun 
s ights, carrying cases, or b ig discounts w ith a weapon trade- in . 
About 85% of their stock is brand new off the assembly line, 
with the remainder being used weapons in excellent, good as 
new, condition. Most importantly , absolutely every item sold by 
Wilk ' s  is in stock and avai lable on a cash  and carry bas is .  Cus
tomer service is excel lent, and through all of their efforts they 
have managed to convince a lot of Arzno ' s  merc population that 
every hard-earned credit put down in the store is well-spent. 

One promotion currently underway is an experiment in the 
sale of used weapons not normally up to the standard of quality 
that the shop requires to resel l  an item . As a rule, when Wilk' s 
gets an energy weapon or other piece of equipment in trade that 
isn ' t  up to snuff, it is shipped off to other Wilk ' s  dealerships in 
other parts of the country or sold to other dealers . Recently they 
started sel l ing these less-than-perfect weapons to local Techno
Wizards and even A.W.M. for TW conversion. Wilk ' s  weapons 
are a favorite of many mercs who use TW, because they carry 
all of the advantages of Techno-Wizardry , but maintain the l ight 
weight and superior balance of a Wi lk ' s  weapon. So far, the idea 
has done well ,  and the dealer is  in talks with A .W.M.  to sel l 
converted Wilk ' s  weapons right there in the store ! 

60. Shortcut Novelty Shop. Like in any mall ,  in the Merc 
Market there is a constant fight for foot traffic .  Without a good 

location, it' s tough for any business to be successful. One mer
chant who has the business strategy of location nailed down i s  
the owner of the Shortcut Novelty Shop, a human mutant named 
Braden Harrison .  Braden i s  in his mid-thirties, and is an albino 
with white eyes and very l ittle body hair (must stay out of the 
sun for any length of time, and wear sunglasses), a flat nose, 
smal l  ears, and m inor psionic abi l ities. He is extreme ly mi ld
mannered but friendly, with a big crush on the 20-year-old niece 
of Lou Thomason (see #5 8 ,  above) who works as a barmaid in 
Lou ' s  Tavern. His shop sel ls  a wide variety of items that one 
would expect to find in a convenience store : soda, juice, beer, 
ice cream, candy, sweets , cookies and snacks , plus personal 
items l ike sun block, paink i l lers, soap, shampoo, cosmetics , 
combs, hygiene items,  etc . He also sel ls some basic grocery 
items l ike mi lk, bread and butter, seasonal fruits and vegetables , 
canned goods, dry tack, flour, and so on. A dozen assorted 
D-Bees, mutants, and humans work at the store . 

Braden ' s  shop is unique in the fact that it is the only "short
cut" in the entire market, m eaning that you can walk through his  
store and avoid having to travel al l  the way through the winding 
market street to get out at one end to the other once you' re in the 
marketplace .  Nobody else can seem to manage it, since every 
other shop has one behind it on the other side. So in addition to 



sell ing snacks and groceries ,  his shop is effectively a to l l  booth . 
For the purchase of some small item, one can walk through the 
swinging gate alongside the is land containing the cash registers , 
and pass from one side of the store and out the other. 

The real mystery about Braden' s  shop is why nobody e lse is 
in the same business that he i s .  It wouldn ' t  be any big thing for a 
couple of back-to-back shops to start a simi lar toll system to 
make some easy money, or for one shop to s imply buy an adja
cent property and set it up l ike that. B ut, whether it' s out of 
sympathy or respect for Braden, or for some other reason, no
body has fo l lowed through with any such idea. So, at least for 
now, Braden Harrison maintains h is corner on the shortcut mar
ket. Note : Being a mutant, it ' s  possible that Braden is more than 
he appears to be. It ' s  difficult to say what abi l ities a mutant such 
as he may be capable of, and it may be that he has powers of in
timidation or m ind contro l that keep others from imitating his  
shortcut and walk-through business enterprise . 

61 . Madam e Christine's  Fortune Tell ing. This tiny, one
room shop is where the psychic Madame Christine reads palms,  
interprets Tarot cards, and gazes into her crystal bal l  for a 
glimpse of her subj ect' s  future . She claims to have predicted the 
occurrences of Sorcerers ' Revenge and the fal l  of Tolkeen, in 
addition to a number of more local events . She is popular with a 
lot of the more superstitious mercenaries, and is very expensive, 
charging 100 credits per reading. She real ly is a psychic, but it' s 
difficult to te l l  if her predictions are legitimate or if they are 
simply theatrics. 

62. Machiavelli ' s  Marvels. This small TW shop is closed al
most every day of the year, but when it opens for 1 04 days once 
or twice a year, it contains TW creations so amazing (some fun , 
some practical , some  weapons) that they are beyond the average 
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Techno-Wizard' s  wi ldest dreams !  Supplies and variety are very 
limited, as the strange wizard known as "Mad" Machiavel l i  
works alone and creates whatever he feels like .  He opens the 
shop when his workplace becomes overcrowded or as he feels  
l ike i t .  (See #24 for detai ls about his strange habits . )  

When the shop is open, people flock to it hoping to catch a 
gl impse of some bizarre new creation. In the past this has in
c luded odd flying machines that are worn on the user' s back like 
giant wings , armor that changes shape, color, and substance ,  a 
device that allows the wearer to travel through solid walls, ex
travagant children ' s  toys that seem to be alive, and wonders that 
other Techno-Wizards have been unable  to duplicate . Al l  of 
Machiavel l i ' s  inventions are extraordinari ly expens ive and 
many of them costly to operate, but demand is always high 
when the old man opens the door to his shop. 

63. Gunny's Custom Hardware. "Gunny" is a seasoned 
Techno-Warrior from Kingsdale who hit it big years ago and de
cided to retire . Determined to leave behind old grudges and ri
vals ,  he struck out for the New West. By the time he reached 
Arzno, he figured he had gone far enough and set up shop. The 
aging fel low is a font of knowledge about making it as a merce
nary, especially when it comes to the care and customization of 
weapons and armor. When he put down roots and turned his  
long-time hobby into a career, he establ ished himself as one of 
the foremost armorers in the territory. 

Gunny can do pretty much any form of customization on 
most any type of non-magical equipment, from instal l ing and 
al igning weapon sights and optics ,  to beefing up or s l imming 
down armor to meet an adventurer' s  specific needs . He sells 
new and used equipment, and will customize any weapon sys
tem, suit of armor, and even some bionic systems at fair market 
rates . (See the Rifts® Game Master Guide for pricing details 
for various customizing options and pricing. Some armor op
tions can be found on page 202, and some modem weapon mod
ifications are l isted on page 1 27 . )  

While he loves his life of comfort, Gunny does sometimes 
get the itch for action . He satisfies this by l iving vicariously 
through his clients .  Many have found that they can get l ittle tips 
or a discount here and there if they entertain the old Headhunter 
with some exciting tales about the ir work as soldiers of fortune.  
Thus, he also sometimes happens upon valuable information on 
various activities in and around Arzno. For example, he is one 
of the few who has a pretty good idea of how some of the under
ground Body-Chop-Shops operate, and knows how to get in 
touch with them as well as the B lack Market and a number of 
local mercenary outfits . 

64. New West Wheels. This bike shop special izes in per
sonal ground vehicles, mostly dirt bikes and small ATV's ,  but 
also sells some hovercycles and small hover vehicles .  It  is ex
tremely popular with local mercenaries shopping for transporta
tion, as well  as couriers and racers looking to juice up their 
veh icles. Half of the build ing is a showroom, and half is  a smal l 
garage where as many as six small vehicles can have body or 
engine work done at a time.  The mechanics there can do cus
tom ized sty ling or paint jobs, add or remove armor plating (in
crease or decrease weight and Main B ody M.D.C .  by up to 
1 5%), and soup up engines (generally increase top speed by up 
to 1 0% with minimal effort) . More dramatic work can some
times be done at the risk of damage to the vehic le ' s  structure or 



engine, loss of stab il ity, reduced speed, etc . Work is expensive, 
at least 20% more than average costs for all work done, but 
qual ity is top-notch . 

65. Bottled Miracles. This is the only pure magic shop in 
town . It sel ls various products from across North America and 

beyond, but does not deal in Techno-Wizardry or B io-Wizardry . 
Instead it sel ls  healing potions, holy water, a variety of Faerie 
Food, and some m inor Native American fetishes .  However, the 
most popular items are amulets, scrol ls ,  and tal ismans made-to
order. The owner of the shop, a 1 3th level ,  young Demon
Dragonmage (described in Rifts® World Book 12 :  Psyscape) , 

and his three human Ley Line Walker apprentices (levels 2, 5 ,  
and 9 )  can provide pretty much any spel l  avai lable, u p  to 9th 
leve l .  Prices are high, but so is demand, so the Demon
Dragonmage is doing extremely well for himself. Amulets cost 
an average of 3 0,000-50,000 credits each, while scrolls cost an 
average of 1 0,000 credits for every level of the spel l  to be writ
ten on it (so a scrol l  to cast Armor of I than, a 3rd level spe l l ,  
would cost 30,000 credits) .  Talismans cost triple the price of an 
equivalent scrol l .  The shop also sel ls  magic spe lls up to level 7 
at double the cost l i sted on page 1 90 of Rifts® Ultimate Edi

tion . If a mage has a spell that the Demon-Dragonmage doesn ' t  
know (unl ike ly), trades of spell magic can usually be  worked 
out. 

The shop has only been open for a few months, and nobody 
knows who these people are, or even the ir names.  The presence 
of a Demon-Dragonmage, even a young one, bothers Onra, 
Lanis, and other True Atlanteans a great deal, and has caused a 
scuffle or two on occasions when dragons visit the market. The 
four keep to themselves, and apparently l ive in the shop . One of  
the three humans occasionally leaves to  go out and buy food 
(not as often as one would  think), but other than that, they are 
never seen about town . 

Having a Demon-Dragonmage around can only cause prob
lems in the long run .  They are violently hated by true dragons , 
and cooler heads do not usually prevai l before a fight breaks 
out. Arzno doesn' t  see a great many dragons in the market, but 
some do pass through from time to time. If word spreads that the 
Demon-Dragonmage is in the city, older, hot-headed dragons 
may decide to get rid of him on their own . 

Furthermore, there is the mystery of what the proprietor of 
the shop and his lackeys are doing in Arzno in the first p lace . 
There are p lenty of other places where such a shop could make 
far more money, and such things aren 't  normally the chief con
cern amongst Demon-Dragonmages anyway . There is perhaps a 
more sinister reason for his presence. 

66. Gunman's  Schematics. The popular and widely-known 
Techno-Wizard designer, "Gunman" Geoff Yant, has his shop 
set up in Little MercTown rather than the TW Market. For one, 
this al lows him to own his own place rather than lease from the 
city, and secondly, it puts him in much better contact with his  
c lient base . Yant designs TW energy weapons, mostly rifles , 
side arms, and vampire s laying weapons , for TW-loving merce
naries who want something truly unique, or fitted to their spe
cific needs . He doesn ' t  do any construction, much preferring the 
creative aspects of design to the drudgery of construction. He i s  
a local legend and guarantees that h i s  des igns wi l l  work, or  your 
money back. He can accomplish most anything with a weapon 
des igned from scratch, from extremely long effective ranges, to 
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above-average damage, to stun or knockdown, or most anything 
poss ible from a spel l  effect. His only hard and fast rule i s  that he 
won 't  enslave Elementals or other beings to power his devices. 

Yant' s  prices are fair, generally a flat 20,000 credits for 
handguns and 50,000 for rifles. Designs general ly take about a 

week, and there is always a waiting l ist (usually a month to six 
weeks) . Heavy weapons or oddities may cost more and take lon
ger. Yant also provides material price estimates, but can' t  guar
antee what it wil l  cost to have a device built . And that ' s  the 
wrinkle, one of Yant ' s  designs may cost anywhere from 1 00,000 
to a mi l l ion credits to actually make . The more unique the item, 
the h igher the cost. A .W.M.  and the A .M.e .  sometimes commis
s ion him to do free lance custom work to be mass-produced. 

67. Northern Gun Weapon Depot. Northern Gun ' s  primary 
shop is a large, stand-alone Mega-Damage concrete bui lding 
three floors high, making it the tallest in the Merc Market. The 
top floor holds all of the offices for the weapon shop, and the 
veh icle dealership across the street (#68,  below) . The lower two 
floors are fi lled with merchandise on shelves, on racks , and in 
display cases. The shop carries all varieties of new and used NG 
weapons, armor, power armor, and field equipment. Robot vehi
cles ,  large suits of power armor, and personal vehicles are 
across the street. 

The Depot is run by a smooth-talking human named B it 
Ramson ( I .Q .  1 5 , M.A.  27,  P .B .  1 8) from a prom inent fami ly in 
I shpeming. He ' s  great at what he does,  a truly g ifted salesman . 
Whenever he tel ls  you that you real ly need the new NG- I I F  
"Red Hawk" power armor, it just makes sense. When h e  insists 
that the NG�P7 Particle Beam Rifle is s imply the best deal in 
firearms, you're incl ined to agree .  It ' s  not m ind control ,  just su
perior salesmanship. 

The NG Depot has pretty much every model made by the 
company, and if it is out of stock, it can be ordered .  The store 
does well ,  but its sales lag behind the more local ly-based 
Wilk's ,  Bandito Arms, and A .W.M.  TW items, even with its top 
salesman running the show. Mercs from the New West are fa
mi l iar with the local manufacturers, and while transplants from 
the Midwest enjoy having Northern Gun represented, their num
bers are too small to equal big profits for the company. As a re
sult, NG is thinking about scaling back its operation in Arzno. 

68. Northern Gun Vehicle Dealership. While owned by the 
same parent company and only 50 feet ( 1 5 .2 m) away, the vehi
cle end of the NG business is  really hurting. The manager is  a 
husky s louch named Jack Rosen ( I .Q .  9, M.A.  7, P .B .  7) .  Rosen 
was successful in his last enterprise, a small vehicle retailer in 
the Barony of Hope that ran well due to some top-notch sales
men rather than his guidance . Jack was only too happy to take 
the credit that landed him as the new manager in Arzno when 
his predecessor retired. Now the bloom is off the rose and the 
big shots back in I shpeming aren ' t  p leased. Given the continued 
success of the Hope dealership, it ' s  now apparent Jack i s  a poor 
manager and lousy salesperson. The truth is that Rosen wasn ' t  
pleased with the transfer in  the first place, and is  a l l  the more 
worthless for it. 

I f  you can get anybody to help you at the NG dealership, 
there are some excellent vehicles at good prices, especially 
when it comes to the Big Boss and a fine se lection of motorcy
cles,  hovercycles, robot horses and power armor. Most of the 
sales are in hovercycles and power armor, particularly the Sam-



son model s .  Prices are at l ist due to the fact that the dealership 
can ' t  afford to discount because of sagging sales.  Rosen ' s  tim e  
at Northern Gun i s  undoubtedly drawing t o  a close .  

69.  New Du rango Freight and Mercantile. Not really a part 
of the Merc Market, but rather just outs ide of it, is the Arzno of

fice of New Durango Freight and Mercantile . Owned by Mar
shal l McMi llan of New Durango , this sh ipping company is the 
most successful in the New West. See the section on New 
Durango and the Great Trade Road earlier. 

70. Lightn ing Courier Service. This high-speed delivery 
service is owned by Marshall McMillan of New Durango, who 
also owns the New Durango Freight and Mercantile (#69 , 
above), as well  as being a major stockholder in many similar 
services in the New West. This service uses high-speed rocket 
bikes to make deliveries of correspondence and small packages 
across Arizona, New Mexico, Colorado, and the Pecos lands in 
Lone Star. For the right price, McMillan wil l  send his couriers 
anywhere, including Coal ition territory . Clients pay an average 
of 1 0  credits for local de l ivery, or expenses and a daily 1 00 
credit trave l fee for long-haul de l ivery. This means that it can 
cost 1 ,000 credits or more to deliver a simple letter, but the citi
zens of the New West are lucky to have even this service. Al l  
deliveries are insured.  For more information on McMi l lan and 
the Lightning Courier Service, see the section on New Durango 
and the Great Trade Road. 

Residential and 

Light Com mercial Section 

Not shown on the m ap. 

This area is home to most of Arzno ' s  average citizens, and is  
where those not involved in the mercenary or TW trade work . 
The streets are lined with grocery stores, bakeries, clothing re
tailers, churches ,  and all of the other things that one would ex
pect in a town of Arzno' s s ize . 

Reverend David Raider. This fire-and-brimstone Preacher 
has become a staple of the residential section of Arzno over the 
last several years . The white-haired man stands on street comers 
and ministers to any who wi l l  stop and l isten , wearing l ight 
body armor and carrying a holstered revo lver and a s ilver knife .  
H e  hands out wooden stakes and crosses ,  cloves o f  garl ic, and 
vials of (leg itimate) holy water. His message is one of salvation 
through vanquishing the vampire threat that constantly looms 
overhead. He  is widely dismissed, but has a small ,  vocal follow
ing who raise the cry for a crusade against the vampires in 
Counci l  meetings and other venues .  

Dr. Dawson ' s  Cyber Shop.  Nestled amongst homes, apart
ment complexes, and smal l businesses is an ordinary- looking of
fice that takes up a large portion of a community strip-mal l .  
Between a smal l barbecue restaurant and a boot repair shop i s  
the most prestigious provider of  Momano Headhunter conver
sions in the New West. Dr. Dawson isn ' t  really a doctor, but a 
Techno-Wizard . With the assistance of a Cyber-Doc associate , 
Dr. Dawson instal ls ,  repairs, and upgrades TW bionic systems .  
His i s  the only place i n  town to offer full Momano conversions , 
and probab ly the best place west of Stormspire . The Colorado 
Baronies have some l imited services in TW bionics, but nothing 
near Dr. Dawson ' s  level of expertise. 
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Sky Docks 
Not shown on the map. 

The Sky Docks are the industrial part of the city .  There are 
industrial factories and shops where metal is machined or recy
c led, TW factories that draw power from the ley l ines that run 
throughout the Grand Canyon, plus mach ine shops, manufactur
ing and process ing operations, warehouses and similar busi
nesses. Most such complexes have large spires protruding from 
the roofs, with huge cables that run to the ground and down the 
canyon wal l to some mystic generator bui lt on a precipice or in 
a cave in the stone.  Also present is the A .M.C . airfield, and a 
number of ferry services that take cargo transports trave ling on 
the Great Trade Road back and forth across the Grand Canyon. 

The A.M.e. Airfield. Unable to launch contemporary fixed
and rotary-wing aircraft from with in the city, The A .M.C .  oper
ates an airfield where it keeps its small fleet of aircraft and TW 
Flyers .  The airfield is also available for use by travelers coming 
to Arzno by aircraft. The fee to use the airfield is a mere 1 5  
cred its per landing and takeoff, and there are hangars that can be 
rented for as l ittle as 1 00 credits per week (large vehicles and gi
ant robots can also be stored in these hangars) . 

Grand Canyon Ferry Service. The largest and most suc
cessful of the four ferry services operating out of the Sky Docks , 
because it exclusively caters to comm erc ial business. The Grand 
Canyon Ferry Service uses huge TW skiffs to float back and 
forth over the canyon via the ley l ine energy that runs through
out. This service has landed most of the big contracts available 
in Arzno, mostly cargo transports crossing over the canyon on to 
their next stop on the Great Trade Road, some traveling along 
the length of the canyon. This company i s  40% owned by Arzno 
Weapons Manufacturing, who makes and maintains the fleet of 
twelve skiffs, each able to carry 1 0, 350  tons of cargo, people, or 
whatever e lse can be fit into the space equivalent to two 
1 8-wheeler trai lers put side to side.  The cost to transport com
mercial cargo from one side to the other i s  a flat rate of 10 cred
its per person ( i . e . ,  drivers and work hands accompanying the 
cargo) and 30 credits per ton . Companies on contract to do a 
considerable amount of repeat business can see their fees low
ered by as much as half. 

Three other ferry services cater to small businesses and trav
elers . They use small skiffs and TW flyers to transport people 
across the Grand Canyon for 20 credits per person, double for 
power armor, cyborgs, and those carrying 1 00-300 pounds (45 
to 1 3 5 kg) of gear, luggage or packages .  

Transporting a small vehicle, l ike a hovercycle,  jeep or 
pickup truck, or a horse or other a riding animal costs 1 00 to 
350  credits depending on the s ize, and requires a medium-s ize 
TW ferry. The other ferry services are Jet 's  Rapid Transit 

(people-mover only, with monthly passes available for 1 20 cred
its each), Arzno Ferry (personal vehicles and passengers from 
200 credits per trip, flat-rate), and Heavy Haul Cargo Trans

port (two skiffs about half the s ize of the Grand Canyon Ferry 
Service ' s , but with a history of mechanical fai lure). 

Gorge Jum pers. The Grand Canyon is a thr i ll-seeker ' s  para
dise .  Gorge Jumpers is an "extreme sports" company that rents 
TW Wingboards and TW Flyers of all types, as well as hang 
gliders, jet packs, and all other forms of fast and fun transporta
tion above, down in and along the yawning chasm of the Grand 
Canyon. They also provide guides for rock cl imbing and base-



jumping on the walls of the canyon, and give both easy-going 
and fast-paced tours . Their most famous "ride" and something 
of a tourist attraction, is their TW train that ferries passengers 
across the canyon and takes peop le on tours down into the can
yon and along its length above and within the canyon itself. The 
train does canyon tours and trips to the city of the Lyn-Srial a 
hundred miles away, built into the cl iffs of the canyon itself (a 
70 m inute trip by TW locomotive) .  

The owner is  a young Techno-Wizard and speed enthusiast 
named "Crazy" Cody A irhart. He formerly worked at A. W.M.  
but quickly realized that he  wasn ' t  cut out for that kind of work . 
He spends his time in the garage overlooking the canyon , 
dreaming up ways to go faster, faster, faster, doing aerial stunts , 
as well  as taking thri l l -seekers out on amazing rides on the net
work of ley l ines crisscross ing the expanse between the canyon 
wal l s .  

Rental of most equipment averages about 1 00 credits per 
hour, including insurance. Guides for climbing or base-jumping 
expeditions run about 50  credits per hour, and guided tours (ex
citing or re laxed) of any part of the canyon cost 20 credits per 
hour, per person. The train ride costs 50- 1 00 cred its and is worth 
every penny . 

Nobody on the planet knows the expanses of the canyon 
better than the guides at Gorge Jumpers . All  of them have ad
venturous spirits , and love nothing more than to take mercenar
ies or adventurers down into the depths on expeditions in the 
gorge. They know everyth ing there is  to know about the threat 
of predators , the natural territories  of the species that live in the 
canyon, where in the canyon the small tribe of Gargoyles may 
be found, and even a general idea of where Tryth-Sal is located . 
They are an invaluable asset to anyone venturing into the Grand 
Canyon. Most are Wilderness Scouts and Techno-Wizard joy 
seekers ranging from level s  4- 1 1 . 

The City's Edge 
The Southern Watches. The A .M.C . ,  ever vigilant, has sen

tries posted along the northern ridge of the Grand Canyon that 
marks the western, southern, and eastern ends of the land 
claimed by the c ity . Each of the ten towers is manned by two 
A.M.e .  or C .P .  troopers who keep watch over the canyon for 
approaching dangers . These include not just hostile forces, but 
predators and sudden storms as wel l .  At least two A.M.C.  roam
ing sentries are always on duty, flying from one watchtower to 
another on wing boards, rocket bikes, power armor or by magic. 

Beyond the City. In addition to watchtowers on the c ity ' s  
borders, there are three posts set u p  o n  natural spires o f  stone 
that stand up to towering heights l ike needles in the middle of 
the canyon. A.M.C.  soldiers watch over the canyon from these 
perches and patrol on the backs of the si lent Gl itterwings or fly
ing animals as the first line of defense and warning against com
ing dangers . 

As noted earlier, a number of ranches, farms, small towns, 
and homesteads are scattered around Arzno and considered to be 
part of the c ity-state . Nomadic tribes, traveling shows, medicine 
shows/con artists, independent merchants, mercenary compa
nies, adventuring groups, drifters , bandits, cowboys, and travel
ers may also pass through the area and make camp outs ide the 
city or on the edge of the c ity-state where they can sleep under 
the stars . 
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The Arzno Mercenary Corps 
The young soldier, Emory Reins, awoke suddenly to the scent 

of the desert in his nostrils. Momentary confusion raced through 

his mind before he remembered where he was. He groped in the 

darkness for the lamp and flipped it on, illuminating his small, 

one-man tent so quickly and completely that it stung his sleep

filled eyes. 

As Emory adjusted to the new light, he found the tent 's con

trol box and pressed a button. A brief crackle was heard as the 

shelter dissipated into the air and left the private sitting on his 

bedroll in the middle of the advance camp. The warmth of the 

desert sun had vanished beneath the horizon line and the stars 

sparkled in the night sky. Emory hurried to lace up his boots 

and slip on his armor. 

It seemed like a long time ago, but it was only just over a 

year since he hooked up with the A . M.  C. A few months of train

ing, some sharpshooting lessons, and he was good to go. This 

was only his third real operation, and he had already killed . . .  
nine ? Ten ? A dozen vamps ? Not bad for a kid from Benson. It 

sure beat waking up at the crack of dawn to milk cows or plow 

fields. He just wasn 't afarmer, but his Ma and Pa never under-
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stood that. So, when he decided to hitch a ride on a trade con

voy up the Great Trade Road to Arzno, he didn 't bother to tell 

them where he was going. He just took off and never looked 

back. If only Ma and Pa could see him now. Someday he in

tended to make it back there. They sure would be proud to see 

him in uniform! 

The baying of a wolf or coyote shook the thoughts of home 

from his mind and swept away the remaining cobwebs of sleep. 

The sixteen-year-old kid tugged the last strap tight on his boot, 

grabbed his rifle and a pouch of shells andjogged to the perim

eter. He was up on first night watch. The vamps knew his outfit 

11- • .,s on the prowl and they 'd be gunning for them after last 

night. He was already experienced enough to know that maybe 

the howl in the distance was an ordinary coyote, or maybe it 

was vampires looking for some revenge. At  least he got a good 

five or six hours of sleep in before his watch. He 'd be alert and 

ready if they came. 

The howl was returned by three or four others not far away, 

a sure sign of vampires. It didn 't look like anybody would be 

sleeping much tonight. 



A.M.e. Mercenary Organization Point Allocation 

A. Sponsorship: Government and Company (Arzno and A.W.M.) .  
o Po ints . 

B. Outfits : Specialty Cloth ing. 20 points . 

e .  Equ ipment: Magic Technology . 40 Points . 

Cheap Gear . 2 Points . 

D. Vehicles : Combat Cars . 20 Points. 

E .  Weapons, Power Armor, and Bots : Basic Weaponry . 1 0  
Points . 

F .  Communications :  Basic Services .  2 Points . 

G .  Internal Security : Tight . 1 0  Points . 

H .  Permanent Bases :  Fortified Headquarters. 20 Points . 

I .  Intel ligence : Scout Detachment. 5 Points . 

1. Special Budget: Small Potatoes . 1 5  Points . 

K. General A lignment: Unprincipled and Scrupulous . 7 Points . 

L. Criminal Activity : None . 0 Points . 

M. Reputation :  Known. 1 0  Points . 

N. Salary : Good Salary . 1 0  Points . 

Total Points Spent : 1 7 1  Points . 

S ize & Orientation : Free Company . 

History 
The Arzno Mercenary Corps (A .M.C . )  was born from of a 

sense of purpose and tradition by the noble Onra Misvina, a 
True Atlantean prince and adventurer. In accordance with the 
custom of his  house, Onra sought to lend his aid to the tenacious 
people of Arzno, teaching them what he knew about combating 
the supematural ,  vampires in particular .  Weapons were updated, 
and the city mi l itia learned about new strategies and tactics for 
fighting vampires, Were-beasts and demons. The Prince and his  
comrades a lso helped the mercs round out their mi l itary struc
ture and provided financial support to improve and modemize . 
Soon, the Arzno Mercenary Corps became a private army to de
fend and protect the burgeoning c ity-state . Freelance work for 
outs iders would help defray the costs of the modem mi litary 
outfit and also give the new recruits and volunteers the combat 
experience they needed. 

Although they don ' t  realize it yet, it may have been fate that 
brought the young Atlantean warrior to Arzno, for a new vam
pire threat brews in the south at Tombstone. Xavier Stuart, lord 
of the Tombstone vampires, has b ig plans for the undead in the 
Americas . It is only a matter of time before his undead forces 
c lash with the Arzno defenders in what may be a battle for con
trol of the Southwest. Nobody, however, knows what ' s  brewing . 

Vampire-Hunting Tactics 

The officers and soldiers of the Arzno Mercenary Corps try 
never to take anyth ing for granted. 

Many freelance vampire hunters are wel l  intentioned, but 
surpris ingly careless and s loppy. A common tactic is to stro l l  
into a town "known" to harbor the undead, during the dayl ight 
hours, and start staking "easy" prey, asleep in their tombs wher
ever they are found.  However, the ir search is seldom thorough 
and there is usual ly l ittle or no prep work, so they don' t  do 
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enough to finish the entire job .  Furthermore, most vampire hunt
ers don 't stick around til l  the night laying in wait for vampires 
who might have escaped their not ice during the day.  This  means 
they seldom destroy the entire horde, leaving a few to spread the 
vampire curse and continue their legacy of evi l .  This is  simply a 
bad strategy, because even one vampire survivor can regrow a 
new colony of undead, and once regrown, may seek vengeance 
on the town as well as the vampire hunters . (When fighting an 
enemy as sophisticated and cunning as the undead at Fort 
Tombstone and their leader, Xavier Stuart, s loppiness can only 
spe l l  disaster.) 

The A .M.C .  also conducts daytime or sunl ight purges ,  but 
only after they are reasonably certain they have identified all the 
vampires and their hiding/sleeping places .  This means engaging 
in late-night reconnaissance operations to identify the undead 
and pinpoint their lairs, p laces of activ ity, people and places 
with whom they have ties, and so on . Then, when the purge be
gins , the A .M.C .  takes careful note (and even video documenta
tion) of wh ich vampires are confirmed kills and who, if anyone, 
escaped or are unaccounted for. Then they lay in wait that night, 
with the hopes of spotting the vampire and s lay ing it before it 
can make good its escape. In addition, good reconnaissance en
ables the squads to locate and identify feeding zones, s lave pits , 
human servants, and those who hate the vampires enough to be 
wi l l ing to help the merc team destroy them .  All this inte l ligence 
allows the Arzno mercs to make effective surgical strikes, neu
tral ize the vampires '  servants, set ambushes, free civil ian hos
tages,  and be prepared for whatever the vampires and their m ind 
s laves might throw at them. It ' s  always a l ittle easier to deal 
with an enemy when you know what you ' re up against. 

A .M.e .  reconnaissance m issions into a vampire infested lo
cation may also involve dangerous undercover infiltration to get 
the ful l  picture of the infestation, get clues on secret lairs and to 
identify the vampire leaders and their henchmen . Vampire lead
ers are primary "hot l ist" targets because they are the most dan
gerous. 

A surprise attack first thing in the evening, or an ambush 
away from the lair, are ideal for catching vampire leaders off
guard, because they don 't  expect a nighttime hit .  Of course, one 
wants to make sure the attack is a killing strike or that the team 
can make a clean escape if things go badly, otherwise, it ' s  like 
stirring up a hornets ' nest. A successful nighttime strike that 
takes out the vampire leaders is usually followed up with a day
time purge at dawn . A one-two-punch that can wipe out a nest 
of vampires within 24 hours . Of course ,  this tactic works best 
against small infestations of 4-24 , maybe even as many as 48 ,  
but more vampires than that, and things start to  get dicey . 

The A.M.C . has found magical energy weapons to be the 
great equal izer when fighting against undead prepared for com
bat and clad in the ir own body armor. A vampire on its own is 
vulnerable to a si lver bullet or wooden stake, but against a vam
pire wearing M.D .C .  armor, such weapons are useless .  Con
versely, traditional Mega-Damage weapons can be used to blast 
away armor, but are useless against the vampire once the shell is 
breached, inflicting no damage at all on the undead creature it
self. Switch ing from an M.D .  weapon to an S .D .C .  weapon in 
the heat of combat can be deadly, even if it only takes a few sec
onds . Weapons that fire magical blasts of energy, on the other 
hand, are every bit as effective against modem Mega-Damage 



defenses and the creature itself. Most magic weapons do at least 
some damage to the undead (half damage in Hit Points in most 
cases). Thus, Prince Onra has made certain that rune weapons, 

magic items and Techno-Wizard weapons play a major rol l  in 
the A.M.C.  Such weaponry can b last a vampire down to nearly 
nothing, wounding it severely, and opening it to, comparatively , 
easy attack by water, stake, s i lver and frre . Due to the number of  
TW weapons employed in the A .M.C . ' s  tactics, a s izeable per
centage of Arzno soldiers are psychics, mages,  or others who 
have grown into the abi l ity to use TW weapons as adults . 

I t 's  worth noting that this methodology in frghting vampires 
flies in the face of the traditional approach of heroes,  adventur
ers and vampire hunters . Members of the A.M.C.  refer to those 
heroes without formal training, or who are gung-ho, barn
stormer, fly-by-the-seat-of-their-pants types (without reconnais
sance and inte l) as "amateurs" or "daylight s layers" and even 
"cradle robbers ." The Arzno mercs also have something of an 
el itist attitude when it comes to vampire hunting, s ince very few 
vampire hunters actual ly frght the undead in real combat with 
the same regularity that they do. This has led to countless bar 
brawls and disagreements between A.M.C .  soldiers and other 
self-styled vampire hunters .  The one exception being Reid ' s  
Rangers, who use s imi lar strategies and tactics. 

Colors & Banners 
The official colors of the Arzno Mercenary Company 

(A.M.C . )  are red and b lack with s i lver accents . The A.M.C.  em
blem is a crossed pair of swords, one wood and the other s i lver, 
behind a large shield on which the letters "A.M.C." are embla
zoned vertically. B ehind the letters are different frelds, varying 
in color and style with the unit of the wearer, or simply red to 
identify the A .M.C . as a whole. 

Standard is sue uniforms are brown and olive drab desert 
camouflage uti lities with a black "A.M.C."  over the right breast, 
and on the back below the col lar. The name of the soldier i s  
over the left breast, and rank i s  worn on the collars. Dress uni
forms for officers ( sergeant and up) are black with si lver buttons 
and red accents, w ith rank on the collars and the A.M.e.  logo 
over the right breast. 

Standard issue armor is desert camo with "A.M.C."  in black 
over the right breast and rank on the left. Both rank and logo are 
on the back of the helmet. Non-standard armor is frequently 
used when on assignment away from Arzno, and black armor i s  
used for night operations. 

Terms of Service 
As a mercenary army, contracts rarely keep a so ldier around 

if he or she wants to leave , but at least a minimal contract is re
quired if the merc is to be a full-fledged member of the Arzno 
Mercenary Corps, with all the benefrts that come with that dis
tinction . Contracts for 1 ,  2 ,  4, or as many as 10 years are avai l
able,  with options for re-enl istment (at least half of the troops 
are career soldiers) .  Smal l s igning bonuses coupled with large 
end-of-contract and advancement bonuses are used to encourage 
the signing of service agreements and to convince soldiers of 
fortune to l ive up to their commitment. Typical ly, a signing bo
nus of 1 ,000 credits i s  given when the merc frrst signs, payable 
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at the end of their training, with a substantial bonus payable at 
the end of the merc ' s  contract, increasing with the duration of 
the completed contract, from a 1 ,000 credit bonus for a I -year 

contract, to 50,000 credits or more for a completed l O-year con
tract. Promotions generally give a bonus of 1 ,000-4,000 credits 
as well ,  in addition to pay increases .  

Pay fluctuates with what the A.M.C. makes on freelance con
tracts and their cost of operations .  Typical pay is  noted with 
each rank, below. All pay is avai lable in precious metals (gold 
and silver) or  Black Market credits, and bonuses are routinely 
given as hazard pay and when large freelance jobs are com
pleted. Bonuses average out to around I D4x 1 00 credits per 
month for chief sergeant and lower ranks, payable only to sol
diers who are actively dep loyed. Al l  officers ( l ieutenant and up) 
rece ive a typical bonus of I D4x I ,000 credits four times a year 
when times are good. 

Rank 
Rank i n  the A.M.C . i s  loosely based o n  pre-Rifts and other 

conventional mil itary structures as found on Rifts Earth , though 
they have been altered to suit the smaller mercenary unit. There 
is a rough timetable for advancement, but it can be greatly hur
ried by a hardworking and discipl ined soldier, especially if  
proven in  combat. 

A Recru it holds no rank until basic training and orientation 
are completed . Until then, he is not permitted to wear a uniform , 
and is not issued any weaponry (or allowed to carry his  own) . 
Those without combat experience go through an e ight week 
train ing program where they learn basic weapon and combat 
skil ls ,  plus other skil ls essential to soldiering, l ike Land Naviga
tion and Radio: Basic. Thi s  is fol lowed by a four week course in 
combating vampires, the supernatural, and generally the Arzno 
way of doing things (standard formations, rank and privileges , 
unit makeup, etc . ) .  The training is intense ,  but only a small per
centage (5 to 1 0%) drop out. The methods used and skil ls taught 
reflect the abi l ities and ultimate position the soldier is  expected 
to hold. This also means that a private may be a green, frrst leve l 
merc, or 2nd, 3rd or even higher. It all depends on how he per
forms in combat and as a teammate . Characters with a bad atti
tude, a chip on their shoulder, a history of d isobedience or 
problems with authority may stay a private or corporal for years 
and years . This is a mercenary company, not a uniform mi litary 
body . Pay is 50 credits per week plus room and board for the 
duration of the recruit ' s  initial training, all payable upon com
pletion of the required courses .  

Experienced combat veterans take only the four week vam
pire course,  to get accl imated to the standard operating proce
dures of the A.M.e. and frghting the supernatural .  They may 
also start off with a rank assigned to them that reflects their ex
perience and positions currently avai lable  in the army. Pay var
ies by rank and actions . 

Private is the entering rank for the average soldier. Rank is 
denoted by one horizontal bar. Privates are the workhorses of 
the A.M.C . ,  doing jobs from basic maintenance to ground
pounding infantry. Typical time as a private is 1 -4 years, de
pending on the ski l l s  of the soldier, rate of attrition, and the flow 
of new recruits .  Salary is 3 50 credits per week. 



Corporal is the rank of most skil led enl isted soldiers, from 
radio operators, to pi lots, to medics, sharpshooters , etc. Most 
corporals have some additional job to supplement the ir usual 
com bat duties, sett ing them above and apart from the grunts . A 

corporal wears two horizontal bars . Salary is 400 credits per 
week. 

Sergeants are the low-level leadership of the A .M.C .  and 
oversee most of its basic operations. Sergeants can command 
fire teams, oversee work teams and operations, and may lead a 
squad or platoon. Ideally, a sergeant is always supervised by a 
superior officer. Sergeants are also e l igib le for other un ique po
sitions, the most prized of which is instructor; those who train 
the incoming soldiers . This special job is only performed 
through one or two recruit c lasses and is a high honor. The in
s ignia of a sergeant consists of one chevron . Sergeants general ly 
maintain that rank for 4- 1 2  years . Sergeants earn 500 credits per 
week, with a bonus of 50 credits per week for instructors . 

Chief Sergeants carry on the same duties as a sergeant, but 
on a larger scale, see less direct involvement in favor of a more 
managerial role, and are more autonomous in the fulfillment of 
their duties . They oversee the sergeants in their jobs and can 
command a unit of any size if there are no available lieutenants , 
though they are usually the second gun . The "chiefs," as they 
are often called, wear a chevron over a small triangle. In addi
tion to being el igible to serve as instructors, lucky chief ser
geants who have formerly served as instructors can hold the 
position of chief instructor, the overseer of training for one en
tire recruit class .  Chief sergeants may hold that rank for 2- 1 2  
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years or for l ife .  A chief sergeant' s  salary is  550 credits per 
week, with a bonus of 50 credits per week for instructors or 1 00 
credits per week for the chief instructor. 

Lieutenant is  the primary commander on the ground for the 
A .M.C .  He leads squads, platoons, and larger units, oversees 
maj or areas of technical and logistical support, and supervises a 
dozen or more chiefs in their jobs . A l ieutenant wears one chev
ron over one bar. B efore becoming a l ieutenant the soldier must 
pass a short, three-month evaluation of command, all the while 
wearing the chief sergeant rank. Advancement past l ieutenant is 
rare in the A .M.e . ,  and depends on pos ition availabil ity, since 
the number of captains is set . Salary for a lieutenant is 700 cred
its per week, plus bonuses as described above. 

Captain is as high a rank as most leaders can expect to reach 
in the A .M.C .  A captain oversees all major areas of operation . 
There is a captain assigned to head each division:  Infantry , 
Mechanized, Armor, Magic, and Combat Support. The j ob is not 
unlike that of a department head in a major corporation . For al l 
intents and purposes, their word is law .  The captain ' s  ins ignia i s  
one chevron over two bars . Captains pull a salary of 1 ,000- 1 ,200 
credits per week, p lus bonuses. 

There is one captain who outranks all others and is second in 
command of the A .M.e . ,  known as the Deputy Comm ander . 
Currently, this is the mutant power armor pilot and former ban
dit, Commander Psythe, one of the founding members of the 
A .M.C .  and the captain of the Mechanized division. A smal l ,  
four-pointed star overlaying the bars on his captain ' s  rank dis
tinguishes h im from his peers .  The deputy commander receives 
a salary of 1 ,200 credits per week, plus bonuses. 

The head of the A .M.e .  ho lds the rank of Com mander, and 
wears a large, four-pointed star for his rank. This is currently 
Prince Onra, founder of the A .M.C .  This  position wil l  only be 
avai lable upon his death or resignation . The city and its leaders 
have put absolute trust and authority in the True Atlantean and 
his abi l ity to run their army and protect the community . He, in 
return, cons iders th is his solemn duty, and he works hard to live 
up to the responsibil ity . The commander ' s  salary would be 
2 ,500 credits per week, but Prince Onra is wealthy and only 
draws enough to cover his most bas ic expenses (200-300 a 
week) .  As a prince in a noble True Atlantean house, money isn ' t  
a concern for Onra. 

Personnel 
The Arzno Mercenary Corps, be ing made up of contracted 

soldiers of fortune, does not maintain the same constancy of em
ployees that conventional mil itary forces enj oy .  That said, there 
are general trends in the number of soldiers holding membership 
with the A.M.e .  at any given time such that rough numbers can 
be provided . Numbers always stray toward the lower end during 
times of re lative calm, and reach the upper levels  when there i s  
more work to be had. Rough numbers for how many mercenar
ies are employed by the A .M.C .  at any given point are provided 
below with the descriptions of the different units within the 
company. In  the case of a crisis ,  these numbers wil l  double in a 
matter of I D6 weeks, triple if one includes volunteers who 
wou ld rise up to defend their home and c ity-state . 

It is important to note that A .M.C .  mercenary soldiers span 
dozens of races. 35% of the force is made up of D-Bees and mu-



tants, 30% have some form of magical aptitude, and 55% have 
at least minor psionic abil ities .  Due to special powers , or simply 
because they were raised using them, 65% of the members of 
the A .M.e .  are able to use Techno-Wizardry dev ices . 

Armor Mechanized 

Infantly 

Arzno Shield 

Arzno Standard 

Unit B reakdown 

Infantry 

Unit Shield :  Si lver cross on a red field.  

Typical Strength : 96 to 288 .  

Combat Support 

MagiC 

Description : Infantry are the basic,  front-line soldiers in the 
A .M.C .  They are expected to engage the enemy infantry troops, 
prov ide security and support for other units, and go places that 
larger units can't .  A lso inc luded w ith the infantry are reconnais
sance squads, special forces and commando units uti l ized for 
special tasks. Led by Captain Brandon "Ban" Marshal l ,  an 8th 
leve l Crazy . 

Typical O .C .C .s :  Any man of arms can be an infantry soldier in  
the A .M.C .  The most common include Bounty Hunters, Cow
boys, Dog Boys, Gunfighters, Gunsl ingers , Headhunters, Merc 
Sold iers, Psi-Stalkers, Psychics, practitioners of magic, Special 
Forces, Wi lderness  Scouts, bandit types, and anyone with at 
least basic combat training in hand to hand and one or two mod
em W.P .s  (including CS equivalents). 
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Mechanized 

Unit Shield: Three vertical stripes :  red-gold-red. 

Typical Strength : 48 to 96.  

Description : The Mechan ized troops of the A.M.C.  are those 
specially trained in pi loting combat vehicles, including giant ro
bots , tanks, aircraft and other combat vehicles. This is important 
given the w ide expanse in which the A.M.e.  operates and the 
necess ity for rapid transit and good communications. The Mech
anized division is  responsible for everything from the transport 
of supplies, to long-range reconnaissance, troop support, front
line combat and s ieges on fortified positions . The Mechanized 
divis ion also includes the A .M.C . ' s  l imited experimentation 
with fixed- and rotary-wing aircraft. Led by Deputy Commander 
Psythe. 

Typical O .C .C . s :  Mechanized fighting men and women may in
clude most of the same character classes as the infantry, with 
training in operating combat vehicles, but are primarily Glitter 
Boy pilots, Headhunters, Operators, Phaeton Juicers, and Robot 
Pi lots : Robot MOS ; or any O .e .C .  with extensive piloting skil l s .  

Armored 

Unit Shield : Red shield inscribed on white. 

Typical Strength : 72 to 1 44 .  

Description : The Armored division of the A .M.e . ,  made up 
principally of heavy Combat Cyborgs and power armor. May be 
considered a heavy infantry division with heavy weaponry . 
These heavy-hitters are designed to take heavy fire and keep 
moving, providing troop support, conducting surgical strikes , 
punching through enemy l ines, and more . The armored division 
may employ ground-based units and/or flying power armor. Led 
by Captain Ferdinand Merris ,  better known as "Rumble," a 
full-conversion ' Borg (6th level M ining Borg, 3rd level Military 
Borg) . 

Typical O .C .C . s :  Combat Cyborg, CyberS l inger Cyborg, Gl itter 
Boy, and Robot Pi lot: Power Armor MOS; full convers ion 
' Borgs make up half of the division. 

Magic 

Unit Shield : Blue "X" on a red field. 

Typical Strength : 48 to 96.  

Description : The Magic division is made up of all types of prac
titioners of magic, particu larly spell-casters . Mages supply sup
port, healing, and heavy firepower for other divisions as well as 
engage directly in combat alongside other forces . Special teams 
may be composed entirely of magic practitioners, or mages and 
psychics, or a mixed group of mages, psychics and special ops . 
Note that practitioners of magic (and psychics) are ass igned 
throughout the A .M.C .  serving in roles from Infantry to Combat 
Support, as their ski l ls al low. Most are humanoids; there are 
very few dragons or other creatures of magic in Arzno, other 
than the Lyn-Srial . The Magic division is  led by Captain SuI 
Lyross,  a 7th level Lyn-Srial C loudweaver. 

Typical O .C .C . s :  Ley L ine Walkers , Mystics, Techno-Wizards, 
Warlocks, and the occas ional Cloudweaver (Lyn-Srial) and 
other magic O .e.e . ,  and most conventional spell casters are 
commonly found in the Magic division. Necromancers are never 
employed by the A .M.C . ,  and Shifters are a rarity . 



Combat Support 

Unit Shield: Orange circle on a red field. 

Typical Strength : 96 to 1 88 . 

Description : Every army needs support from behind the l ines . 
Anything from food to vehicle repairs to medicine and commu
nications are provided by the dedicated soldiers of the Combat 
Support division. While they are not primari ly combatants, a l l  
are expected to be able to defend themse lves in a fight . Led by 
Captain "S l im" Jim Mahoney, a 1 0th level Techno-Wizard. 

Typical O.C .C .s :  Body F ixers, Cyber-Docs, Psychic Healers , 
Operators, Preachers, Psychics,  Rogue Scientists, Rogue 
Scholars, Techno-Wizards, and Vagabonds are the most com
mon . May include psychics,  other O .C .C .s ,  and any number of 
personnel to keep the army and its soldiers, weapons, and ma
chines running properly, including volunteers, civil ian mi l itia 
personnel ,  retired soldiers , Sheriff, Deputies, and any able body 
or skil led individual able to fi l l  a needed position . 

Weapons and Equipment 
As a mercenary organization, the A .M .C . has  a great percent

age of its troopers who provide their own equipment, including 
weapons, body armor, and even a vehicle or rid ing animal . The 
A.M .C . is only too happy to provide repairs, ammunition, and 
E-C lip recharging for those who bring their own gear, as well as 
provide bas ic food, supplies,  room and board for the soldiers in 
the A.M.C . There is also equipment avai lable for those in need, 
and weapons, gear, and vehicles provided by the A .M .C . for 
spec ial assignments . 

What the A .M.C . provides to every merc in its army is vam
pire-fighting equipment, both conventional and magical (typi 
cally Techno-Wizard weapons and devices in the case of the 
latter) . Most soldiers come to Arzno with only a vague idea of 
what is needed to properly fight a vampire, and without the 
proper weapons, gear and armor they are easy targets . To that 
end, the A.M.C . supplies all types of anti-vampire equipment for 
use in the field, though the best of the best are usually reserved 
for officers (sergeants and higher), soldiers who have distin
guished themselves in the l ine of duty, Special Ops, and for use 
on special assignment. 

A.M.C.  
Characters of Note 

Prince Onra Misvina 
Commander of the Arzno Mercenary Corps 

Onra Misvina is the younger of two sons in the rul ing family 
of the house of L ibson, in the True Atlantean clan of Bagh
Dach. While his father is a rul ing lord on a far-distant world and 
his older brother is the heir to al l  that his  fami ly has attained, 
Onra bel ieves that he is the most blessed of his fami ly ,  able to 
wander the Megaverse and be a hero to champion those in need . 
Such heroism has been a long tradition in his fami ly for millen
nia, and he is proud to fol low in their shoes . 
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His travels eventual ly brought him to Arzno, where he feels a 
sense of purpose and destiny . He has a feeling that the hand of 
fate has brought h im to thi s  land and that something important i s  
about to  unfold. For  a while,  he thought it might be riding to  the 
aid of Toikeen, but he decided that was not it . For the last few 
years, he has had an aching fee ling that his destiny involves bat
tling with the undead. Indeed, he has even had a dream about 
mak ing a stand, right here at Arzno, against hordes of the mon
sters . He prays that his dream is nothing more than paranoia, but 
s ince he cannot shake the feel ing of impending trouble,  he has 
been making preparations for a fearsome battle w ith the walking 
dead . 

In the meanwhile, he works  to make a better, safer life for the 
people of Arzno. He sees in this fortified city of mercs , mages 
and s imple folk a budding, new k ingdom in the Southwest. He 
also knows that wi l l  make Arzno a target for bandits, usurpers 
and the undead. In fact, he sees Arzno as the vampires' greatest 
obstacle for an invasion from the south . 

Unlike the m isguided people of the "civil ized" world, the cit
izens of Arzno have a fighting spirit that would not die . That' s 
what attracted the young prince to this desolate land in the first 
place.  With the help of several companions he has gathered to 
help him, he has m ade Arzno stronger and helped to insti l l  an 
even greater sense of honor and gallantry in its warriors . 

Prince Onra is more prepared for vampire troub le than any
one but his closest aides and captains of the A .M .e . rea lize . He 
has heard rumors that a vampire army is building somewhere in 
the south . The obv ious location would seem to be Bisbee, but 
his gut te lls him otherwise . He doesn ' t  know about Xavier Stu
art or his legions in Fort Tombstone, but he is prepared for the 
worst. Unti l  he and his agents (player characters working se
cretly for Onra to locate the vampire threat?) find out more, he 
must be satisfied with continuing to bui ld and protect Arzno and 
destroy as many of the undead as his mercenary army encoun
ters . 

Onra Misvina Stats 

Real Name :  Onra Misvina, of House Libson, clan Bagh-Dach . 

Ran k: Commander. Race: True Atlantean . 

Alignment:  Scrupulous . 

Attributes : I .Q . 1 9 ,  M .E . 1 9, M.A . 1 7, P .S . 26, P .P. 1 9, P .E . 23 , 
P .B . I 9, Spd 3 1 . 

Height: 6 feet, 5 inches (2 .0 m) ;  Weight: 260 lbs ( 1 1 7  kg) . 

Age : 1 26 ;  looks to be in his late twenties . 

Hit Points : 54 ;  S.D.C. :  94 . 

P.P.E. : 1 1 3 ;  I .S.P. : Not appl icable. 

Experience Level :  1 2th level Merc Soldier (Point Man/Scout). 

Description : Onra is tal l ,  as all True Atlanteans are, and incred-
ibly well-built with broad shoulders and an athlete ' s  phy
sique . He always seems to be wearing clean, pressed clothes 
of the highest qual ity, and his weapons and armor are always 
spotless and polished. Everything about h im exudes the air of 
a soldier and knightly gentleman ; he i s  exactly what you 
would expect of a True Atlantean prince. 

Disposition : Onra is a youthful looking, eager hero with an ad
venturous spirit and vigor that bel ies his vast experience as a 

warrior and traveler of the Megaverse . He seeks to bring 



honor to his family and peace to the region by defeating the 
threats that constantly present themselves to Arzno and its 
neighbors . While he is not a zealot, he certainly loathes va�
pires and the Splugorth, and is h ighly protective of his 
friends and comrades. A soldier and warrior by trade, he has 
learned to accept his shortfalls (he is not a tactician, for ex
ample), and turns to trusted officers and advisors for their 
views and suggestions . He is  a natural leader, trusted and re
spected by his men and the people of Arzno.  More than any
thing, Onra prefers to be in the thick of battle, in all-out 
melee combat, part icularly when combating vampires. 

Skills of Note : R.C.C. Ski l l s :  Language : AtianteaniGreek 
(98%), Language : American (98%), Language : Dragonese/ 
Elven (90%), Literacy : Atlantean/Greek (98%), Literacy : 
American (90%), and Literacy : DragoneselElven (90%) . 

M.O.S .  Ski l ls :  Detect Ambush (98%), Detect Concealment 
(95%), Inte l l igence (96%), Land Navigation (98%), Prowl 
(98%), Surveil lance (98%), and Wilderness Survival (98%). 

O .C .C .  Ski l l s :  C l imbing (98%/98%), Computer Operation 
(98%), Ath letics (General) ,  Mathematics : Basic (98%), Mil i 
tary Etiquette (98%), Radio :  Basic (98%),  Running, and S ign 
Language (Military, 90%) . 

Physical Sk i l ls :  Fencing, Boxing, and Kick Boxing. 

Other Assorted O .C .C .  Related Skil ls : Lore: Demons & 
Monsters (80%), and Law (55%).  

Secondary Ski l ls :  Pi lot :  Hover Craft (Ground, 9 8%), 
Swimming (98%), First Aid (90%), Horsemanship: Exotic 
(75%/65%) , Language: Spanish (67%) , L iteracy : Spanish 
(55%), and Pilot :  Automobile (65%). 

Weapon Proficiencies:  W.P. Knife, W.P. Sword, W.P. E�
ergy Pistol, and W.P .  Energy Rifle at 1 2th level of expen
ence, and W.P .  Handguns at 1 st level of experience. 

Special Abilities : Standard for True Atlanteans,  including the 
Marks of Heritage and other magic tattoos (see below), in
creased P .P .E .  recovery ( 1 0  points per hour of s leep, or 1 5  
per hour of meditation), cannot be physically transformed by 
any means, continue to grow as an adult, sense vampires in a 
1 ,000 foot radius (305 m), recogn ize vampires by appearance 
(98%), operate dimensional pyramids (90%), and other b?
nuses already included in various statist ics .  Also see MagiC 
Knowledge , below.  

As a well-traveled soldier in the service of his fami ly ' s  
mil itary guard, Prince Onra has a number o f  contacts 
throughout Rifts Earth and the Megaverse .  Most notably, he 
knows arms dealers and mercenaries in Lazlo ,  the Magic 
Zone, and the Colorado Baronies on Earth , as wel l  as many 
across the Three Galaxies. 

Psionics: None. 

Magic Knowledge : All True Atlanteans have an understanding 
of the fundamentals and use of magic, in addition to lore and 
the use of magic tattoos. A lso, True Atlanteans can sense ley 
l ines ( 1 20 milel 1 92 km radius, 90% to locate) ,  sense ley l ine 
nexuses (9 8% to locate), sense the opening of Rifts ( 1 60 
miles/256 km), and can ley l ine phase (4 times per hour, up 
to 1 6  times per day) same as the Ley Line Walker. 

Magic Tattoos: Sword covered in Flames ( 1 0), Heart Pierced 
by a Wooden Stake ( 1 5) ,  Simple Weapon: Wooden Sword 
(2), and Simple Weapon: S i lver Knife (2) . 
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Com bat Training: Hand to Hand:  Martial Arts, Boxing, 
Fencing, and Kick Boxing. 

Attacks Per Melee : Eight. 

Com bat Modifiers : +2 to initiative, +4 to strike, + 1 0  to parry 
and dodge, +3 to pull  punch, +5 to rol l  with punch/fal l/im
pact, +2 to entangle ,  +4 to disarm, and + 1 5  to damage . 

Other Com bat Info :  Body flip/throw, al l  hand strikes, all foot 
strikes including leap kick (plus roundhouse kick, axe kick, 
and knee strike), critical strike on an unmodified rol l  of 1 8 , 
1 9 , or 20, paired weapons,  all holds, back flip, back flip es
cape, back flip attack, knockout/stun on an unmodified roll of 
20, + 1 to strike and parry with a sword or dagger, and + 1 D6 
damage with a sword. 

Other Modifiers: +5% to all ski l ls (already included), +2 to 
save vs psionics/insanity, 45% trust/intim idate, + 1 6% to save 
vs coma/death, +4 to save vs poison, +6 to save vs magic, 
45% charm/impress ,  and +4 to save vs Horror Factor. 

Weapons of Note: Access to anything in the A.M.C.  armory or 
the A.W.M.  catalog, plus a few personal favorites .  The 

Pyrus Blade i s  an heirloom of the house of Libson, tradition
ally wielded by a younger son of the rul ing family. This 
broadsword has been in the hands of thousands of True 
Atlantean warriors over the ages,  and predates the separation 
of the True Atlanteans from Earth and the disappearance of 
Atlantis .  While not extraordinary in power, its presence is 
enough to inspire fear in those who have faced it before , par
ticularly ancient vampires and minions of the Splugorth . It is 
Onra' s  favorite weapon to use in combat. While not a rune 
weapon, over the mi l lennia the magic sword has deve loped 
its own sort of m inor consciousness and hatred for vampires 
and Splugorth m in ions . Whenever entering combat with ei
ther of those groups, the blade of the sword becomes en
gulfed in flame, inflicting double damage. This magical 
flame inflicts its damage even to those normally impervious 
to fire, but not those impervious to magic. Damage: 4D6 
S .D .C .  damage or 4D6 M.D .  against Mega-Damage oppo
nents (8D6 against vampires and Splugorth) .  Length : 3 feet 
(0 .9 m). 

A TW Converted NG-LP25 Laser Pulse Subma

chine-Gun :  Mega-Damage : 2D6+ 1 M.D.  per single shot, or 
5D6 per rapid-fire , triple- shot pulse. Rate of Fire : Standard . 
Range : 1 ,000 feet (305 m) .  Payload: 1 0  s ingle shots per 7 
P .P .E .  

NG-P7 Particle Beam Rifle: Mega-Damage: 2D4x l O  
M.D .  Rate o f  F ire : Standard. Range : 1 ,200 feet (365 m). Pay
load : 1 0  shots with a long E-CJip; plus 4 long E-C lips. 

Body Armor:  Onra normally wears a suit of personalized 
A.W.M.  Exterminator armor with an extra-heavy force field. 
He has access to anything in the A.M.C.  arsenal, and occa
sionally even prototype des igns from A.W.M. M.D. C . :  Main 
Body : 1 00, Arms:  40 each , Legs : 50 each, Head/Helmet: 75 
M.D .C . ,  and Magic Force Field:  1 20 M.D.C .  Other items in
clude a TW Stake Driver (described in the weapons section), 
a pair of s i lver plated throwing daggers ( I D6 S .D .C .  damage, 
+2 to strike when thrown), a dozen stakes and a mallet, large 

Wilk ' s  laser flashl ight, h igh-powered binoculars, a survival 
kit Robot Medical Kit, an I RMSS,  a Vibro-Knife ( I D6 
M.

'
D.) ,  and wears a large s i lver cross around his neck. Other

wise, he takes whatever gear is necessary for the job, but pre
fers to travel l ight. 



Vehicle: While he has any of the A .M.C . ' s  mi litary vehicles 
avai lable for his personal use, he owns a Hunter Glittermount 
named /ppos that is his personal favorite . 

Cybernetics :  None. 

Other Notable Members of the A.M.e. 

& the Friends and Advisors of Onra 
Psythe - A.M.e. Second-in-Command 

This is the A.M.C. ' s  strategy and tactics genius . He is a mas
ter at pick ing ambush points and selecting targets, and has 
plenty of anti-vampire experience from his days near the Mexi
can border. While Onra is the moral center and example for the 
sold iers to follow, it is Psythe who has developed them into one 
of the best mercenary armies on the continent . 

Deputy Commander Psythe is a mutant human, though he 
doesn 't have any spectacu lar powers . His m inor genetic aberra
tions are enough to prevent him from taking part in mainstream 
human society, and caused him to be persecuted terribly by the 
Coalition States . After a stellar career as a highwayman and out
law, Psythe crossed paths with Prince Onra Misvina and the two 
unl ikely characters became great friends . Fact was,  Psythe is a 
hero at heart who never had the opportunity to be one unti l  
hooking up with Onra and his crew . 

Deputy Commander Psythe desp ises people who are xeno
phobes and bigots (including the CS army) almost as much as 
the undead and demons . H is one great soft spot in the world is 
for non-humans and human mutants . 

For personal combat, Psythe loves to use his "salvaged" 
old-style Death ' s  Head SAMAS,  which he picked up in his early 
days of raiding. He learned the basic pi loting and combat skil l s  
from a member of h is  gang, but has put a lot  of time into flying 
and even learning how to patch up little things when they go 
wrong. It is his pride and joy, and he has discounted ideas by 
others to get him a Wild Weasel or other style of SAMAS, or to 
add TW improvements to his existing suit or its weaponry. 

Quick Stats - Alignment:  Unprincipled (was once Anarchist) , 
but is s low ly moving up the ladder and may one day reach 
Scrupulous . Attributes : I .Q . 1 2, M .E . 1 2 ,  M .A. 1 1 , P . S . 1 3 , 
P .P. 1 1 , P .E . 1 3 ,  P .B . 1 1 , Spd 1 1 . Age: 44 . Hit Points : 48 . 
S.D.C. : 5 1 . P.P.E. : 6 . 

Experience Level:  9th level Bandit: Highwayman. 

Skills of Note: Language: American (98%), Language: Spanish 
(94%), Literacy : American (3 5%), Mathematics : Basic 
(95%), Radio: Basic (95%), Basic Mechanics (3 5%), Camou
flage (80%), Detect Ambush (90%), F ind Contraband (72%), 
Trap Construction (72%), Trap/Mine Detection (70%), De
mol itions (98%), Pi lot: Hovercycles, Skycycles & Rocket
bikes (94%), Trick Riding, Horsemanship: Cowboy 
(90%174%) , Land Navigation (83%), Streetwise (62%), 
Weapon Systems (70%), Pi lot: Robots & Power Armor 
(65%), Robot Combat :  Basic, Sensory Equipment (3 0%), 

Wilderness Survival (80%), Prowl (70%), Survei l lance 
(75%), First Aid (85%), Gambling (Standard, 70%), Lore : 
Demons & Monsters (65%), Climbing (70%/60%), W.P . En
ergy Pistol ,  W.P . Energy Rifle, and W.P. Knife, all at 9th 
leve l of experience, W. P. Heavy M.D . Weapons at 7th level 
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of experience, and W.P . H andguns at 3rd level of experience . 
Power Armor Combat: Basic at 4th level . 

Special Mutant Abil ities : Alert and Quick Response (bonuses 
already included) . 

Psionics : Minor psychic, requires a 1 2  to save vs psionics . Re
sist Fatigue (4) and Resist Hunger (6). I.S .P. : 47 . 

Attacks Per Melee : S ix - Expert. 

Bonuses : +6 to initiative, +2 to strike, +3 to parry and dodge, 
+5 to pul l  punch, +4 to ro l l  with impact, +3 to disarm, +4 to 
save vs Horror Factor, karate punch, karate kick, critical 
strike on an unmodified rol l  of 1 8 , 1 9, or 20, paired weapons . 

Additional Bonuses in Power Armor Combat: + 1  attack per 
melee, + 1 to strike ,  + 1 to parry, + 1 to dodge, and + 1 to rol l  
with punch/fall/impact. Sensor bonuses l isted with the 
PA-06A SAMAS give an additional +2 to strike and + 1  to 
dodge in ranged combat only . 

Weapons of Note: Psythe has access to anything in the A .M.C . 
armory. His favorites include : TW Grenades of Carpet of Ad
hesion, Flash Freeze Grenades, TW Fireburst Rifle (3 D6+6 
M.D .) ,  Wilk ' s  237  Backup pistol (3D6 M .D.), C-40R Coali
tion SAMAS Rai l Gun ( I D4x 1 0  M.D. for a burst ; 4,000 
footl l ,2 1 9  m range ; good for 50  bursts) . 

Body Armor:  PA-06A "Old Style" SAMAS . M.D.C . : Shoulder 
Wings : 30 each, Main Rear Jets : 60 each, Main Body :  250,  
Arms :  50 each, Legs :  1 00 each, and Head/Helmet: 70 M .D.C . 
Speed: 60 mph (96 km) running, 300 mph (480 km) flying. 

Cybernetics :  None. 

Fidel - Lieutenant in the A.M.e. 

Lt. F idel is  a Rogue Coalition Dog Boy who went AWOL to 
fight vampires . He hired h imself out as a mercenary and bounty 
hunter throughout the Southwest until he joined the A.M.C . 
Now he knows this  is where he ' s  supposed to be . L ike Prince 
Onra, the Dog Boy bel ieves it is fate that has p laced him with 
the A .M.C . and that a cris is  with vampires is brewing. 

In the A.M .C . , Lt . Fidel  oversees the training and indoctrina
tion of new soldiers . As the only officer in the outfit to serve in 
an honest-to-goodness mi l itary as ide from the A .M.C . , he has a 
unique perspective and background in mi l itary operations,  struc
ture , and maintaining order and d iscipline even under the worst 
combat s ituations. The position of instructor seems to fit him 
very well, and he has turned out many of the sharpest c lasses of 
cadets to ever bear the A .M .C . colors . 

Quick Stats - Mutant Canine/Dog Boy (Rottwei ler) . 

Alignment:  Unprincipled . Attributes : I .Q . 1 1 , M.E .  1 3 , M .A . 
1 2 ,  P . S . 25 ,  P .P . 1 8 , P .E . 28 ,  P .B . 8, Spd 4 1 . Age: 1 1 . Hit 

Points : 48 . S.D.C. : 82 . P.P.E. : 1 2 . I.S .P. : 93 . 

Experience Level :  6th level Dog Pack R.C .C . 

Skil ls of Note: Language : American (88%), Language: Dragonese/ 
Elven (70%), Language : Spanish (62%), Literacy: American 

(60%), Cl imbing (75%/65%), First Aid (70%), Intel l igence 
(58%), Interrogation (60%), Land Navigation (66%), Lore : 
Demons & Monsters (55%), Lore : Magic (55%), Mi litary Et
iquette (70%), Pilot: Automobile (70%), P ilot: Motorcycles 
& Snowmobi les (76%), P i lot : Hover Craft (Ground, 8 5%), 
Prowl (50%), Recognize Weapon Qual ity (50%), Radio : Ba-





sic (80%), Running, Wilderness Survival (65%), W.P .  En
ergy Pistol, W.P. Energy Rifle, W.P .  B lunt, and W.P .  Knife, 
all at 6th level of experience, and W.P. Rifle at 3 rd level of 
experience. 

Special Abilities : Standard for Dog Boys .  Psionics : Master 
psych ic, requires a 10 to save vs ps ionics . Empathy (4), Mind 
Block (4), Sense Evil (2), Sense Magic (3) ,  and Sixth Sense 
(2). I.S.P. : 93 . Magic:  Lore only, but loves using TW weap
ons and devices. 

Attacks Per Melee : 5 ,  Hand to Hand: Martial Arts . 

Bon uses of Note : +4 to initiative, +5 to strike , +7 to parry and 
dodge, +3 to pull punch, +4 to rol l  with punch/fall/impact, + I 
to entangle, + I 0 to damage . +2 to save vs psionics, +2 to 
save vs mind control ,  +2 to save vs possession,  +2 to save vs 
i l lus ions, +2 to save vs disease, +26% to save vs coma/death, 
+7 to save vs poison, +7 to save vs magic, +2 to save vs 
curses, and +5 to Perception Rol l s .  

Weapons of Note: Fide l  has access to  anything in  the A .M.C . ,  
as  we l l  as a few favorites. 

Body Armor:  Ironwood Hunter armor. 

Other Equ ipment :  C- I 2  Heavy Assault Laser Rifle (406 M.D . ,  
206 M .D. or  606 S .D .e . ) ,  vampire-hunting equipment, in
cluding crosses, wooden stakes ,  and several vials of holy wa
ter, gas mask, bedrol l ,  rope, mess kit, rations, three canteens 
of water, an NG Prowler Hovercycle (top speed is 1 90 
mph/304 km ;  900 mi lel 1440 km range). 

Cybernetics :  None. 

Gerra No 'ta 

Head Field Mechanic for the Arzno Mercenary Corps. 

Gerra is a Trimadore , a re latively rare D-Bee species that has 
found its way to Rifts Earth . He was born in the New West and 
trave led with his parents as they drifted from place to place 
chas ing work. After coming into his own , he headed to greener 
pastures at Arzno and got a job at A .W.M.  His abi l ity to think 
on his feet is uncanny , and his skil l  as a Techno-Wizard is  cou
pled with vast mechanical knowledge and psionic abi l ities, mak
ing him an ideal field mechanic .  Furthermore, Gerra has proven 
to be a cunning tactician in the use of magic, and an expert in 
the uti lization of TW resources. He is the bri l l iant m ind behind 
the " Imitator" body armor, the "Vamp Kil ler 2000," and many 
other unique inventions thrown into ful l  production by A.W.M.  
His troops respect him for h i s  abi l ities on and off the battlefield, 
and few are troubled by his unusually alien appearance. 

Quick Stats - Gerra No'ta - Chief Sergeant. Race: Trimadore . 

Alignment: Unprincipled . Attributes : I .Q .  1 7 , M.E .  1 0 , M.A.  
1 1 , P .S .  1 2, P .P .  1 2 ,  P .E .  1 4, P .B .  7 ,  Spd 1 0 . Height: 7 feet, 7 
inches (2 .3 m). Age: 3 5 .  Hit Points : 29;  S.D.C. : 5 1 .  P.P.E. : 

1 05 ;  I.S.P. : 79. 

Experience Level : 5th level Techno-Wizard. 

Skills of Note : Language: American (98%), Language: Techno
Can (80%), Literacy: American (73%), Literacy : Techno-Can 
(58%), Language : Spanish (80%), Radio :  Basic (78%), Com
puter Operation (68%), Computer Programming (5 8%), 
Computer Repair (63%), B asic E lectronics (68%), Field Ar
morer & Munitions Expert (63%), Jury Rig (68%), Mechani
cal Engineer (68%), Sensory Equipment (63%), Techno-
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Wizard Device Construction (9 1 %), Recycling (63%), Vehi
cle Armorer (63%), Weapons Engineer (58%) .  Mathematics : 
Basic (88%) and Advanced (68%), Pilot: Hover Craft 
(Ground, 78%), P i lot: Automobile (76%), Hand to Hand : Ba
sic, W.P .  Knife, W.P .  Energy Pistol, W.P .  Energy Rifle, and 
W.P .  Heavy Mega-Damage Weapons. 

Special Abilities : L ike all Trimadore, Gerra has perfect vision 
and excel lent hearing, a strong mechanical aptitude, and a su
perior sense of touch. 

Psionics: Major psion ic, requ ires a 12 to save vs psionics . Ma
chine Ghost ( 1 2) ,  Mind B lock (4), Obj ect Read (6), Speed 
Reading (2), Telemechanics ( 1 0), and Total Recall (2) .  

Magic Knowledge: Spel l  Strength of 1 3 .  Has access to the 
spel ls  of all of the mages at the A .M.C .  and A. W.M. for the 
purposes of creating TW devices .  

Attacks Per Melee : 6 ;  Hand to Hand : Basic .  

Bonuses of Note: +2 to initiative, +1 to strike, +2 to parry and 
dodge, +4 to pull punch, and +4 to roll with impact, + 1 to 
save vs possession, + 1  to save vs poison, +2 to save vs 
magic, + 1 to save vs disease, +7 to save vs Horror Factor, 
and +3 to Perception Rolls  that involve magic or machines or 
their combination . 

Weapons of  Note: Gerra has access to anything available to the 
A .M.C .  or in the A .  W.M.  catalog, including some modified 
and souped-up vers ions .  Customized TW "Supernova" : 

Mega-Damage: I D4x I O  per single bolt of red,  swirling en
ergy or 4D4x l O  M .D .  from a customized "supernova" s ingle 
shot (counts as two melee attacks) !  Rate of Fire : S ingle shot 
only . Range : 1 ,200 feet (366 m). Payload: 8 normal single 
shots, or two "Supernova" blasts per magic E-Cl ip. Gerra has 
modified the weapon to store four E-Clips at a time. Costs 25 
P .P .E .  or 50 I . S .P .  to recharge one I D4x I O  blast and 1 00 
P .P .E .  or 200 I . S .P .  for a 4D4x l O  M.D.  blast blast. 

Other Equipment:  TW Raging Bull customized for his s ize 
and shape (plus an extra 25 M.D .C.) ,  a jet-black TW Sand 
Ranger Combat Truck too l kit, a wide variety of gems and 
precious stones, and everything you would expect to find in a 
well-equipped tool kit. 

Cybernetics :  None. 

Samantha 

Sergeant & resident Were-Beast (Jaguar) 

Sgt. Samantha spends most of her time in her human form 
for the comfort of others. She is most comfortab le, however, in 
Were-Jaguar form - half-human, half-jaguar - and always as
sumes that form when hunting or in combat .  Sgt. Sam is a bri l
l iant fighter and hunter, and is  well- l iked by the troops, who 
consider her "one of the guys ."  She has a deep hatred for vam
pires, zombies, an imated dead, demons and most supernatural 
evil . 

Even after all these years, the sergeant suffers from insecuri
ties about being a Were-beast, and stil l  feels as if she is an out
s ider. Desp ite her insecurities, she has become an indispensable 
member and leader of the A .M.e .  

Quick Stats - Sgt. Samantha - Were-Jaguar 

Alignment: Unprincipled.  Attributes : I .Q. 9 ,  M.E .  1 1 , M.A .  
1 3 ,  P . S .  20 ,  P .P .  2 1 ,  P .E .  1 9 , P .B .  1 3 ,  Spd 28 .  Age : 33 .  Hor-



ror Factor:  1 2  in animal form; not applicable to the human 
form . 

Hit Points : 54 ; S.D.C. : Not appl icable .  P.P.E. : 70 ;  I .S.P. : 23 . 

Experience Level:  5th level Were-Jaguar. 

Skills of Note : Acrobatics (90%), Camouflage (55%), C l imbing 
(95%/85%),  Detect Ambush (5 5%), Detect Concealment 
(50%), Hunting, Language : Spanish (98%), Language: 
American (98%), Language: Dragonese/Elven (82%), Lan
guage: Gobblely (82%), Land Navigation (72%), Lore: Demons 
& Monsters (45%), Lore : Magic (45%), Prowl (72%), 
Swimming (80%), Mathematics : Basic (80%), Track & Trap 
Animals (5 5%/65%), Tracking (50%), Wilderness Survival 
(70%), W.P.  Knife and W.P .  Targeting. 

Were-Beast Abilities : Speak while in animal shape, leap 30 
feet (9. 1 m) h igh or lengthwise from a standing pos ition, 
track by smell 60% (+ 1 0% to fo l low blood scent), nightvi
sion 300 feet (9 l . 5 m), keen color vision and hearing, and 
bio-regenerates 2D6 Hit Points an hour. Impervious to most 
weapons, except si lver and magic. Shape-Changer: Can 
change shape at wi l l ,  day or night. There is no l imit to the 
number of times the creature can perform a metamorphosis 
or how long she can maintain that particu lar shape. The three 
poss ible forms are human,  jaguar, and the natural shape of 
half-woman/half-jaguar. See Rifts® World Book 1 :  Vam

pire KingdomsTM, or Rifts® Dark Conversions™ for more 
info on Were-beasts .  

Psionics : Minor psych ic, requ ires a 12  to  save vs psionics. Mind 
B lock (4), See the Invisible (4), and Sixth Sense (2). 

Magic : Spe ll Strength of 1 2 .  Tongues ( 1 2),  Chameleon (6), As
tral Project ion ( 1 0), Repe l Animals (7), Heal Wounds ( 1 0), 
Metamorphosis :  Animal (25) ,  and Metamorphosis :  Human 
(40). 

Attacks Per Melee: 5 in natural or j aguar form, or only 3 in hu
man form . 

Bon uses : + 1 to initiative, +5 to strike, +5 to parry and dodge, 
+ 1 to pull punch, +2 to rol l  with impact, +5 to damage, +2 to 
save vs ps ionics, +2 to save vs possession, +8% to save vs 
coma/death , impervious to poisons/toxins, +4 to save vs 
magic, and +6 to save vs Horror Factor. Human : Punch does 
2D4 S .D.C . damage, a kick 2D6+3 , and a bite does 1 D6 
damage . Damage bonus l isted above applies to all  of these 
S .D .C .  attacks. Jaguar-Woman or Jaguar: Restrained punch 
does 3D6 S .D.C.  (plus damage bonus li sted above), full
strength punch does I D6 M.D . ,  and a power punch does 2D6 
M.D. (takes two attacks). A claw strike does an extra 2D4 
M.D. ,  a normal bite does I D6 M.D . ,  and a power bite does 
2D6 M.D. (takes two attacks) . 

Weapons of Note : Doesn ' t  usually use a weapon in combat and 
doesn 't own many , but she has half a dozen s i lver throwing 

knives to fight the undead. Body Armor: None . Vehicle: 

None, and other equipment is kept to a m inium. 

Cybernetics :  None . Not compatible .  
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Weapons & 
Equipment 

Standard Issue to the A.M.e. 
• L-20 Laser Pulse Rifle (Rifts® Ultimate Edition,  page 270 ;  

mundane or  TW-converted) . 

• NG-33 Northern Gun Laser Pistol (Rifts® Ultim ate Ed ition, 

page 269-270; mundane or TW-converted). 

• Metal Water Rifle (Rifts® World Book 1 :  Vam pire King

doms, page 30) or TW Water Rifle (see equipment section). 

• TW Light Armor (see equ ipment section; for those unable to 
use Techno-Wizardry, the stripped-down vers ion is  issued). 

• Si lver rounds for rail guns.  

• Si lver bullets for conventional weapons .  

• Si lver-plated or wooden daggers . 

• Wooden stakes and mallets . 

• Wooden cross necklaces. 

• Cloves of garl ic, holy water, and other items that damage or 
repel vampires. 

Plus any of the fol lowing TW items ,  though probably l imited 
to the elite troops, special ops, officers and special assignments 
invo lving vampire slaying. Also see items in Rifts® Vampire 

Kingdoms. 

New Techno
Wizard Items 

A note on TW use. The question of who can, and who can 
not use Techno-Wizardry is among the most-asked by Rifts® 
fans .  If  I may, let me give you the official word from the Rifts® 

Book of Magic . 

"Anyone who can draw upon mystical forces or tap their own 
P .P .E . ,  I . S .P .  or even Chi can power and use Techno-Wizard de
vices .  Likewise, those who are open to the supernatural or have 
large amounts of P .P .E . ,  l ike chi ldren, may be able to power and 
use Techno-Wizard items (often without realizing how). With 
children, the abil ity to power and use TW items may d isappear 
with age, or with enough practice,  may be retained even though 
they may have a lower amount of P .P .E .  as they get older." 

In addition, in Rifts® Merc Ops (page 1 3 8) the term " large 
amounts of P .P .E ."  is further c larified as 1 0  or more P. P. E. 

points, or double that in I.s.P. 

This detai ls it pretty well ,  I think, though I should note that 
there are some specific devices that may not fol low these rules . 



However, unless a particular item says something different in its 
description , the above are the official Palladium rules. 

I just wanted to draw some attention to the last statement in 
the Rifts® Book of Magic, that with practice one may maintain 
the abi l ity to operate Techno-Wizardry from youth into adult
hood, even in the absence of magical or supernatural abi l ities . 
This is important for magic-using communities such as Tolkeen, 
Lazlo, the Magic Zone, and to a lesser extent, Arzno, whose citi
zens use TW in everyday l ife .  Because your average Arznoan 
and Tolkeenite has spent h is  entire l ife turning on TW powered 
lamps and driving magically-fueled cars , such a person wil l  be 
able to operate Techno-Wizardry even if lacking mystic training 
or paranormal abil ities . Meaning, that as a child or teen grows 
into adulthood, instead of losing his P .P .E .  he retains it (2D6+ 1 1  
points on average), which can then be used to power and acti
vate Techno-Wizard devices that don 't  require high levels of 
P .P .E .  While use of TW is  not nearly as common in Arzno as 
some places in North America, it is common enough that a large 
percentage of the population (more than half) can use such items 
without problem because they have a good reserve of P .P.E .  as 
children, teens and adults . 

A note on TW p ricing:  In most Rifts® books , the price 
listed with any item , TW or otherwise, is usually the Black Mar
ket price, as this is l ikely what a character wil l  have to pay in or
der to get their hands on whatever they' re buying. In the pages 
that follow, however, you wi l l  notice that there are typically 
three types of pric ing given. The first i s  what the item would 
cost if bought from Arzno Weapons Manufacturing (A. W. M) or 
a TW dealer in the c ity of A rzno. The second indication is what 
the device would cost from a smaller-time dealer elsewhere in 
North America. Th is price is general ly 20-30% h igher due to the 
fact that they purchased the item at wholesale and are sel ling it 
for a profit. The third is the Black Market amount, what the 
criminal organization and high-end dealers charge for the item , 
usually in places where TW items are uncommon or a rarity ; 
this is the price you ' re used to seeing. Trafficking in magic, es
pecially in the Domain of Man/CS territory, is dangerous work . 
Risk goes up, price goes up. Besides, it all boils down to avail 
abi l ity vs demand, and there is  always someone wil l ing to pay 
high prices for magic items .  

Varieties of  Techno-Wizard items. There are hundreds of 
TW weapons, veh icles, armor enhancements, and bits of tech
nology scattered across the various World Books and Source
books for Rifts®. The Techno-Wizards in Arzno can and do du
plicate and sell most of them on a regular basis .  Aside from the 
standard items and convers ions found in the Rifts® RPG and 
Rifts® Ultimate Edition , Techno-Wizard items common to 
North America and the Southwest are found in this Arzno book, 
Rifts® World Book 1 4 :  New West™ and Rifts® World Book 

1 6 :  Federation of Magic™. Vampire-fighting devices are de
tailed in Rifts® World Book 1 :  Vampire KingdomsTM, and 
many of these weapons are uniquely capable of combating the 
undead and are used by the common people of Arzno (and 
neighboring communities) as we l l  as adventurers and mercs . 
Note: ALL these TW items (except for those in this book), 
along with rune weapons , Splugorth B io-Wizard devices and 
other items of magic, are ALL found in the massive, 352 page, 
Rifts® Book of Magic . The rest of that book is filled with hun
dreds and hundreds of magic spel ls ,  making it a wonderful refer
ence . 
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TW Anti-Vampire 
Weapons 

TW Stake Driver 
Stake, Decapitate, & Burn 

A popular weapon with Arzno soldiers and heroes going to 
batt le against the undead is the TW Stake Driver, an all-purpose 
vampire-slaying weapon that provides everything a fighter 
needs to destroy vampires in a matter of seconds . It looks l ike a 
large, armored forearm brace or a gauntlet with what appears to 
be a grenade launcher or large-barreled gun on the top. A re
tractab le si lver blade s lides out from the front, and a small hose 
and nozzle mounted on either s ide run to a small canister 
mounted on the hip or back. The hose runs to a container fil led 
with flamethrower fluid.  A hand-held trigger device i s  extended 
from the bottom of the device when it is in use, or folded away 
when not needed. 

The Stake Driver magically conjures a wooden stake and 
sends it shooting into the undead target, making it, in effect, a 
nail gun that fires large wooden stakes instead of nails .  I f  a stake 
finds its mark into the heart of the vampire, the monster is para
lyzed and the extendible s ilver short sword can be used to re
move the vampire ' s  head, and the flamethrower is used to bum 
the body. 

The range on the weapon is very short, requiring the user to 
be c lose to his prey, but most combat w ith the undead is close 
quarters . For best results, the user phys ically reaches out and 
touches or gestures toward the vampire ' s  chest as if throwing a 
punch, and simultaneously pushes the thumb trigger to launch 
the stake into the vampire ' s  chest at point-blank or close range . 
This maxim izes the likelihood of a successful hit and the chance 
the stake pierces the heart. 

Creation Stats : 

In itial P .P .E .  Cost : 1 3 0  

Spel ls  Needed: Create Wood ( 1 0), Energy Bolt (5) ,  F ireblast 
(8), and Telekinesis (8). 

Physical Requirements : The forearm section of a suit of armor, 
the barrel of a grenade launcher, B ig Bore, or other large projec
tile-firing weapon, si lver short sword, and an acetylene torch, la
ser torch, or mini-flamethrower for the weapon itse lf. A large 
green quartz (known as a "plasma quartz") worth 1 ,500 credits 
is required for the creation and firing of the stakes,  and two 
small rubies worth 1 ,000 credits each for the flamethrower por
tion . 

Weapon Stats : 

Weight: 6 Ibs (2 .7 kg) . 

Damage : Stake Driver: 3D6 Hit Points/S .D .C .  No damage to 
most Mega-Damage creatures unless they are vulnerable to 
wood. Flamethrower: 3D6 M.D.  Si lver Short Sword: I D6 Hit 
Point/S .D .C .  damage (double damage to undead) . 

Rate of Fire : S ingle shot; each stake or blast fired counts as one 
melee attack. 

Effective Range : Stake Driver: 1 5  feet (4 .6 m), - 1  to strike for 
each additional five feet ( 1 . 5 m) distance. Flamethrower: 50 feet 
( 1 5 . 2  m). Sword : Touch/melee combat. 



P.P. E . Cost to Charge and Recharge the Item: 5 P .P.E . or 1 0  
I . S .P . gives the Stake Driver five more shots . Each blast from 
the Flamethrower costs 5 P .P .E . or 1 0  I . S .P . 

Payload : 5 wooden stakes and one flamethrower blast. The short 
sword doesn ' t  need a power source and does not run on P.P .E. 

Bonuses :  +1  to strike when closer than 15 feet (4 .6 m) for al l  
weapon systems . 

Cost: 29,000 credits from A .W.M. , 20% more from a small-time 
TW dealer, 2-3 times from the Black Market (5 8 ,000 to 87,000 
credits) . Generally only available throughout the Southwest and 
Mexico . 

TW Water Pistol 
The TW Water Pistol and other water weapons are identical 

to those found in Rifts® World Book 1 :  Vampire Kingdoms, 

but contain full  stats and expanded descriptions so that Techno
Wizard player characters may have guidel ines in constructing 
these classic items . 

The TW Water Pistol is not a favorite weapon amongst most 
Arzno vampire hunters, due to its relatively low damage com
pared to the TW Water Rifle, or even a s imple automatic pisto l  
loaded with si lver rounds. Warriors often keep one as  a backup 
weapon, and the pistols are extremely popular with civi l ians ;  an 
estimated 75% of al l  citizens of the C ity-State of Arzno own at 
least one TW Water Pistol . Its one major advantage over a con
ventional firearm or a mundane water pistol is that it has a sub
stantial pay load, which can be very important when fighting the 
undead. The pistol ' s  l ighter weight, smaller size, concealibi l ity 
and affordable price make it popular. 

The weapon is a converted revolver or automatic pistol ,  with 
a small water reservoir where the cylinder or the ammunition 
cl ip once were . The gun fires with seemingly-normal hammer or 
auto-cocking action, but expends short, contained blasts of wa
ter instead of bullets . Each type is  semi-automatic, with a water 
blast issued at each pull of the trigger. This device, in some vari
ation or another, i s  found at every Techno-Wizard shop in the 
New West and beyond. They are easy for a low-leve l TW to 
manufacture, and fetch a good price in the right market . Other 
than in matters of style and minor differences in construction , 
most models  mirror the statistics below . Shooters with W.P . 
Handguns get the bonuses appl icable to that Weapon Profi
ciency . 

Creation Stats : 

Initial P .P .E . Cost: 95 

Spel ls  Needed: Create Water ( 1 5) ,  Energy Bolt (5), and Teleki
nes is (8) . 

Physical Requirements : Only a mere 40 credits' worth of recov
ered weapon parts, tubes, and bas ic mechanical parts . The dam-
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aged, stripped shel l  of a revolver or automatic pistol more often 
than not provides the major components, though a weapon could 
be built from scratch . 

Required gems inc lude a large, h igh-quality aquamarine (at 
least 1 ,500 credits) located where the small water reservoir 
meets the chamber . Also a small b lue sapphire mounted in si lver 
on the striking surface of the hammer, which strikes a small zir
con when the trigger is pul led (700 credits total) . 

Weapon Stats : 

Weight: 1 . 9 Ibs (0 .9 kg) . 

Damage : 2D6 Hit Points to vampires and beings vulnerable to 
water. No damage to humans, D-Bees and most other creatures . 

Rate of F ire : S ingle shot. 

Effective Range : 200 feet (6 1 .0 m) . 

P .P . E . Cost to Charge and Recharge the Item : 20 P .P .E. or 40 
I . S .P . 

Payload: Each activation arms the weapon with 40 blasts . 

Cost: 5 ,000 credits in Arzno and the Colorado Baronies . 6,000-
7,000 most elsewhere in the southwest, 9,000- 1 1 ,000 credits 
from the B lack Market. Prices skyrocket as one approaches the 
Mexican border, where vampires are a constant threat and 
Techno-Wizards weapon are scarce. 

TW Water Rifle 
The standard anti-vampire water weapon of the Arzno Mer

cenary Corps (A.M .C.) is a combination water shotgun and gre
nade launcher. Most s imilar weapons across the New West and 
Mexico have roughly the same capabi lity and statistics, but may 
vary as different designers tweak the concept to their particular 
tastes . Cost will depend on availab i lity and the demand. 

The Water Rifle has the general look of a short, stocky as
sault rifle with a shotgun-type pump on the bottom . A smal l 
quartz, zircon, and blue sapphire l ine the top of the barrel, and a 
small ,  hard plastic sphere s its on top and to one side at the back 
of the weapon where it s loshes less than half-full of water . 
When empty, the shotgun pump is in the "out" position . A men
tal command and the pulling back of the pump against a feel ing 
of increasing pressure causes the volume of water in the sphere 
to swell ,  to half-ful l . The weapon is loaded w ith P .P .E. and 
magically-created water, though it only seems like a few ounces . 
With each depression of the trigger, the pump jo lts forward and 
back quickly l ike an auto-cocker, and the volume in the reser
voir lessens as water is expelled from the barrel and immedi
ate ly refi l ls  as the pump jumps back into place . Manually 
pu l l ing the pump out and back again (as if cocking a shotgun) 
wi l l  fil l  the reservoir and instantly release a huge water blast, 
contained within a cohesive energy sphere, from the barrel . This  
enhanced blast is the equivalent of a smal l grenade, or two shots 
from the rifle. 



When the device is out of P .P .E . ,  the pump jumps forward 
again, the reservoir is dry, and the weapon is ready to be refilled 
with magic energy . The Arzno model  of this common item, l ike 
most other manufacturers, uses W.P.  Rifles for the primary 
weapon, or W.P. Heavy Mi litary Weapons for the grenade blast . 

Creation Stats : 

Initial P .P .E .  Cost : 1 3 5  

Spel ls  Needed : Create Water ( 1 5) ,  Energy Field ( 1 0) ,  and Tele
kinesis (8). 

Physical Requirements : A plastic weapon requires only a mere 
50 credits ' worth of recovered weapon parts, hydraulics, hoses 
and basic mechanical parts. More combat-specific models (such 
as those used by the A .M.e . )  are made of durable ceramic or 
metal and cost 1 20 credits . 

Required gems include a large, h igh-quality aquamarine (at 
least 3 ,000 credits) located in the pump mechanism of the rifle .  
A smal l  quartz, zircon, and blue sapphire l ine the top of the bar
rel (3 ,000 credits total) . 

Weapon Stats : 

Weight: 4 1bs ( 1 . 8  kg), twice that if made of metal or ceramics .  

Damage : 4D6 Hit Points to vampires per concentrated rifle 
blast, or 1 D4x l 0+4 Hit Points to a 1 0  foot (3 m) diameter for a 
grenade blast (counts as two b lasts) .  

Rate of F ire : Each rifle blast counts as one blast, but a grenade 
counts as two blasts ; both use up one melee attack. 

Effective Range : 600 feet ( 1 83 m) per rifle blast, 200 feet (6 1 
m) per grenade/wide scatter blast. 

P .P .E .  Cost to Charge and Recharge the Item : 20 P .P .E .  or 40 
I .S .P .  

Payload : Each activation arms the weapon with 40 blasts. Each 
grenade shot counts as two blasts . 

Cost: 20,000 credits in and around Arzno and the Colorado Bar
onies, 30 ,000 credits most e lsewhere, and 40,000-60,000 credits 
from the B lack Market. At least 50% of households in Arzno 
have one TW Water Rifle . Prices skyrocket as one approaches 
the Mexican border, where vampires are a constant threat and 
Techno-Wizard weapons are scarce .  

TW Water Cannon 
The heaviest water weapon used anywhere, i t  i s  accurate and 

comparable with most modem fire-fighting equipment. It can be 
set on a tripod (takes one melee round to set up) or mounted on 
a vehicle, and is sometimes used on the Sand Ranger Combat 
Truck. Mounting on a vehicle is useful when fighting packs of 
Wild Vampires out in the open of the desert. It is a lso suitable as 
a non-lethal alternative for crowd and riot contro l .  

The device consists of a smal l  water tank worn on the back or 
at the hip, connected to a large hose ending in a nozzle w ith a le
ver-valve that control s  the stream of the water. This TW weapon 

77 

is considerably l ighter than any possible non-magical equivalent 
because its water reservoir is  comparatively tiny, using magic to 
create the water as needed . Pull ing the valve on the nozzle fires  
a short stream of water that drenches its target in  gallons of  wa
ter. The force of th is blast is substantial, requiring a P .S .  of20 or 
greater to fire it with any accuracy. Those not meeting this re
quirement are -4 to strike . The cannon can ' t  be used to fire a 
continuous stream of water, as the device needs that brief mo
ment between shots to mag ical ly recharge its reserves. 

Statistics found here are common for s imilar items found 
throughout the New West, though specifics may vary from man
ufacturer to manufacturer. Al l  wi l l  get roughly the same number 
of shots for the sam e  P .P .E .  expenditure, range and damage . Bo
nuses from the W P. Heavy M. D. Weapons ski l ls are appl icable 
for the TW Water Cannon . 

Creation Stats : 

Initial P .P .E .  Cost: 255  

Spel ls  Needed:  Create Water ( 1 5), Power Bolt (20), Telekinesis 
(8), and Wind Rush (20) .  

Physical Requirements : Construction of a plastic weapon re
quires only 1 50 credits ' worth of recovered weapon parts, hy

draul ics, hoses and bas ic  mechanical parts.  More combat
spec ific models (such as those used by the A .M.  C . )  are made of 
ceramic and metal costing roughly 3 5 0  credits . 

Required gems include a large, h igh-quality aquamarine (at 
least 4,000 credits) on the end of a s i lver coil  that hangs into the 
water reservoir. A small diamond and two blue sapphires are 
wired into a small mechanical pump that connects the hose to 
the water tank and creates the pressure used to propel the water 
(5,000 credits total) . 

Weapon Stats : 

Weight: 1 2 .2 Ibs (5 .5 kg) in water and parts ; 5 0% more if made 
of metal and ceramic components . 

Damage : To vampires and other beings vulnerable to ordinary 
water, the drenching blast does 3 D4x l O  Hit Point damage, plus 
a 0 1 -80% chance of a knockdown, resulting in the loss of in itia
tive and one melee attack. If an individual is targeted over and 
over again with consecutive attacks, and the strike rol l  continues 
to beat the target ' s  dodge rol l ,  the victim has no initiative and 
can not retaliate . 

Humans and most mortal opponents take I D4 S .D .C .lH.P .  
damage plus  knockdown (0 1 - 80% chance for normal humans,  
0 1 -40% chance for Combat Cyborgs, Mining ' B orgs and oppo
nents weigh ing 500-600 Ibs/225 to 270 kg, and 0 1 -20% for large 
or heavy Power Armor, giants and opponents weighing more 
than 600 Ibs/270 kg ; no chance against G l itter Boys anchored by 
their py lons or against veh icles or giant robots) .  



Rate of Fire : S ingle shot; each blast counts as one me lee attack. 

Effective Range : 600 feet ( 1 83 m) .  

P .P .E .  Cost to  Charge the Item : 20 P .P .E .  or 40 I . S .P .  

Payload: 20 blasts per charge/recharge . 

Cost: 55 ,000 credits in and around Arzno and the Colorado Bar
onies, 65 ,000-70,000 most elsewhere, and 1 00 ,000 to 1 50,000 
credits from the B lack Market. Uncommon among civi l ians . 
Prices skyrocket as one approaches the Mexican border, where 
vampires are a constant threat and Techno-Wizard weapons are 
scarce. 

TW Wood Rail Gun 
The wood-firing rail gun is  quickly becoming a standard 

vampire-slaying tool throughout the Southwest. The TW option 
makes the device far l ighter and less expensive than a conven
tional rai l  gun armed to fire s i lver rounds and requiring heavy 
ammunition drums .  The TW Wood Rail Gun replaces the elec
tromagnetic firing system with a magical, telekinetic based sys
tem, and e l iminates the ammo drum and feed, supplying ammo 
via mystical means (generates wooden spikes as needed) . 

Creation Stats : 

Initial P .P .E .  Cost : 1 60 

Spel ls  Needed : Create Wood (20), Power Bolt (20), and Teleki
nes i s  (8) .  

Physical Requirements : A working or broken rai l  gun (prefera
bly l ight) for magical convers ion, a large rose quartz crystal 
worth at least 1 ,000 credits for the firing mechan ism, and a large 
green quartz crystal worth at least 1 ,500 credits for the creation 
of the wood stakes. 

Weapon Stats : 

Weight: As per the rai l  gun before convers ion minus ammo 
drum or power generator. Generally around 80- 1 00 lbs (36 to 45 
kg) . 

Damage : S ingle shot does I D6x l O  Hit Point damage to vam
pires or 4D6 S .D .C ./H.P . to ordinary mortals ;  no damage to 
Mega-Damage beings . 

A burst of four wooden stakes inflicts 3D6x 1 0  Hit Point 
damage to vampires ,  3 D4x l O  S .D .C . damage to mortals ,  or the 
equivalent of one M .D. point to M.D .C. opponents . 

Rate of F ire : S ingle shot or short bursts . Requires a P .S .  of 20 or 
greater to effective ly use this weapon, -3 to strike for those with 
a weaker P . S . 

Effective Range:  Despite what the gun used to fire, range i s  now 
3000 feet (9 1 4  m) . 
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P.P .E .  Cost to Charge/Recharge : 20 P .P.E . or 40 I . S .P .  wi l l  load 
the weapon with 80 stakes for a total of 20 bursts . 

Pay load : 20 bursts or 80  s ingle shots . 

Cost: 60,000 credits in Arzno and Colorado Baronies, 75 ,000-
90,000 most e lsewhere, and 1 40,000 to 1 80,000 on the B lack 
Market. 05% of the households in Arzno own one . Prices sky
rocket as one approaches the Mexican border where vampires 
are a constant threat and Techno-Wizards weapons are scarce . 
Outlawed in the Vampire K ingdoms . 

TW Vamp-Killer 2000 
By Jason Richards and Kevin Siembieda 

For ki l l ing vampires ,  noth ing beats the famous Arzno Vamp
Kil ler 2000 weapon kit. W ildly popular among the most flam
boyant of vampire hunters, it features a particularly gruesome 
and intimidating primary weapon : a s i lver-bladed chainsaw . On 
the chainsaw body is mounted a grenade launcher, and a cross
covered spotl ight to combat the undead. Sold in a handy , acces
sible carrying case . 

Creation Stats : 

Initial P .P.E . Cost: 65 

Spel ls  Required for Construction : Call Lightning ( 1 5), Energy 
Bolt (5), and Wind Rush (25 ) . 

Physical Requirements : An electric or gas-powered chainsaw, a 
large lamp, a grenade launcher or suitable substitution, and a 
saw chain plated in s ilver. A large, clear quartz worth 1 ,200 
credits is  required for the electric motor, as well as 10 feet (3 .0 
m) of gold wire . 

Weight: 30 pounds ( 1 3 . 5  kg). 

Weapon Stats : 

1 )  S ilver-Bladed TW Chainsaw: The primary and most 
frightening system of the Vamp-Ki ller is its s i lver-bladed chain
saw capable of cutting vampires into t iny l ittle pieces in the 



most gruesome manner imaginable . A standard gasoline or elec
tric chainsaw is converted to run on a TW electric motor and re
quires l ittle P .P .E . to operate . 

Range : Arm length, +2 feet (0 .6 m) . 

Duration : 1 0  hours of continuous use per charge . 
Damage : 506+6 Hit Point damage to vampires and ordinary 
S .D.C . material (and people) . 

P.P .E . Cost to Charge Item: 1 5  P .P .E . or 30  I . S .P . charges the 
chainsaw for ten hours of use ! 

2) Grenade Launcher: Mounted on the undercarriage of the 
chainsaw ' s  motor is a small grenade launcher. The electric mo
tor that powers the blade also bui lds up pneumatic pressure with 
which to fire grenades a reasonable range , though not as far as a 
rifle-mounted launcher. This means that the Vamp-Kil ler 2000 
must be activated and the motor running in order to use the 
launcher. F ires hand grenades instead of rifle grenades, which 
means it can fire any type of TW or conventional hand grenades 
and flares . 

Range : 200 feet (6 1 m) . 

Damage : Varies with type . Special wood fragmentation gre

nades do I D4x 1 0+2 Hit Point damage to all vampires in a 1 0  
foot (3 .0 m )  radius o f  the b last, plus there i s  a 0 1 -05% chance of 
wood shrapnel hitt ing the heart of any given vampire, rendering 
it immobi l ized as if staked ! Can fire any type of TW or conven
tional hand grenades or flares . Note : 206 S .D .C . damage to 
mortal opponents . 

Rate of Fire : One at a time . Grenades are hand- loaded, one at a 
time . Loading a grenade takes one melee action, and each blast 
counts as one melee attack . 

Pay load : Can hold a total of four. 

3) Cross Spotlight :  Not a weapon in the conventional sense, 
but a very effective tool in combating vampires . In addition to 
prov iding i l lumination, this heavy-duty spotl ight, located at the 
top of the weapon, projects the shadow of a cross ,  terrifying and 
damaging the undead. 

Range : 1 00 feet (3 0 .5 m) . 

Damage : 306 Hit Points to vampires when shown directly on 
them , holds them at bay (cannot pass/cross the l ight) when posi
tioned to block the ir path . Only a Secondary or Master Vampire 
wi l l  dare to leap through the l ight when put in his path. 

Pay load: Conventional battery or TW battery (the latter is effec
tively un l im ited) . 

4) Supplemental Vam pire Fighting Gear that Comes in 

the Kit: One 12 inch (0 .3 m) wooden cross, s ix wooden stakes, 
one wooden mal let (does 1 04 damage as a blunt weapon against 
humanoids and vampires),  one pocket m irror, one TW Storm 
Flare, one Globe of Dayl ight flare, and two TW Steam Gre
nades . 

Cost: 65 ,000 cred its from Arzno and the Colorado Baronies, 
85 ,000 credits most elsewhere, and 1 3 5 ,000 to 200,000 from the 
B lack Market . 

25% of the households in Arzno own one ! Prices skyrocket 
as one approaches the Mexican border, where vampires are a 
constant threat and Techno-Wizard weapons are scarce. Out
lawed in the Vampire Kingdoms . 
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TW "Vampire Chaser" 

Steam Grenades 
By Jason Richards and Kevin Siem b ieda 

A vampire-fighting weapon designed by the Techno-Wizards 
at A .W.M. and commonly copied by wizards in the New West, 
the grenade does l ittle damage and is used bas ically as a riot

control style tear gas against ordinary people (bums and blinds) . 
Against vampires, it is used to flush them out of their h iding 
places and disperse large groups . It is  a round grenade, most fre
quently painted blue, with one small aquamarine that serves as 
the trigger button. Once the trigger is pushed, there is a three
second delay before the canister begins to spew super-hot steam . 

Creation Stats : 

Initial P .P .E . Cost : 60 

Spel ls  Required for Construction: Create Water ( 1 5), Ign ite Fire 
(6), and Fuel Flame (5) . 

Physical Requirements : One small aquamarine worth 1 40 cred
its, a conventional gas or smoke grenade, and a ball of s i lver 
half an inch in diam eter ( 1 . 3 cm). 

Weapon Stats : 

Range : Thrown, 1 00 feet (30 . 5 m) ;  Steam cloud covers a 20 foot 
(6 . 1 m) diameter. 

Duration of Steam Cloud: One minute (4 melees) . 

Damage : 2D6 S .D.C . per melee round to ordinary mortal beings, 
but 5D6 H it Point damage per melee round to vampires and 
causes great burning pain that b listers the vampires '  skin and 
compels them to flee the painful steam. 

P .P.E . Cost to Charge Item : The Steam Grenade can be p icked 
up and reused by charging it with 25 P .P .E. or 50 I . S .P. ; can be 
recharged at least 60 times before burning out. 

Cost: 2 ,000-4,000 credits each; only 1 ,000 credits each in Arzno 
and along the border of Mexico, where they are most common; 
fair to good availability throughout North America. Recharges 
run around 500 credits each . 

1) 
TW Flash-Bang Bombs 

Used as a non-lethal tactical weapon and for riot control, 
these magical s ingle-use devices are designed to bl ind and 
deafen opponents, rendering them quickly and completely com
bat ineffective . Even vampires are vulnerable to the weapon , 



though effects are reduced against the undead. It is a favorite of 
bounty hunters and lawmen looking to capture or detain crimi
nals instead of splattering them with Mega-Damage weaponry . 

The device looks l ike two halogen l ight bulbs wound with 
copper wire , enclosed in a small glass jar with a screw-on l id at 
each end. With a twist at one end, the fuse is set and within mo
ments (usually a three- to five-second fuse) the glass shatters 
with a flash and peal of thunder, bl inding and deafening every
one within a 1 0  foot (6 . 1 m)  radius . 

Using a magical application such as this has its pros and 
cons . On one hand, the magic has a chance of affecting (to at 
least some degree) opponents in environmental body armor and 
supernatural creatures . On the other, everyone caught in the 
blast radius has to save vs magic ( 1 4  or higher), or they too are 
bl ind and deaf. Th is also means, even the Average Joe has a 
chance of saving and being unaffected. Two saving throws ( 1 4  
or better) must b e  made : one to res ist being bl inded, the other to 
res ist being deafened. The B l inding Flash does not affect robotic 
or cybernetic eyes, nor those watching through a video monitor 
(l ike in most robot vehicles), but wil l  affect those in environ-
mental body armor and power armor. Likewise, sound filtration 
systems such as those found in most cyborgs, robots and power 

armor will block or cancel out the booming sound. Those vul
nerable to bright l ights or those who have extra-sensitive hear
ing suffer double the penalties for 50% longer than the normal 
duration from the B l inding Flash and Thunderclap, respectively . 

Creation Stats : 

Initial P .P.E . Cost : 45 

Spel ls  Required for Construction: B linding F lash ( 1 ), Call 
L ightning ( 1 5), Energy Bolt (5), and Thunderclap (4) .  

Physical Requirements : Two working l ight bulbs ( 1 00 watt min
imum, or the device operates at half range and effect) , a length 
of bare copper wire, and a sturdy, c lear j ar or container made of 
glass ,  Plexiglas, or similar material . The only gems requ ired are 
four clear quartz crystals worth 1 00 credits each . 

Weapon Stats : 

Blinded : - 1 0  to strike, parry, dodge, disarm, and similar 
combat moves , no initiative, and have a 0 1 -50% chance of fal l 
ing for every 10  feet (3 .0 m) they move . 

Deafened : Can ' t  hear anything except a ringing in their ears . 
Victims feel  dizzy and off balance; -6 on initiative, -4 to strike , 
parry, and dodge and simi lar combat moves, and have a 0 1 -50% 
chance of fall ing down every action they take that involves any 
mov ing at all . 

Note: All  penalties are cumulative (add ' em together) when a 
victim is both bl ind and deaf. Those who save only lose one me
lee action/attack for being momentari ly startled. 

Vampires and supernatural beings or creatures of magic who 
fal l  victim to this attack suffer only half the penalties and re
cover in half the time . 

The device uses a static charge (Call Lightning) to generate 
the power for the weapon , and therefore may be detected prior 
to its explosion by the cautious observer. There is a very s light 
hum in the second or two before detonation, and anyone in the 
blast radius with exposed skin (or hair, fur, etc .) wi l l  feel the 
static bui ldup in the one melee action immediately prior to the 
device going off. This may allow those who are fami liar with 
the weapon and expecting its use to attempt to dodge (covering 

one ' s  eyes, diving for cover both count as a dodge) a Flash
Bang Bomb attack or booby-trap . 

Duration of Penalties : 1 D6+ 1 melee rounds for full  penalties, 
but then reduce penalties by half for the next 1 D6+4 melee 
rounds as the victim ' s  senses begin to recover. 

Range : Affects a 20 foot (6 . 1 m) area. Can be thrown rough ly 
1 00 feet (3 0 .5  m) on average . The Thunderclap can be heard a 
mi le away, though it only affects the immediate radius . 

Saving Throw: 14  for each effect. Everyone within the diameter 
of the blast must ro l l  twice to save vs the two magical effects . 
P.P. E. Cost to Charge Item : 5 P .P .E. for a single use, after which 
the device is destroyed. 

Cost :  600 credits each in Arzno, 1 000 credits from most others, 
and 1 200- 1 800 credits from the B lack Market . 

-�----
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TW Lightning Mace 
By Jason Richards and Kevin Siembieda 

A mace (homemade or commercial) made of M .D .C . metal 
with a smal l  amethyst embedded in the top of the head. The 
strik ing surface has a dozen holes dri l led through it, through 

which twines four feet ( 1 .2 m) of heavy-duty, bare copper wire , 
with the ends terminating at the crystal . The City of Arzno, the 
Colorado Baronies , and Techno-Wizards throughout the West
ern Wilderness offer the addition of s ilver spikes for an addi
tional I SO credits per spike . This weapon is becoming extremely 
popular with renegade Dog Boys, Native American Warriors , 
Cyber-Knights, and Crazies . 

Creation Stats : 

Initial P .P.E . Cost: 80 

Spel ls  Required for Construction : Call Lightning ( 1 5), Electric 
Arc (8) , and Energy Field ( 1 0) .  

Physical Requirements : A mace or suitable metal or M.D.C . al
loy c lub, a small amethyst worth 60 credits, and about four feet 
( 1 .2 m) of copper w ire . 

Weapon Stats : 

Range : A melee weapon, two feet (0 .6  m) long on average . Can 
fire electric blasts that have a range of 1 00 feet (30 . 5  m) . 



Duration : Two melee rounds (30 seconds) per activation/charg
ing. 

Damage : 2D4 S .D .C .  as an ordinary (not activated) b lunt 
weapon, or 4D4 H it Points to vampires if the mace has s i lver 
spikes. 

When activated, the TW mace crackles with electricity and 
does 4D6 M.D .  from electrical blast. Furthermore, opponents 
are jo lted by the electrical field and take I D6 M.D.  even from a 
defensive move like a successful parry . 

Lightning bolt b lasts do 3 D6 M.D .  up to 1 00 feet (30 . 5  m) 
away. 

Rate of Fire : Each blast or attempt to strike a physical blow 
counts as one melee attack . 

Bonuses : + 1 to strike with the l ightning blast. 

Payload : Each 1 2  P .P .E .  or 24 l .S .P .  charges the weapon for 30  
seconds (two melee rounds).  Each blast uses one melee attack. 

P .P .E .  Cost to Charge Item : 1 2  P .P .E .  or 24 I . S .P .  

Cost: 40,000 credits in Arzno, or  50,000-60,000 credits from 
most others , 80,000- 1 20,000 from the B lack Market. 

TW Active Shield 
The Active Shield is  a purely defensive magical device . It is 

most often used when overrun by opponents, when immobi
l ized, or to defend the inj ured. Worn as a belt or hamess over 
any body armor, the Active Shield creates a protective bubble 
around the wearer 8 feet (2.4 m) in diameter. The bubble can be 
tumed on manually and/or set to activate automatically when the 
wearer is rendered unconscious. 

Once created, the bubble does not move . The user and any
body within its protected area may move around inside, but the 
field itself remains stationary . One issue in combat is that the 
field projects over a 4 foot ( 1 .2 m) radius from the device. This  
means if not careful ,  other combatants might get trapped inside 
and poss ibly surrounded by the enemy. Those inside the protec
tive shield may not fire weapons at a target outside the force 
field without striking and damaging it, however spel ls  and/or 
psionics can be cast beyond the bubble . Another issue is that 
two devices may not be used in close proximity to each other. I f  
the radius of the protective energy fields o f  two devices overlap,  

they wil l  both short out and require another 10 P .P .E .  to acti 
vate . Note: May be turned "off'  at any time by hitting a button 
on the belt. 

Creation Stats : 

Initial P .P .E .  Cost :  1 00 

Spe l ls Needed: Deflect ( 1 0), Energy Field ( 1 0) ,  Magic Shield 
(6), and Watchguard ( 1 0) .  

Physical Requirements : A fine quality ,  5 carat purple garnet, 
and a � carat orange diamond l inked in paral le l  with gold wire 
provides the defensive reaction when the wearer is incapaci
tated. A co lorless tourmal ine of at least 8 carats is wired in se
ries with the other gems for the protective fie ld. The device 
itself may be constructed out of anything that projects energy , 
from a cannibalized laser pistol to a d irectional radio transmit
ter. If a Naruni or other force field generator can be attained and 
converted, double the duration and M.D .C .  protection provided 
by the device. Cost is usually around 2000-5000 depending on 
the parts used. 
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Weapon Stats : 

Weight: 2 lbs (0 .9 kg) . 

M .D .C . :  1 00 

Duration of Charge : 5 m inutes or until M .D .C .  is dep leted. 

P .P .E .  Cost to Charge and Recharge the I tem : 1 0  P .P .E .  

Cost :  50 ,000 credits in  Arzno, 70,000 from the Colorado Bar
onies, 1 00,000 from most others, 1 50,000 credits from the B lack 
Market. 

, 
TW Climbing Claws 

Des igned to help their user scale all  types of surfaces, even 
those normal ly unclimbable such as smooth stone or glass .  
Models vary radically, from simple gloves with hooks in the fin
gers , to plunger-style suction cups to traditional Eastern claws .  
Each incorporates a smoky quartz into the handgrip of the de
vice, with copper wiring running to contacts on the surface. 

A lternately , the device may be available as a TW bionic en

hancement. Arzno is one of the few p laces that regularly has 
them avai lable for sale. The TW Cl imbing C laws, when in
stal led as a bionic component, are converted retractable finger 
blades and/or clawed feet or s imilar devices. The end effect i s  
the same for both the handheld and bionic versions; only the 
construction cost and the final price vary . 

Creation Stats : 

Initial P .P .E .  Cost :  35  P .P .E. is  required for a handheld device, 
or 85  P .P .E .  for the bionic version . 

Spel ls  Needed: Globe of Daylight (2) and Cl imb (3) for either 
model, plus Aura of Power (4) for the bionic system . 

Physical Requirements: Leather gloves or gauntlet, and one 
smoky quartz worth 70 credits , plus a small pink quartz worth at 
least 1 00 credits for the bionic system. The bionic version re
quires a conventional set of bionic c laws to be m odified. In both 
cases, the blades are generally plated in s i lver to serve as a mag
ical energy conductor as well as adding the abi l ity to hurt the 
undead. 

Weapon Stats : 

Duration of Charge : 5 m inutes per activation . 

Damage : Varies .  C l imbing "claws" wi l l  do I D4 S .D .C .  in addi
tion to the character' s punch damage. Suction-cup, magnetic, or 
other devices do not grant any special bonus to damage . Bionic 
claws do 3 D4 S .D .C .lHit Point damage or an additional 204 
M.D.  if they were Mega-Damage materials to begin with . 

Effect: Temporarily gives the user cl imbing abi l ity equal to an 



insect - 98% for rough surfaces considered cl imbable, 68% for 
smooth surfaces usually considered to be unclimbable. 

P.P.E. Cost to Charge and Recharge the Item: 4 P.P .E.  or 8 I .S .P .  

Cost: 5 ,500 credits from Arzno, 1 5 ,000 credits most elsewhere, 
and 30,000-50,000 credits from the B lack Market; x l 0  for a 
bionic equivalent from any of these sources .  

TW Concealment Cloak 
By Jason Richards & Kevin Siem bieda 

This TW innovation allows a few small items to be hidden 
with in the s leeves, pockets and fo lds of c lothing . To all appear
ances, the item is a plain hooded cloak (or long coat, cape , 
dress ,  or other long garment) that covers its wearer from head to 
toe. The TW modifications are on the ins ide of the cloak and are 
invisible to the casual observer. There are four amethyst crystals 
and a network of flexible wire woven into the fabric .  One ame
thyst is  located in each s leeve and two in the chest or neck area. 
Magic energy is channeled into the wiring and fabric to conceal 
items placed inside it. The wearer can attempt to hide one smal l 
item in each s leeve and two other items (total) in the inner pock
ets or folds anywhere else on the garment . 

An item protected by the enchantment of the TW Conceal
ment C loak is overlooked through casual inspection and even a 
half-hearted frisking/patting down . More importantly, any item 
that may have an energy supply (E-Clip, battery, magic reserve, 
etc . )  and/or is made of metal is undetectable by X-ray machines 
and scanners designed to register metal or energy ! However, a 
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close and careful visual inspection or thorough physical patting 
down wil l  find the item concealed with in. Note: Each object 
concealed cannot be larger than a typical energy pistol or weigh 
more than 6 Ibs (2 . 7  kg). 

Creation Stats : 

Initial P .P .E .  Cost: 90 

Spel ls  Regu ired for Construction : Globe of Daylight (2), Con
cealment (6), Manipulate Objects ( 1 0) ,  and Befuddle (6) . 

Physical Reguirements : A long cloak, coat, or similar garment, 
four amethysts worth at least 1 00 credits each, and roughly 1 0  
feet (3 .0 m) of copper wire . 

P .P .E .  Cost to Charge Item : 2 P .P .E .  or 4 I . S .P .  per object con
cealed. 

Devices Stats : 

Range :  Within the s leeves , pockets and folds of the c loak. 

Duration : 1 5  minutes per activation. 

Saving Throw vs Detection:  Nobody wil l  see the object(s) un
less they are looking for it or searching the character, and even 
then a save vs magic must be rol led to find anything. Casual or 
care less looking requires a save vs magic of 19 or higher to no
tice one concealed item (others remain undiscovered un less the 
individual continues to search for more) . A thorough search re
quires a rol l  of 1 3  or higher to save, and wi l l  uncover all items if 

successful ,  and scrutiny wi l l  uncover all  concealed items with a 
rol l  of 8 or higher. Perception Rol l  bonuses can be applied when 
searching for magic items .  

Energy Requirements : 4 P .P .E .  or 8 I . S .P .  per object . 

Cost: 75 ,000 credits at Arzno, 1 70,000-250,000 from most oth
ers , 3 50,000 to 500 ,000 from the Black Market. Rare outside of 
Arzno !  Only a handful of TW communities even know how to 
make it, Arzno is one such community (Tolkeen was another) , 
but the work is so demanding and time intensive that even 
Techno-Wizards who know its secret se ldom make the c loak . 
The Colorado Baronies do not know the secret. 

TW Reading Glasses 
A pair of  glasses with small antennae protruding from tiny 

gizmos attached to each temple (earpiece) of the frames, near 
the lenses . When activated and worn l ike normal glasses, the 
user can read most languages he sees. More precisely, the tiny 
TW device interprets the words from the page of a book, street 
sign, etc. and proj ects them onto the lenses of the glasses in a 
pre-determined language (presumably one that the wearer can 
read) .  Thus, the user of th is device must be l iterate in some lan
guage . The spectac les do not grant the abi lity to speak or under
stand spoken languages .  Note: Certain alien languages may not 
be readable, and the user' s Literacy ski l l  must be 50% or better 
to use this item . 



Initial P.P.E . Cost : 120  

Spel l s  Required for Construction: Energy Bolt (5),  Eyes of 
Thoth (8), and Inst i l l  Know ledge ( 1 5) . 

Physical Requirements : Two small topaz crystals worth a total 
of 200 cred its , two smal l s ilver antennae, and a pair of glasses 
with lenses . 

Duration: One hour per activation . 

P. P. E. Cost to Charge Item : 1 0  P .P .E . or 20  I . S .P . 

Cost: 60,000 credits in Arzno, 80,000- 1 00,000 e lsewhere, and 
200,000-3 00,000 credits from the Black Market (a rare item for 
them) . Th is is another rare TW item invented and currently sold 
exclus ively at Arzno and by A .W.M. 

TW Security Scanner 
The standard device looks much l ike a handheld metal detec

tor wand found in 20th Century airports . When the glowing rod 
is waved over the person, clothing or package to be scanned, it 
will detect objects hidden/concealed by magic spel ls  l ike Con
cealment and Invisibil ity . In fact, the TW Security Scanner dis
pels enchantment to reveal the h idden item to p lain s ight. This  
allows security personnel to  scan for al l sorts of magic items ,  
TW devices, rune weapons, scro l ls ,  charms, talismans, Indian 
Fetishes, etc . as well as conventional weapons and contraband 
hidden by magic spells or the TW Concealment C loak. 

As an additional feature, when the rod is held before the open 
eyes of the subject, he or she is forced to answer truthfully as 
many as three questions, or risk setting off an alarm . Typical 
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questions for the security scanner are : "What is your name?" 
"Wh at is your purpose here?" "Do you have any dangerous or 
proh ib ited items in your possess ion?" Any three questions may 
be used, but must be hard-wired into the device by the Techno

Wizard creating it and cannot be changed. L ies will activate an 
alarm and security wi l l  take the person as ide for questioning and 
an extensive search of his possess ions, clothing and body . 

A magic search w ith the wand takes four melee actions and 
each question asked takes one melee action . Al l  said and done, 
the whole process generally  takes two melee rounds unless diffi
culties are encountered. This time does not include a conven
tional search,  which can add another m inute or more to the 
process . 

A larger version of the TW Security Scanner may be incorpo
rated into a conventional security portal l ike those found at air
ports and courthouses to scan for explosives and weapons . In 
this integrated model ,  the person being searched simply steps 
into the arch as the operator looks on. After a brief glow from 
the l ights embedded in the passageway, any magical ly-con
cealed items are revealed . The larger scanning device is far 
more efficient, generally requiring only two to three melee ac
tions to run the whole procedure, or roughly half a melee round. 

Initial P .P.E . Cost: 60 

Spel ls  Requ ired for Construction: Detect Concealment (6), Lan
tern L ight ( 1 ), See the Invisible (4), and Words of Truth ( 1 5) . 
The portal version also requires Energy Field ( 1 0) . 

Physical Requirements : For the wand model ,  a large amber 
stone is bui lt into the handle of a flashlight or similar handheld 
l ight, along with three small garnets l inked together with gold 
wire, and a bulb made of two clear quartz crystals l inked by a 
s i lver filament. The portal version uses the same basic materials 
except that it is  bui lt into a metal arch or doorway and uses three 
times the physical crystal requirements . 

Range : 2 feet (0 .6 m) . 

Duration : The wand generally requires two melee rounds (3 0 
seconds), while the portal takes roughly half a melee round. 

P .P .E . Cost to Charge Item : 5 P .P .E . or 1 0  I .S .P . per used for the 
wand model ,  or 1 0  P .P .E. or 20 I . S .P . for the portal . 

Cost: 3 5 ,000 credits in Arzno, 50,000 credits from other sources, 
90,000- 1 30 ,000 from the B lack Market. This is another rare TW 
item invented and currently sold exclus ively at Arzno and by 
A . W.M. 

TW Tactical Team Targeting System 
The TIT System is  an innovation in Techno-Wizardry that 

blends modern technological optic systems with "smart" magic 
that makes for a lethal combination when used by small ,  tacti
cal, TW capable mi l itary or mercenary forces . The device serves 
as an advanced targeting scope, but also allows a soldier to see 
what his teammates are targeting. 

The device itself can come in a number of different styles, 
but it is usually bui lt into an armored helmet, or into a separate , 
mask-l ike g lass face shield that resembles a modem riot helmet 
or welding mask. A second piece of equipment is a weapon 
scope that projects an invisible beam of magic energy toward its 
target l ike a laser s ight . The two are connected by a length of fi
ber-optic wire that sends information back and forth from one to 
the other. 



When the device mounted on the weapon is activated and the 
visor is in p lace, the wearer can see the projection of the magical 
laser-l ike beam .  Only through the built-in optics can the pen-

ci l-thin beam of light be seen. Further, when the beam crosses a 
living being, the target seems to g low when viewed through the 
optical systems of the TTT. This allows for the easy targeting 
acquisition. 

What makes the system truly unique is the fact that several 
TTT Systems can be interlinked, allowing each member of a 
small team to know what targets are being selected by which of 
his or her comrades .  Any one member of a team using the sys
tem can see each member ' s  laser s ight, as wel l  as see targets " l it 
up" by each when using his own HUD visor. This  increases effi
ciency in combat, al lowing teammates to select unique targets 
not being engaged (rather than multiple people firing on the 
same target), or to eas ily assist a comrade in trouble by simply 
attacking the same target glowing a given color. 

One drawback to the use of the system is that its effective
ness is maximized when us ing units of six or fewer people. Each 
TTT unit has its own color designation , used for its targeting 
sight as wel l  as the "glow" of its selected target. At its current 
leve l of development, the spel l  that l ights the targets and pro
vides the targeting beam can only be made to shine in six 
discemable colors : red, orange, yel low, green, b lue, and purple . 
This means that us ing a seventh soldier in a team results in the 
dupl ication of a color. 

Painting a target with the TTT System uses up one melee ac
tion . 

Initial P .P .E .  Cost : 330  

Spel l s  Required for Construction : Distant Voice ( 1 0), Lantern 
Light ( 1 ), L ight Target (6), Power Bolt (20), and Second S ight 
(20). 

Physical Requirements : A targeting s ight, laser pointer, pen la
ser, or other laser-emitting device (inferior hardware may cause 
dim inished results), several feet of fiber-optic cord, and a hel
met, mask, or multi-optic band. Gems required include a one
carat alexandrite stone l inked to a large, c lear quartz with golden 
wire for the visor, and a c lear quartz lens for the laser s ight. To
tal materials cost an average of 1 ,000 credits per visor and laser 
sight. 

Range : Maximum range for the TW targeting system is 2,000 
feet (6 1 0  m), regardless of the sight or optic system ' s  usual ca
pabi l ities. 

Duration : Once a target is painted, the glow wi l l  last for as long 
as that target is marked by the l ight and viewed through the 
mystic optics. 

P .P .E .  Cost to Charge Item : 6 P .P .E .  to activate for 1 5  minutes, 
or 1 2  I . S .P.  

Bonuses :  Magical Laser targeting adds a +2 to strike on an 
Aimed Shot. 

Cost: 1 0,3 00 credits per TTT System from Arzno, 2 1 ,000 cred
its from most other TW sources, 3 0,000-50,000 credits from the 
Black Market. This technology has been difficult for smaller
time Techno-Wizards to knock off, and costs at least double the 
Arzno price . Not generally availab le outs ide of Arzno .  
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TW Translator 
The TW Translator is essential for Techno-Wizards and ad

venturers who travel throughout R ifts Earth (or the Megaverse), 
as it al lows the user to understand and communicate in a number 
of pre-programmed languages . The device is made from a 
walkie-talkie or small radio transmitter and receiver, with one 
large quartz and three small garnets in the center of each . The 
translator can be handheld or attached to a strap around the 
neck . The receiver is built into an earpiece, usually a large set of 
headphones . A foreign language picked up by the device i s  
translated and the user hears the foreign tongue in h is  own lan
guage through the headset . When he speaks, the radio-like trans
mitter captures and translates his words into the foreign 
language and transmits them via sound projection from the 
translator or via radio waves to the person who was just speak
ing. Virtual ly any language can be translated in this fashion, but 
only one at a time. 

Initial P .P .E .  Cost: 220, plus an additional 1 5  per additional lan
guage added to the device. 

Spel ls  Required for Construction: Energy Bolt (5 ) , Tongues 
( 1 2) ,  and five Insti l l  Knowledge spells ( 1 5  each) . 

Physical Requirements : Two large quartz crystals worth roughly 
1 20 credits each, six garnets worth 50 each, a set of headphones, 
a radio or walkie-talkie, and several yards/meters of copper, si l
ver, and gold wiring. 

Duration : 20 minutes per activation. 

P .P .E .  Cost to Charge Item : 1 2  P .P .E .  or 24 I . S .P .  

Cost: 3 5 ,000 credits in Arzno, 50,000 credits from most others, 
65,000-90,000 credits from the B lack Market. 



TW Armor 

Light TW Body Armor 
Light TW Body Annor is standard issue for Arzno Merce

nary Corps support personnel, pi lots, medics, and other soldiers 
who don' t  generally partic ipate in the front l ines of combat, but 
sti l l  need Mega-Damage protection. The focus of this particular 
suit of annor is protection, with economy. It lacks the environ
mental protection, but is  l ightweight and affordable, perfect for 
home protection, as a temporary replacement, or even as a sec
ond suit of annor for emergencies. Its light magical force field, 
notably inferior to higher-end models, adds an increased level of 
protection for minimum cost, and brings i t  onto par with most 
annored su its produced by Northern Gun, Bandito Arms, and 
other dealers . Furthennore, the abil ity to renew the force field 
continually gives the cautious wearer all the protection he or she 
will ever need, as long as they have enough P .P .E .  or I . S .P .  to 
keep it in operation .A .M.C .  combat models come in desert cam
ouflage, tan and black. Civi l ian models are available in a variety 
of colors and patterns .  

Model: Arzno TWA-900 L ight Annor. 
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Size : Human s ize, from rough ly 5 to 7 feet in height ( l . 5  to 2 .  I 
m). 

Weight: 10 Ibs (4 . 5 kg). 

Mobility : Good mobil ity; no penalty to c l imb, -5% to prowl ,  
swim , or  perfonn acrobatics and s imilar physical ski l ls .  

M.D.C. by Location :  

Head - 35  

Arms - 15  each 

Legs - 1 5  each 

* Force Field Emitter - 8 

*Globe of Daylight Generator ( 1 )  - 5 

Main Body - 3 5  (p lus renewable force field) 

Magic Force Field - 3 0  

* A single asterisk denotes a very small and difficult target to 
hit, requiring a Called Shot at -4 to strike . 

Market Price : 30,000 at Arzno Weapons Manufacturing, 
40,000-45 ,000 credits from others , 60,000-90,000 credits on the 
Black Market. At least 50% of all households in Arzno have one 
such suit. 

Techno-Wizard Features : The fol lowing features are standard 
on the mil itary grade Light EBA, and additional features may be 
added for additional cost. 

1 .  Magic Force Field : The armor has the abi l ity to supplement 
its l ight frame with a mystic force field. To help keep the cost 
of the annor down, the strength of the force field is notably 
less than in other A.W.M.  products. The smal l force field 
emitter is located on the back of the annor, between the 
shou lders . 

Spel l  Effect : Annor of Ithan . 

Range : Self only . 

M .D .C . :  30  

Activation Cost: 10 P.P .E .  or 20 I . S .P. 

Duration : 5 minutes (20 melee rounds) or unt i l  M.D .C .  is de
pleted, whichever comes first. Can be reactivated/recharged 
complete ly for another 1 0  P.P .E .  or 20 I . S .P .  after only one me
lee round. 

2. Globe of DayJight: Used to ward off the undead or s imply to 
provide a l ight in the darkness.  The l ight is em itted from a 
small globe located in the chest or shoulder. 

Spe l l  Effect : Globe of Daylight. 

Range : Self; 1 0  foot (3 m) radius .  

Activation Cost: 3 P.P. E .  or 6 I . S .P .  

Duration : 5 minutes (20 melee rounds) .  

Special Features : The mi l itary-grade version of the annor has 
dozens of small, s i lver spikes on the foreanns, shoulders, knees, 
shins, and helmet. The spikes are made of Mega-Damage metal, 
but are coated in silver and can therefore do damage against 
vampires and many other supernatural beings ; does an addi
tional I D6 S .D.C .  points of damage to undead when stuck by 
them when used in hand to hand combat. 

Weapon Systems :  None. 



TW Incursion Armor 
Incursion armor i s  des igned to help troops secretly penetrate 

enemy lines unseen and unheard for the purpose of espionage, 
sabotage, b lack ops, and other secret operations in host i le terri
tory . Its TW features focus on mobil ity, stealth, flight, invisibil
ity , and s i lence. 

The armor comes standard in forest and dark desert camou
flage, tan, b lack and dark grey, all with a dul l  finish that doesn ' t  
reflect l ight . The trademark Arzno s i lver spikes are allowed to 
dull and tarnish on the armor so that they don ' t  gl int from the 
shadows. Even the face shield is frosted. Aside from the spikes 
jutting out from the shoulders , elbows, knees, and forearms, the 

Incursion armor i s  s leek and streamlined, the Mega-Damage 
plates carefully designed not to knock or click against each 
other when the merc walks, crawls ,  or runs . M.D.C .  protection 
is moderate , a necessary tradeoff to keep the stealth capabi l ities . 

The Incurs ion armor is available for purchase by the public, 
and at least a third of all households have one. The high price 
keeps it out of more hands . To supplement the M.D.C.  of the ar
mor, an Armor of Ithan generator provides light force field pro
tection .  

Model :  Arzno TW A- 1 500 Incurs ion EBA;  borders on  Power 
Armor. 

Size : Human s ize, from roughly 5 to 7 feet in height ( 1 . 5 to 2 . 1  
m). 

Weight:  12 lbs (5 .4 kg).  

Mobility: Excel lent mobil ity; no skil l  penalties . 

M.D.C. by Location : 

Head - 50 

Arms - 25 each 
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Legs - 30 each 

*Force Field Emitter - 8 

* Flight Pack - 25 

Main Body - 42 

Magic Force Field - 60 

* A s ingle asterisk denotes a very small and difficult target to 
hit, requiring a Called Shot at -4 to strike . 

Market Price: 1 95 , 000 at Arzno Weapons Manufacturing, ex
c lus ive Arzno design, 500,000 credits from the Black Market 
whenever they can get their hands on one . 

Special Features : The armor has a number of s ilver spikes in 
strategic locations on the suit, most notably on the shoulders , 
knees, and e lbows. Used as a simp le weapon against the undead, 
they add an additional I D6 S .D .C .  points of damage in hand to 
hand combat. The spikes are Mega-Damage structures coated in 
si lver and can therefore do damage against vampires and many 
other supernatural beings. 

Techno-Wizard Features : Standard for the Incursion EBA. 

1 .  Magic Force Field : The armor has the abi l ity to supplement 
its l ight frame with a mystic force field for extra protection . 
The small force field emitter is located on the front of the ar
mor, at the mid-section . 

Spel l  Effect: Armor of Ithan. 

Range : Self only . 

M.D.C . :  60 

Activation Cost :  1 5  P .P .E .  or  30  I . S .P .  

Duration : 1 0  m inutes or until depleted, whichever comes first . 
Force F ields can be recharged/reactivated after one melee round 
with additional P .P .E .  or I . S .P .  

2. Flight Pack: Built into the back of the armor is a TW Fl ight 
Pack. This small device is a miniaturized jet pack for rapid 
deployment and easy access to enemy entrenchments, camps, 
towers, etc . ,  in the field. The apparatus is completely s i lent, 
offering a substantial advantage over conventional jet packs . 
The device itself houses what appear to be two large, gold 
rods wrapped in copper w ire and hooked in series with two 
smal l  P .P .E .  batteries that regulate the flow of the magical 
energy powering the mach ine. The Flight Pack is guided by a 

hand control that is wired to the internal working of the ar
mor and stored via a retractable cord in the forearm . 

The Flight Pack enables the wearer to fly at speeds up to 
75 mph ( 1 20 km), with a maximum altitude of 5 ,000 feet 
( 1 524 m). Maximum speed can be achieved in a matter of a 
few seconds (one melee action/attack). In flight, the user is 
+2 to dodge . 

Spel l  Effect: Fly as the Eagle . 

Activation Cost: 25 P .P .E .  or 50 I . S .P. 

Duration: One hour per activation . 

3. S ilent Movement: The armor is able to capture the sound 
waves caused by it and around it and completely null ify 
them . This is accomplished, in part, through the s i lver spikes 
in various locations on the armor. The key spikes function as 
powered antennae to track the harmonics of ambient noise 
and emit inverse wave patterns, effective ly cancel ing out any 
noise made by the armor and gear. The field extends a few 
feet around the wearer, so footsteps , leaves crunching, etc . ,  



are s i lenced. When operating in s i lent mode, a person stand
ing next to the merc wearing Incursion armor could scream at 
the top of his  lungs and sti l l  not be heard - perfect for surgi
cal strikes and assassination. The one disadvantage of the si
lent feature is that alarms, radio transmissions, and speech 
are cancelled out as well .  That means a practitioner of magic 
cannot use the s i lent mode and cast magic nor can he stand 
too close to a comrade who has the null field activated. 
Teammates in "si lent strike" mode of operation use sign lan
guage, hand signals and body language to communicate . It 
also means the wearer may be surprised by a s i l ent attacker 
and his teammates wi l l  not hear him scream or his cries for 
help un less he disengages the s i lent mode (counts as one me
lee action/attack). 

Spe l l  Effect: Globe of S i lence. 

Range : Completely nullifies all noise within a five foot ( 1 . 5 m) 
diameter with the armored wearer being at the center. 

Activation Cost: 20 P .P .E .  or 40 I . S .P .  

Duration: 5 minutes per activation. 

4. Camouflage : The end effect is equivalent to the spell Chame
leon, found in the Rifts® RPG or Rifts® Book of Magic; 

blends in with surroundings as long as the character remains 
motionless or moves slowly (Spd 6 or less) .  

Spe l l  Effect : Chameleon. 

Range : Self only . 

Activation Cost : 7 P .P .E .  or 1 4  I . S .P .  

Duration: 20 minutes per activation. 

Weapon Systems :  No energy or powered weapon systems are 
avai lable on the armor without sacrificing one of the other TW 
features . 

The armor does come standard with the aforementioned s i l 
ver spikes, as well  as a pair of retractable s i lver-plated short 
swords that extend from forearm housings and a dagger-like s i l 
ver blade that protrudes from the elbow. Each inflicts 204 
S .D .C.  damage (double damage to vampires and other beings 
vu lnerable to s i lver) . W.P. Short Sword bonuses are app licable.  

TW Exterminator Armor 
This formidable armor is  standard issue for the Arzno Merce

nary Corps heavy weapons divisions, and favored by many of  
the officers . Its TW enhancements grant an increase in  strength 
to allow the wearer to use weapons normally reserved for 
' Borgs and power armor troops , such as rai l guns, missi le 
launchers, large M.D. swords, water cannons, etc . The activa
tion of this feature breathes l ife into servos and hydraulics lo
cated below the arms and shoulders of the armored suit as the 
mystical energy that flows through it empowers and animates 
the Techno-Wizardry components . 

The model comes standard with s i lver-plated spikes des igned 
for intimidation and combating vampires and other supernatural 
creatures .  The armor itse lf comes in forest and desert camou
flage, gold, crimson, l ight and medium b lue, and l ight grey with 
light color accents . 

Model: Arzno TWA- 1 600 Exterminator EBA; borderline power 
armor. 

Size : Typical ly human size, but custom jobs are available for a 
substantial increase in price .  
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Weight:  18 lbs (8 .0  kg) .  

Enhanced P.S. : Even without engaging Supernatural Strength, 
the suit increases the wearer' s  normal P .S . ,  adding 1 04+5 points 
and making the P . S .  equivalent to that of a cyborg with A ug

mented Strength, which shou ld make using rail guns and carry
ing heavy gear easy.  

Mobility: Fair mobil ity ; -20% to cl imb, prowl,  swim, or per
form acrobatics and similar physical ski l l s .  

M.D.C.  by Location : 

Head - 75 

Arms - 40 each 

Legs - 50 each 

Main Body - 1 00 

*Force Field Emitter - 1 0  

Magic Force Field - 60 

* A s ingle asterisk denotes a very small and difficult target to 
hit, requiring a Called Shot at -4 to strike . 

Market Price: 1 85 ,000 at Arzno Weapons Manufacturing, or 
up to 20% more at competing Techno-Wizards throughout the 
New West, where knock-offs are common. 400,000 credits on 
the B lack Market in places where TW devices are highly i l legal . 

Special Features : The armor has many s ilver spikes on the 
forearm plates and along the shoulders . Used as a simple 
weapon against the undead, they add an additional 1 06 S .D.C . 
points of damage in hand to hand combat. The spikes are Mega
Damage structures coated in s ilver and can therefore do damage 
against vampires and many other supernatural be ings . 

Techno-Wizard Features : The fol lowing features are standard 
on the Exterm inator EBA, but up to two additional features may 



be added for additional cost . See the Rifts® RPG for some 
common features that can be added to armor. 

t. Magic Force Field : Extra M.D .C . protection from the small 
force field emitter located on the back of the armor, between 
the shoulders . 

Spe l l  Effect: Armor of Ithan . 

Range : Self only . 

M .D .C . : 60 

Activation Cost: 15 P.P .E . or 30 I . S .P . 

Duration: 1 0  minutes or until depleted, whichever comes first . 
Recharge/reactivate as needed. 

2. Superhuman Strength : A voice command and the expendi-
ture of P .P. E. gives the wearer a Supernatural P .S . of 24 ! 

Spel l  Effect: Superhuman Strength . 

Range : Self only . 

Effects : P .S . increases to 3 0, P .E . to 24, and both become Super
natural . The character can carry 1 ,500 pounds (675 kg) and l ift 
twice that amount. 

Activation Cost: 10 P.P .E . or 20 I . S .P . 

Duration : 5 minutes . 

Weapon Systems :  None, but when Supernatural Strength is en
gaged, the character inflicts Mega-Damage with his bare hands : 
A restrained punch does 506+ 1 5  S .D .C . , a regular strength 
punch does 306 M .D. , and a power punch does 606 M .D. (the 
latter counts as two attacks) . Remember, the warrior is also 
likely to be armed with one or more heavy weapons, extra 
ammo and other gear. 

Ironwood Armor 
Mages on  Rifts Earth often have to  make the difficult choice 

between casting their magic at ful l  potency, or wearing restric
tive, metal or composite, Mega-Damage armor that reduces their 
abi l i ty to properly channel P .P .E . and thus dimin ishes their abil 
ities . This has led to the unique creation of Ironwood Armor, 
avai lable only from the Techno-Wizards at Arzno . 

Ironwood Armor is very expensive and what ' s  more, is not 
easi ly repaired without go ing back to the original maker . On the 
upside, this wooden armor does not restrict a mage ' s  abi lity to 
cast spells in any way . This tradeoff is favorable enough that 
spel l  casters have been flocking to it ever since it was put on the 
market a few years ago . 

The Ironwood process is very simple . Wooden armor is 
crafted by an artisan or armorer. Wood or a combination of 
wood, leather and other materials have been used in the past, in
clud ing Samurai armor, various people of the South Pacific and 
our own Native Americans, so the use of wood for armor is not 
as unlikely as it may sound . Once the armor itself is molded and 
bu ilt from ordinary wood, often with intricate designs, shapes ,  
woven materials, lacquer, carvings and painted symbols and de
signs, it is magically transformed into Mega-Damage material  
by the Earth Warlock spel l  of Ironwood. The armor itself is not 
magic in any way, nor does it posses Techno-Wizard features or 
magic . The transformation s imply changes the armor' s  natural 
S .D .C. wood into M.D.C . material , all that ' s  needed is a gifted 
armor maker and a high level Earth Warlock with the Ironwood 
spe l l . It is so simple it ' s  amazing nobody thought of it sooner . 
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Fact of the matter is, there are so many m odem and TW alterna
tives that wood armor was never mass produced before . Percep
tion also has a lot to do with it . Until beautiful ,  s leek armor 
began coming out of Arzno, wood armor in the past was bulky ,  
clumsy and ugly . 

Wood armor is a new craft that has a number of artisans, 
woodworkers and Earth Warlocks in Arzno scrambling to figure 

out the secrets and get into the business for themselves. Making 
good quality, flexible and comfortable wood armor is very much 
an art, and a time consuming one at that. Currently, the most no
table makers of Ironwood armor are the brothers, Roger and 
Randall Rick. Both older gentlemen now, one a retired Natural
ist and the other an Earth Warlock (see the Ironwood Armory, 
#55 on the Arzno map) . N ot only are they the first to open such 
a business in Arzno, but their skil ls of wood craftsmanship are 
unsurpassed . 

Although there are dozens on the market, there could be hun
dreds of different styles and appearances of wood armor. How
ever, while they may look different, all fal l  into one of the same 
two basic models sold in Arzno : Mage Armor and Vampire 
Hunter Armor. 

Ironwood Mage Armor 
This wooden plate armor affords a mage M.D.C . protection 

whi le  not inhibiting the wearer' s physical mobil ity or the abi lity 
to cast magic spel ls . In general ly ,  resembles ancient European , 
Oriental, or Juicer plate armor and can be found extens ively in 
and around Arzno. Most are custom fitted to the purchaser, pro
viding for optimum protection and comfort. The superior fit can 
reduce prowl penalties to half of the normal level . Mage Armor 
is often accessorized with belts, straps, studded leather, animal 
bone, claws or teeth, as well as colorful hooded cloaks,  capes , 
loincloths, banners , strips of cloth and feathers . A mage can re
flect his or her personal sty Ie in a totally unique suit of armor. 

Ironwood armor is non-environmental so Ley Line Walkers 
continue to wear gas masks, air fi lters and other facial cover
ings . The inclusion of environmental systems would require en
casing the wearer in high-tech materials and making the armor 
sealed and airtight, with a power supply, air circulatory system , 
etc . , al l  of which add to the weight, cost and cumbersome feel  of 
the armor. As it is ,  the armor feels natural and comfortable . 

Model :  Arzno TWA- 1 000M Ironwood Mage Armor. 

Size : Human s ize, from roughly 5 to 7 feet in height ( 1 . 5 to 2 . 1 
m). 

Weight: 20 lbs (9 kg) ; wood is heavy . 

Mobility: Average mobil ity ; - 1 0% to c l imb, prowl,  swim, or 
perform acrobatics and sim ilar physical skil ls . 

M.D.C. by Location :  

Head - 3 0  or by a separate helmet . 

Arms - 20 each 

Legs - 28 each 

Main Body - 60 

Market Price: 75 ,000-85 ,000 for a bas ic suit. H ighly-styl ized 
and uniquely crafted armor can cost double or triple the price . 

Special Features : Most notably, the armor does not interfere 
with a mage ' s  abil ity to cast spells . 

Weapon Systems:  None. 



Ironwood Vampire Hunter Armor 
The second common type o f  Ironwood armor i s  built specifi

cally for the vampire hunters of the New West. In  form it is fun
damentally the same as the armor des igned for mages, but since 
it is for warriors , not mages, it is  a bit heavier, offers better 
M.D .C .  protection and comes equipped with wooden barbs and 
spikes that tum the wearer into a walking weapon against the 
undead. The armor uti lizes some modem materials to provide a 
little extra protection and padding, and the armor is never fully 
environmental . 

Model: Arzno TWA- I 000H Ironwood Hunter Armor. 

Size : Human s ize, from roughly 5 to 7 feet in height ( 1 .5 to 2 . 1 
m). 

Weight: 25 lbs ( 1 1 . 3 kg) . 

Mobility :  Average mobil ity ; - 1 0% to c limb, - 1 5% to prowl ,  
swim, or  perform acrobatics and s imilar physical skil l s .  

M.D.C. by Location:  

Head - 40 

Arms - 25 each 

Legs - 35 each 

Main Body - 75 

Market Price : 85 ,000-95 ,000 for a bas ic suit. Highly-stylized 
and un iquely crafted armor can cost double or triple the price. 

Special Features : Does not interfere with a mage ' s  abi lity to 
cast spel ls .  Also see Weapon Systems.  

Weapon Systems :  

1 .  Wood Construction. Being made of wood, an e lbow, knee 
strike, backhand punch, head butt, etc . all do an extra 1 D6 

Hit Point damage (in addition to normal punchlkick damage) 
to the undead and any being vulnerable to wood. 

2. Retractable Forearm Blade. A standard feature is  to have an 
Ironwood short sword or a s ilver blade that can slide out of 
the housing in combat with the undead. Both blades inflict 
2D6 Hit Point damage to vampires and others vulnerable to 
said material . Some vampire hunters have one blade wood 
and the other silver. 

3. E lbow Spike or Blade. An M.D .C .  wood spike or short, 
dagger-l ike blade extends from the e lbow and inflicts 2D6 
Hit Point damage to the undead . 

4. Spikes. 3-6 sp ikes usually protrude from the shoulder plate, 
and sometimes the knees and forearms . The spikes inflict 
4D6 S .D .C.  damage from a body block and 3D6 S .D .C .  from 
a punch or a kick. Damage is double Hit Points against vam
pires and other creatures vulnerab le to wood. 

Note : These are all in addition to handheld weapons such as sil
ver plated swords , Vibro-Blades ,  wood and/or si lver knives ,  
wood throw ing sticks ( l D6 S .D .C .  against mortals, 2D6 against 
vampires), wooden stakes, crossbow, bow and arrows, TW gre
nades, TW flares, and other TW vampire s laying weapons and 
conventional M. D. weapons and gear. 
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TW "Imitator" 
Armor Series 
By Jason Richards & Kevin Siem bieda 

One of Arzno Weapons Manufacturing' s  top-sell ing product 
lines is the Imitator series of full environmental , TW power ar

mor. Popular among Arzno mercenaries, other mercs, lawmen,  
gunfighters , vampire slayers and many men at arms and adven
turers operating in the area, provided they can afford one . 

There are many basic "sty les" of Imitator armor, each having 
the basic look and styl ing of an an imal . The four basic packages 
are offered with models ready-to-buy, but can also be custom
ized to the purchaser' s particular wants - canines, felines, bears, 

birds of prey and demonic face plates and imagery are the most 
popular. For example, a notable bounty hunter known as Vic 

"The Coyote " Carlson commiss ioned a unique suit of armor 
stylized as (you guessed it) a coyote, and paid a bit extra to en
sure that h is particular coyote styl ization was exclusively his . 
The same can be said for Karla "the Rattler" Jackson, a sheriff 
known for her quick draw who opted for a rattlesnake 
stylization, and for the wealthy cattle baron K.D .  Ramirez who 
had special "Tri-Top" Imitator armor commissioned for his 
bodyguards and hired muscle .  

Customized armor  is expensive, but sti l l  popular. One of 
the basic body styles of the mass market editions (described in 
the pages that follow) is  used as the foundation of the armor. It 
is mainly the external appearance and weapons built into the suit 
and carried by the individual that makes each suit unique. Cus
tomized appearance costs an additional 250,000 credits . Add on 
top of that any special built-in weapon additions (similar to how 
Combat Cyborgs are customized with different forearm weap
ons that could be a Vibro-Blade and laser, or ion blaster, or la
ser, plus a back mounted rai l  gun, etc .) .  Note: As many as two 
conventional M.D.  weapons may be built into each forearm, and 
one in only one of the shoulders, one in each leg, and one 
mounted on the back of ground units (none if there is a flight 
system).  Most have a couple of arm weapons. (Silver blades and 
Vibro-Blades plus an energy weapon are most common, and one 
in the back or tied to a back mounted ammo drum and power 
supply l ike a rai l  gun, are most common weapon combinations . )  
Otherwise, optics, sensors , radar, cooling system, communica
tions,  and other features are l im ited to those standard to all 
common su its of power armor, nothing extra. 

A buyer may also acquire different TW enhancements , usu
ally averaging 50 ,000 credits for each level of the spe l l  being 
installed (so 50 ,000 credits for a first level spell, 250,000 credits 
for a fifth level spel l ,  etc . ) .  Only spel ls  level 1 -6 are generally 
avai lable;  most stick to spells level 1 -4 due to cost. Limited to a 
max imum of four TW enhancements per one suit of armor. 

Mass-produced Im itator Power Armor are limited to the 
following models, each with its own set of unique TW enhance
ments . The speedy, leaping, Jackrabbit (the base model for 
l ight, quick ground armor) , the sturdy, fast runn ing and re l iable  
Lonewolf (the base mode l  for medium infantry ground armor) , 
the heavily armored and super-strong Raging Bull (used as the 
base for bears , rhinos, and similar big, bulky armor), the 
high-flying Thunderbird (the base model for flying power ar-



mor) and the lifesaving Guardian Angel (aerial power armor, 
rescue and medical armor) . 

The Importance of the P.P.E. Battery 

All l iving beings have P .P .E .  Most adult humans and D-Bees 

have a min imal P .P .E .  reserve of 1 -6 po ints, maybe 2D6. That 
amount is usually greater (3D6+ 1 0 P .P .E . )  in teens (ages 1 3 -20;  
+ 10 P .P .E .  in Arzno teens) and 6D6+ 12 in children. However, 
children (under the age of 1 3 ) are not sent into combat. Teens 

(ages 1 6-20) may be a merc, soldier or adventurer - and remem
ber, the average Arzno citizen, born and raised in the city-state 
where TW items are commonplace, wi l l  have, on average, 1 8-28 
P .P .E .  points even as an adult - but even with the greater 
amount of P .P .E .  it is not enough to activate the TW features of 
the armor more than once, twice or a handful of times. Psychics 

will  have 1 -6 P .P .E .  but a fair to large amount of tS .P . ,  however 
it costs double the I . S .P .  to use TW items, l imiting their use as 
wel l .  That ' s  why each suit of TW power armor has a TW P.P.E. 
Battery. 

Note:  Techno- Wizards and other practitioners of magic can 
wear TW power armors and use their formidable amounts of 
personal P .P .E .  to augment the amount stored in the battery . 
HOWEVER, with the exception of about one third of the 
Techno-Wizards, most practitioners of magic (as in 97%) wi l l  
not wear these environmental armors because, a) they cannot 
cast spel ls while inside the armor; b) they are not warriors , and 
without spe l l  casting they feel uncomfortable, stressed and much 
less capable inside TW power armor; and c) many feel c laustro
phobic and disoriented in power armor (reduce all bonuses, ski l l  
performance and number of attacks per melee by  half) and abso
lutely refuse to wear any kind of heavy armor or power armor. 
Strangely enough, dragons,  other creatures of magic and super
natural beings wi l l  NOT wear TW armor for similar reasons , 
and/or because they absolutely refuse to rely on anyth ing cre
ated by mere mortals .  

TW P.P. E. Battery : All TW Imitator power armor suits 
come standard with a heavy-duty P .P .E .  Battery that contains a 
60, 80 or a whopping 200 P. P. E. This P .P .E .  reserve can only be 
used to activate and recharge the various TW features built into 
the suit, not spe l l  casting or anyth ing else .  As noted above, with
out this mystic energy reserve, ordinary power armor pilots , 
warriors and heroes could not use the suits with any measure of 
effectiveness, unable to use the special powers more than once 
to a few times. 

The P.P.E. Battery is relatively small and concealed, usually 
located between the shoulder b lades in the small of the back . 
Destroying all of the M.D .C .  of the main body wi l l  also destroy 
the P .P .E .  Battery. The armored shell contains five diamonds (at 
least two carats each) imbedded in a copper bar and wrapped in 
gold and si lver wire, which then run throughout the armor to 
power the TW systems .  

P .P .E .  Battery Reserve : 200 po ints . 

Recharging the P.P.E. Battery: Once P .P .E .  in the battery 
is used up, the owner of the power armor needs to recharge it .  
No P.P.E. means he cannot access the magical TW powers of 
the armor. Recharging is easy, but can be time consuming (tak
ing the warrior out of combat) or expensive (purchasing P .P .E .  
from a mage) . 
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Method # 1 :  F ind a ley l ine and rest on the l ine .  The TW bat
tery is des igned to absorb the ambient energy of the ley l ine, 
however it is a long process with only 5 P .P .E .  restored per hour 
on the ley l ine (double the P .P .E .  amount per hour at a ley l ine 
nexus) .  Thi s  can also be dangerous as ley l ines attract creatures 
of magic and supernatural beings, and a Rift could open at a 
nexus point. Note: F ighting on a ley line provides a constant 
source of 5 P .P .E .  per melee round, but only five, it does not 
bui ld up if not used that melee. 

Method #2 : Find a practitioner of magic wil l ing to channel 
some of his P.P.E. from his  personal reserve into the P.P.E. Bat
tery . The problem here is that only a mage friend may be wil l ing 
to do this for free, and in a combat situation, he may not be able 
to give up his own P .P .E .  without impairing himself or jeopar
dizing his l ife, the l ives others or the mission. Al l  other practi
tioners of magic will charge money for the service, anywhere 
from 30-50 credits per P .P .E .  point if the mage is kind and gen
erous ,  to 1 00-600 credits per P .P .E .  point if greedy or mean.  

Otherwise the character is forced to rely on alternative 
sources of P .P .E .  until the battery can be recharged, or limp 
along without the most potent abi l ities of his TW power armor. 

Alternative Sources of P.P.E. 

In case of emergencies or sheer desperation, any of the fol
lowing can be implemented. Note that tapping one ' s  own Per

sonal P. P. E. Reserve and Sacrificing Speed are NEVER used 
unti l  the P .P .E .  B attery is  running dangerously low (20% or 
less) , or has run out and the character is down to using his own 
P .P .E .  reserve . And Life Source Conversion is never used unti l  
the character is completely out of all other resources, including 
his own phys ical reserve . 

Personal P.P.E. Reserve:  Al l  l iving beings have P .P .E . ,  and 
the pilot can draw on his own P .P .E .  to power/charge/activate 
any TW feature . However, most men at arms wi l l  have a mini
mal personal P .P .E .  reserve.  

Life Source P.P.E . Conversion :  The character may also use 
Life Source magic to transform his  own life energy into P .P .E .  
without additional cost to  cast L ife Source convers ion .  Sacri
ficing two S .D .C. equals one P .P .E .  point. Giving up one Hit 
Point = one P .P .E .  point. This feature is vital to pilots who do 
not have a great deal of personal P .P .E .  and use up the P .P .E .  
stored in  the TW battery . 

Sacrifice the Need for Speed for P.P.E. : The two flying 
power armors, the Thunderbird and the Guardian Angel ,  can 
also draw on the armor' s internal energy to supplement the 
avai lable P .P .E .  to power and use the various TW features .  
When this i s  done the P . P  . E .  cost o f  activation i s  half the l isted 
P .P .E . ,  but there is a different price to pay . Each draw on the in
ternal energy system reduces the armor' s runn ing and flying 
speed by 5%. Lost speed takes 30 minutes to recover; one hour 
if Spd is reduced below half. Speed cannot be reduced below 
1 0%.  



TW Jackrabbit Power Armor 
The Jackrabbit Imitator i s  one of  A . W.M. ' s  most popular and 

impressive creations. Inspired in part by the Triax Terrain Hop
per, the Jackrabbit is l ightning quick, mobile and capable of 
leaping and loping to cover ground fast without jet assisted 
leaps .  Its speed (matched by no conventional exoskeleton on 
Rifts Earth) and uncanny abi lity to make the impossible happen 
only add to its "wi ldcard" status ,  especial ly to Crazies, Power 
Armor Pilots, mercs and adventurers who like l iv ing on the edge 
or wi ld s ide.  

The Jackrabbit Imitator plays on four trademarks of this com
mon desert and prairie animal. F irst, the superior speed and agi l 
ity of the n imble hare . The jackrabbit is  one of the fastest smal l 
creatures in the West, able to outrun a mountain l ion or even a 
wolf on a good day. Al l  the whi le bobbing, weaving, dodging 
and leaping, making it all the harder to hit . 

Second, its abi l ity to run/leap to cover ground quickly .  

Third, the critter is known for its "jackrabbit start," allowing 
it to move instantly at nearly full speed . 

Fourth, the superstitious belief that the rabbit is lucky, partic
ularly the " lucky rabbit ' s  foot." 

The TW Jackrabb it Imitator exh ibits al l these qualities, in
clud ing good luck. Actually, the amazing leaps,  dodges, and 
strikes are all part of the overall des ign and a bui lt-in TW over-
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drive system that pushes the l imits of the armor by augmenting 
traditional power armor systems with P .P .E .  The latter el imi
nates the threat of stal l ing or burning out the armor and makes it 
an agi le and difficult target to hit .  However, many wearers 
swear the suit is, indeed, " lucky" and at least one third of the 
buyers make the purchase because of the " luck factor ."  Could 
there be a magical s ide effect that imparts luck? The Techno
Wizard des igners insist no, but many users claim yes. 

Model: Arzno TWA- 1 230JR Jackrabbit Power Armor. 

Crew: One. 

M.D.C. by Location:  

Head - 1 1 0 

Arms (2) - 28 each 

Legs (2) - 80 each 

Rai l Gun - 3D 

Main Body - 1 3 5  

Statistical Data : 

Size :  Already a specialty item; size i s  totally customizable. Add 
30% to cost if over 8 feet (2.4 m) tal l .  

Weight : 1 1 0 lbs (49 .5 kg). 



Physical Strength : +6 to the P .S .  of the pilot and is equal to 
Bionic/Augmented P .S .  

Power System : Nuclear or TW generator. 

P .P .E .  Battery: 200 points to activate the TW features without 

having to draw upon the pilot ' s  own P .P .E .  reserve . Once de
pleted, the battery can be recharged by a Techno-Wizard, ley 
line or the magical feature may be activated by the operator' s  
own P.P.E . or I . S .P .  

Market Price: 1 .2 mil l ion credits at Arzno. Exclus ive ly sold by 

Arzno, but 2 .5  mi l l ion to 3 .2 mi l l ion credits when the B lack 
Market gets its hands on one. 

Power Arm or Features : 

Running (Nonna!) : 40 mph (64 km) in a nonnal, human style of 
running upright. The act of running tires the pilot, but at 20% of 
the nonnal fatigue rate . 

Jackrabbit Run: The pi lot activates "Jackrabbit mode" via voice 
command or the press of a code on a key pad concealed in the 
left forearm . This engages a loping, zigzag pattern with random 
long leaps, sudden sharp turns, and frequent dodging. Maximum 
speed is 65 mph ( 1 04 km), and that can be increased by 3 0% (85 
mphl 1 3 6  km) when the light rai l gun is stowed and the operator 
runs (lopes) on all fours ! 

Bonuses : + 1 on initiative, +3 to automatic dodge (rol l  to dodge 
as usual but the act of dodging does not use up a melee attack/ 
action; +7 to automatic dodge when running on all fours , the 
low profile is harder to h it), +2 to roll with impact, + 1 0% to 
Gymnastics ski l l  percentiles (if the pilot has it), and can go from 
zero to full speed in 3 seconds (uses up one melee attack/ac
tion), and stop on a dime. Al l  are in addition to the usual Power 
Annor combat bonuses for Basic or Elite level ski l l s .  

Leaping: Powerful,  reinforced leg hydraulics enables the Jack
rabbit annor to leap 20 feet (6. 1 m) high and 40 feet ( 1 2 .2 m) 
across .  Increase he ight and distance by 3 0% with a Jackrabbit 
running start. 

F lying: Not poss ible . 

Swimming: Normal Spd and -5% on skill perfonnance. Can sur
vive underwater depths of up to 400 feet ( 1 22 m) . 

Techno-Wizard Features : 

1 .  TW Superhuman Speed : Expending 1 0  P .P .E .  activates 
magically enhanced Superhuman Speed, increas ing the maxi
mum speed of the Jackrabbit Run mode to 1 3 0  mph (208 
km), or 1 7 0  mph (272 km) runn ing on all fours ! An addi
tional +3 to automatic dodge, and +2 to roll with impact, and 
double leaping height and distance!  The magical effect ne
gates any additional fatigue effect from the heightened speed 
and exertion . Note: Superhuman Speed applies only to Jack
rabbit mode . 

Spel l  Effect: Superhuman Speed ( 1 0) ,  Energy Field ( 1 0) and Es
cape (8). 

Range: Self only. 

Activation Cost : 1 0  P .P .E .  or 20  I . S .P .  

Duration : 5 minutes per activation . 

Weapon Systems:  

1 .  Short-Range Rai l  Gun ("Rabbit Gun"): Belt-fed, l ight
weight, snub-nosed rai l  gun with ammo-can on the back. 
May fire s i lver or conventional rounds. Can be hooked to the 
back of the shoulder or hip when running on all fours . 
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Weight: Gun : 20 lbs (9 kg), Ammo-Drum : 50 lbs (22 . 5  kg). 

Mega-Damage : I D6 M.D .  for a 1 0  round burst . S i lver rounds do 
1 D6x l O  S .D .C .  per burst to humanoids, 2D6x l 0  Hit Points to 
vampires and other creatures vulnerable to si lver. 

Range : 2000 feet (6 1 0  m) .  

Rate of Fire : Each burst counts as one melee attack. 

Payload : 1 200 rounds ( 1 20 bursts) .  

2. Hand to Hand Combat:  Depends on level of train ing, see 
Robot (and Power Armor) Combat - Bas ic and Elite Ground 

Based Power Armor stats, on page 3 5 1  and 352  of Rifts® 

Ultimate Edition , respectively.  Plus, the fol lowing bonuses : 

2D4 M.D. for kick attacks (most types). 

2D6+2 M.D. from a Karate kick. 

4D8 M.D. for Leap Kick (counts as two melee attacks), 
plus there i s  a 0 1 -60% chance of knocking hum an-s ized op
ponents in body armor (up to 8 feetl2A m tall) off their feet, 
caus ing them to lose in itiative and two melee attacks, 
0 1 -3 0% chance of same if they are cyborgs, power annor, ro
bots or superhuman and weigh more than 250 lbs ( 1 1 2 . 5  kg). 

All other stats are as per Power Annor Combat Basic or 
El ite . 

3. Optional Forearm Weapon ( 1 )  for the right or left arm .  

Typ ically one o f  the following: 

S i lver Short Sword : I D6 S .D.C . ,  doub le damage to undead. 

Laser: 2D6 M.D.  per single blast, 2000 foot (6 1 0  m) range, un
l imited pay load, because it is tied to the annor ' s  power supply . 

Ion Blaster: 4D6 M.D.  per single b last, 1 000 foot (305 m) range , 

un l imited payload, because it is tied to the annor' s power sup
ply. 

Costs an extra 1 5 ,000-25 ,000 credits . Note: The Jackrab
bit seldom has any other built-in weapons .  Reduce speed by 
1 0% for each additional weapon should more than one be 
added. 

4. Handheld weapons of choice. The pilot can use any conven
tional or M.D.  weapons and gear he may desire. 

TW Lonewolf Power Armor 

The Lonewolf Im itator i s  one of  A .W.M. ' s  most popular 
suits of TW power annor and is basical ly an all-purpose infantry 
unit. It has good speed, strength and mobil ity, w ith sol id armor 
protection . Best of all ,  the Lonewolf is tough, re l iable, and cus
tom izable. This model is popular among Wilderness Scouts , 
Merc Soldiers, Power Annor Pi lots, grunts, and warriors of al l 
kinds .  Note : Basic body sty l ing is s imilar to the Thunderbird, 
minus the wings and protruding chest structure . The helmet of 
the Lonewolf comes in two sty les, a wolf- l ike shape and a 
pug-vers ion that is reminiscent of the l ion headdress sometimes 
worn by ancient Greek and Roman warriors, with the mouth 
open and teeth bared (the power annor pilot looks through a 
tinted plate in the opened mouth) .  

Model : Arzno TWA- 1 240LW Lonewolf Power Annor. 

Crew: One. 



M.D.C. by Location:  

Head - 90 

Anns (2) - 3 8  each 

Legs (2) - 75 each 

Rai l Gun - 3 5 

Main Body - 200 

Statistical Data : 

Size : Already a specialty item; size is total ly customizab le. Add 

30% to cost if over 8 feet (2.4 m) tal l .  

Weight: 1 5 5 Ibs (69 .8  kg). 

Physical Strength : Robotic P .S .  of 24 . 

Power System: Nuclear or TW generator. 

P .P .E .  Battery: 200 points to activate the TW features . 

Market Price :  1 . 5 mi l l ion credits at  Arzno. Exclusive ly sold by 
Arzno, but 2 . 8  mi l lion to 5 mi l l ion credits when the B lack Mar
ket gets its hands on one, more if loaded down with weapons .  

Power Arm or Features : 

1 .  Enhanced Speed :  Running: 75 mph ( 1 20 km) in a normal, 
human-style of running upright. The act of running tires the pi
lot, but at 20% of the normal fatigue rate . 

Bonuses :  +1  on initiative, + 1 to strike, parry, and dodge, + 1 to 
disarm, and +2 to pul l  punch. Can go from zero to full speed in 
6 seconds (uses up two melee actions), and stop on a dime.  Al l  
are in addition to the usual Power Armor Combat bonuses for 
Basic or El ite level ski l l s .  

Leaping: The powerful robot legs can leap 1 6  feet (4 .9 m) high 
and 22 feet (6 .7  m) across . Increase height and distance by 20% 
with a running start. 

F lying: Not poss ible . 

Swimming: Double the operator ' s  normal sw imming speed and 
can survive underwater depths of up to 500 feet ( 1 52 m) . 

Techno-Wizard Features : 

1 .  TW See Invisib le :  Expending 4 P .P .E .  activates the magical 
abi lity to See the Invisible .  

Spe l l  Effect: See the Invisible (4) .  

Range : Self only; visual range as per the optic systems of the 
suit (at least 2000 feetl6 1 0  m) .  

Activation Cost: 4 P .P .E .  or 8 I . S .P .  

Duration : 6 minutes per activation . 

2. TW Force Shield : Creates a pale white circular field of en
ergy from the right or left forearm (pick one) that can be used 
l ike a weightless, medium-sized shield. 

Spe l l  Effect: Magic Shield (6). 

Range: Self only . 

Activation Cost : 6 P .P .E .  or 1 2  I .S .P .  

Duration : 1 2  minutes per activation. 

3. Mystic Assault :  The Lonewolf can fire off a volley of 
mystic attacks that include an energy bolt from the eyes, in
creased Mega-Damage from punches, and an electrical blast 
from his hands. Each energy blast or punch counts as one melee 
attack. 

Spel l  Effect: Energy Bolt (5), Electric Arc (8) and Fist of Fury 
( 1 0) .  

Range : Touch or up to 1 5 0  feet (45 . 7  m) for energy blasts . 
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Damage : Punches inflict 2D6+4 M.D .  (restrained punch does 
3D6 S .D .C .) ,  Energy Bolt does 4D6 S .D .C . ,  and Electric Bolts 
d0 2D6 M.D .  

Activation Cost: 13 P .P .E .  or 26  I . S .P .  

Duration : 5 melee rounds (a m inute and 1 5  seconds). 

Weapon Systems:  

1 .  Medium Rai l  Gun ("Vam p-D Gun" short for "de

stroyer") :  Belt-fed, snub-nosed, l ight rai l gun with ammo 
canister on the back.  Designed to fire s i lver or conventional 
M.D .  rounds .  (May be substituted with a TW Water Cannon 
or TW Wood Rail Gun.) Can be hooked to the back, beh ind a 
shou lder or on the hip when not in use. 

Weight : Gun : 40 Ibs ( 1 8  kg), Ammo Drum: 1 00 Ibs (45 kg). 

Mega-Damage : 4D6 M.D .  for a 20 round burst of Mega-Dam
age ammo.  Si lver rounds do 2D4x 1 0  S .D .C .  per burst to human
oids, 3D6x l 0  Hit Points to vampires and other creatures 
vulnerable to s i lver. 

Range : 2200 feet (670 .5  m) .  

Rate of Fire : Each burst counts as one melee attack. 

Payload: 2000 rounds ( l 00 bursts) .  

2. Wolrs Bite Forearm Blade (2; one for each arm). 

Typical ly one of the fol low ing: 

S i lver Short Sword : 2D4 S .D .C . ,  doub le damage to undead. 

Vibro-Sword : 204 M.D. 

3. Hand to Hand Combat:  Depends on level  of training, see 
Robot (and Power Armor) Combat - Bas ic and Elite Ground 

Based Power Armor stats, on page 3 5 1  and 352  of Rifts® 

Ultimate Edition , respectively.  

4. Handheld weapons of choice. The pilot can use any conven
tional or M.D.  weapons and gear he may desire. 

TW Raging Bull Power Armor 

The Raging Bull ,  also known a s  "the M inotaur" armor, i s  
popu lar among those looking for heavy armor protection and 
brute strength . Its basic functional ity and heavy-hitting, in-your
face approach appeals to a wide array of customers, from sol
diers and mercs to hired muscle .  Its heavy annor protection in 
addition to its magical features makes it an all-around winner 
for heavy combat. 

The Raging Bull looks most like the animal it emulates, with 
a bovine head complete with horns and a ring through the nose, 
atop a broad, th ick body . As animal- l ike as it is, it isn ' t  easy to 
forget that the suit is a Techno-Wizard marvel ,  as hydraulics and 
hoses can be seen about the upper body ,  supporting the thick 
shou lders and running down the arms of the armor. The eyes 
glow an eerie red when magical energy is sent through the ar
mor to power its special TW features . 

Model:  Arzno TWA- 1 250RB Raging Bul l  Power Armor. 

Crew: One. 

M.D.C. by Location:  

Horns (2)  - 10 each 

Head - 95 

Shoulder Plates (2) - 1 1 0 each 

Anns (2) - 55 each 

Legs (2) - 1 20 each 

Heavy Rai l Gun - 1 00 

Main Body - 385  



Statistical Data : 

Size : Already a specialty item; size is totally customizab le. Add 
50% to cost if over 8 feet (2 .4 m) tal l .  

Weight: 430 Ibs ( 1 93 . 5 kg). 

Mob i l ity Penalties : Poor mobil ity ;  -20% to cl imb, prowl, swim, 
or perform acrobatics and similar physical ski l l s .  

Phys ical Strength : Robotic P .S .  of 30 . 

Power System: Nuclear or TW generator. 

P .P .E .  Battery: 200 points to activate the TW features . 

Market Price :  2 mi l l ion credits at  Armo. Exclusively sold by 
Armo, but 4 to 5 mi l l ion credits when the Black Market gets its 
hands on one, more if loaded down with weapons .  

Power Arm or Features : 

Running: 50  mph (80 km) in a normal, human style of running 
upright. The act of running tires the pilot, but at 20% of the nor
mal fatigue rate . 

Bonuses :  + 1  to strike and parry, and +2 to pull punch. Can go 
from zero to full  speed in 6 seconds (uses up two melee actions) ,  
and stop on a dime .  Al l  bonuses are in addition to the usual 
Power Armor Combat bonuses for Basic or Elite level ski l l s .  

Leaping: The powerful robot legs can leap 8 feet (2 .4 m) high 
and 1 5  feet (4 .6 m) across .  Increase height and distance of 
jumps by 20% with a running start. 

Flying: Not possible . 
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Swimming: Double the operator ' s  normal swimming speed and 
can survive underwater depths of up to 1200 feet (366 m).  

Techno-Wizard Features : 

1 .  TW Superhuman Strength & Endurance: A voice com
mand and the expenditure of the appropriate amount of 
P .P .E .  (or I . S .P . )  turns the hulking power armor into a magi
cal construct with Supernatural P.s. and Endurance. 

Spe l l  Effect : Superhuman Strength ( 1 0) .  

Range : Self only . 

Effects : Robotic P .S .  becomes Supernatural .  See Hand to Hand 
Combat under Weapon Systems for M.D .  numbers . The charac
ter does not fatigue during this time, thanks to Supernatural 
P .E . ,  and can carry 1 ,500 pounds (675 kg) and l ift twice that 
amount. 

Activation Cost :  1 0  P .P .E .  or 20 I . S .P .  

Duration : 5 minutes (20 melee rounds) . 

2. TW Raging Bul l :  Activation of this  magic effect super
charges the power armor and its p ilot ins ide, turning man and 
machine into an enraged fighting dervish or "raging bul l ."  
Strength again becomes Supernatural, speed is increased by 
50%, and the character enjoys the fol lowing combat bonuses 
(in addition to his usual Power Armor Combat: B as ic or El ite 
ski l l  bonuses) .  

Bonuses :  +60 M.D .C .  to armor (damage comes off this first, 
then the true M.D.C .  of the armor), +2 attacks per melee round, 
+2 on initiative, +2 to strike, + 1 to parry, does not fatigue, pain 
is not felt, + 1 on all saving throws for the duration, and is im
pervious to mind control ,  Horror Factor, possess ion, drugs, and 
psionic and magic i l lus ions .  

Penalties : The character is consumed with bloodlust and com
bat. He fights l ike a bull, never bothering to dodge unless the in
coming attack is obvious ly a devastating one (60 or more 
M.D.C .) ,  is barely aware of anyth ing but fighting, and when one 
opponent is  defeated, he goes immediately to the next one . 
Fal len comrades, innocent bystanders , mission objectives and al l 
else is forgotten ,  only fighting, revenge and winning are impor
tant . Furthermore, the bull ish warrior fights without mercy, re
gardless of alignment, and may take actions he or she regrets 
later. If all apparent enemies are defeated before the rage sub
sides, the warrior wi l l  smash and hit machinery, dead bodies , 
etc . ,  unti l  the magic effect runs its course. Anyone, including 
friends, who try to calm or restrain the raging individual will be 

attacked as if they are a new enemy. Note: When the enchant
ment ends, the character suddenly feels  tired and weak, and 
fights with half his usual bonuses, attacks, Spd and ski l l  abi lity 
for 1 D4 minutes. 

Spel l  Effect: Armor of Ithan ( 1 0), Compulsion (20, self) and 
Magical-Adrenal Rush (45) .  

Range : Self only. 

Activation Cost: 25 P .P .E .  or 50 I .S .P .  Once activated,  it can not 
be cancel led!  The magic abil ities and induced rage must run its 
course.  Once the effect wears off, it may not be reactivated for 
at least five minutes .  

Duration: One minute (4 melees) .  

Weapon Systems :  

1 .  Heavy Rail Gun ("Big Puppy") : Belt-fed, snub-nosed, 
heavy rai l  gun with ammo-canister on the back. Designed to 



fire si lver or conventional M .D. rounds . (May be substituted 
with a TW Water Cannon or TW Wood Rail Gun.) Can be 
hooked to the back, behind a shou lder or on the hip when not 
in use.  

Weight: Gun: 55 Ibs (24 .7 kg), Ammo Drum : 200 Ibs (90 kg) . 

Mega-Damage : I D4x 1 O  M.D . for a 20 round burst of Mega
Damage ammo. S i lver rounds do 3 D4x 1 O  S .D .C. per burst to 
humanoids, 4D6x 1 0 Hit Points to vampires and other creatures 
vulnerable to s i lver . 

Range : 3000 feet (9 14  m) . 

Rate of Fire : Each burst counts as one melee attack. 

Payload : 2000 rounds ( 1 00 bursts) . 

2. Hand to Hand Com bat: Depends on level of training, see 
Robot (and Power Armor) Combat - Basic and Elite Ground 

Based Power Armor stats, on page 3 5 1  and 352  of Rifts® 

Ultimate Edition , respectively . Plus, the fol lowing bonuses : 

Robot ps. of 30 infl icts I D6 M .D. from a punch, kick or 
head butt, 2D6 M.D . from a power punch . 

When magically increased to Supernatural P. s. of 30, 

punch damage is 3 D6 MD. on a ful l  strength punch, kick or 
head butt, 6D6 M.D . on a power punch. 

All  other stats are as per Power Armor Combat Basic or 
Elite . 

3. Handheld weapons of choice. The pilot can use any conven
tional or M.D. weapons and gear he may desire, although the 
TW Lightn ing Mace or a large Vibro-Axe (3D6 M.D .) are 
commonly suggested or sold with the armor, mainly because 
both fit the myth ical "Minotaur" image . 

TW Thunderbird Power Armor 

The Thunderbird is the basic aerial power armor in the Imita
tor series . It was inspired by the Coalition States '  SAMAS and 
other flying power armor like the NG Red Hawk, NG Samson 
and Flying Titan . The flying armor offers low altitude strike ca
pabi l ities, quick response and bas ic air support. In tribute to its 
namesake, the revered Ondi Thunderbirds, it can rain down 
lightning from the heavens to smite its enemies . Long-range 
weapons, speedy flight and superior optics round out the ar
mor ' s  features .  

The Thunderbird armor is highly styl ized, with a variety of 
tech to bird of prey-like helmets and a number of paint styles . 

The armor' s  standard color is sky blue fading into a bright, 
e lectric white at the edges and as accents . Not only does this en
hance the impress ive visual presented by the Thunderbird, it 
also provides excel lent camouflage against a c loudless desert 
sky. Its four wings are l ike those of the SAMAS or Flying Titan , 
but many customers have them painted as if they had feathers . 

TW enhancements for the Thunderbird give it a state-of-the
art TW F light Pack, advanced optical systems, and magical artil
lery to make the thunder gods jealous . It all adds up to an equiv
alent l ight power armor capable of doing vast amounts of 
damage to targets out in the open, even if it trades off a l ittle bit 
of the up-close combat advantages . The Thunderbird ' s  abi l ity to 
man ipulate atmospheric forces and blast targets with l ightning
like electrical b lasts makes it an asset on any open battlefield . 
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The power armor i s  favored by Robot Pilots, Operators, Mil i
tary Specialists , flying aces,  mercs and soldiers who enjoy 
speed, flying and fast-paced action . 

Model :  Arzno TWA- 1 260TB Thunderbird Power Armor. 

Crew: One . 

M.D.C. by Location :  

*Head - 75 

Arms (2) - 3 5  each 

Legs (2) - 65 each 

*Wings (4) - 40 each 

* Searchlight ( 1 )  - 5 

Heavy Laser Rifle - 50 

Main Body - 220 

* Items marked by a s ingle asterisk are small, obscured and/or 
difficult to strike unless a "Called Shot" is made, and even then 
the shooter is -4 to strike . Destroying one wing reduces the bo
nus to dodge by - 1  and reduces speed by 1 0%. Destroying two 
wings reduces dodge bonuses to zero and speed by 50%. De
stroying three wings makes the power armor l imp along at a 
mere 1 0% of its usual speed and altitude, and all remaining 
combat bonuses, other than those from W.P . ski l ls ,  are reduced 
to only + 1 . 

Statistical Data : 

Size : Already a specialty item; size is totally customizab le . Add 
50% to cost if over 8 feet (2 .4 m) tall . 

Weight : 430 lbs ( 1 93 . 5 kg) . 

Mobi l ity Penalties : Excellent aerial mobi l ity, but -5% to cl imb, 
- 1 5% to swim or perform gymnastics . 

Physical Strength : Robotic P .S . of 24 . 

Power System: TW generator only ! 

P .P.E . Battery: 200 points to activate the TW features . 

Market Price : 2 .5 mi l l ion credits , created and sold exclusively 
by Arzno, but 5 to 7 m il l ion credits when the B lack Market gets 
its hands on one, more if loaded down with extra weapons . 

Power Arm or Features : 

Running: 50 mph (80 km) in a normal, human-style of running 
upright. The act of running tires the pilot, but at 20% of the nor
mal fatigue rate . 

Bonuses :  + I on initiative, + I to strike , +2 to dodge when air
borne, + 1 to disarm , and + 1 to pull  punch. Can go from zero to 
ful l  speed in 6 seconds (uses up two melee actions), and stop on 

a dime. Al l  bonuses are in addition to the usual Power Armor 
Combat bonuses for Basic or Elite level ski l ls . 

Leaping: The powerful robot legs can leap 1 0  feet (3 m) high 
and 1 5  feet (4 .6 m) across without engaging the flight system . 
Increase height and distance of j umps by 1 0% with a running 
start . 

F lying: See TW Wing Pack for details . 

Swimming: Double the operator' s  normal swimming speed and 
can survive underwater depths of up to 1 200 feet (366 m) . 

Techno-Wizard Features : 

1 . TW Wing Pack: This larger, advanced Wing Pack is bigger 
and more powerful than that the flight systems of the Guard
ian Angel and other Arzno armors . L ike other TW systems, 
the Thunderbird ' s  Wing Pack uses magical manipUlation of 



air currents and defies the laws of gravity to ach ieve flight. 
When activated, two five-foot ( 1 . 5 m) pairs of w ings unfold 
and lock into place . The device itself houses two large, gold 
rods wrapped in copper w ire and hooked in series with two 
small P .P .E .  batteries that regulate the flow of the magical 
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energy powering the mach ine . The Wing Pack responds to 
voice commands and eye movement, responding to what the 
pilot says and where he looks . If that system fai ls there is a 
hand contro l wired to the internal working of the armor and 
stored via a retractable cord in the forearm . 



The Flight Pack al lows the wearer to fly at speeds up to 
240 mph (3 80 km), with a maximum altitude of 1 0 ,000 feet 
(3 ,050 m). Maximum speed can be achieved in a matter of a 
few seconds (one attack) . Unlike conventional propulsion 
systems, the T-Bird has the advantage of s ilent flight; no en
gine noise, only the rush of wind and gunfire. 

Spel l  Effect: Energy Fie ld  ( 1 0) and Fly as the Eagle (25) .  

Activation Cost: 1 5  P .P .E .  or 3 0  I . S .P .  

Duration: One hour per activation . 

2. TW Eagle Eye Optics : Used both as an advanced targeting 
system and for reconnaissance, the magic optics package on 
the T-Bird enables the pi lot to see a s ign or identifY a raven 
up to three mi les (4 .8 km) away with crystal clarity . He can 
also see in total darkness (Nightvis ion) and See the Inv isible 
up to 2000 feet (6 1 0  m). 

Not only that, but a telescoping targeting function enab les 
the pi lot to zoom normal vis ion up to 30x magnification l ike 
a te lescopic s ight, but without the actual mechanical optics. 
The telescopic vis ion can "lock" onto a specific target and 
stay with it even if it is moving ,  providing a +3 bonus to 
strike on an Aimed or Called Shot and + 1 on a burst or other 
type of shooting. To " lock on" the target cannot be moving 
faster than 1 00 mph ( 1 60 km). Note: The disadvantage of 
such tight focus locked on a single target is that the T-Bird 
functions with tunnel vision and can NOT see what is hap
pen ing anywhere e lse, even right in front of its own nose, un
til the locked target is disengaged and normal vision returned. 
Wh ile locked on target, the T-Bird is a sitting duck: no initia
tive, no combat bonuses to strike, parry and dodge, and is ef
fectively blind to incoming attacks (- 1 0  to parry or dodge 
incoming m issiles, gunfire, and point-b lank or physical at
tacks). 

Spel l  Effects: Eyes of the Wolf (25) ,  See the Invisible (4), and 
Light Target (6) . 

Activation Cost: 10 P .P .E .  or 20 I . S .P .  wil l  power the entire sys
tem for the duration. Any of the systems may be used in any 
combination throughout the activation time, trading one for an
other as often as the user desires, or uti lizing more than one op
tical enhancement at a time at no additional cost. 

Duration : 1 0  m inutes per activation. 

3. TW Thunder Bolt: A sort of magical, long-range artil lery at
tack called down by the wearer of the armor. The device al
lows the user to manipulate atmospheric conditions to 
generate true l ightning bolts cast down upon enemies out in 
the open . 

A disadvantage to this system over more conventional 
point-and-shoot weapons is  it requires open spaces with skies 
overhead and can NOT be used indoors or in places where a 
target has adequate protection overhead. 

Lightning Attack: 

Spe l l  Effect: Call Lightning ( 1 5 ) and Electric Arc (8). 

Activation Cost : 1 0  P .P .E .  or 20 I .S .P .  

Duration : Instant. 

Damage : I D6x l O  M .D .  or 2D6x l O  M.D. ,  but the latter 
counts as two melee attacks  and costs extra P .P .E .  

Range : Line of s ight; up to 6000 feet ( 1 829 m)  away in a 
straight l ine, altitude does not count. 
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Activation Cost: Each blast costs only 8 P .P .E .  or 1 6  I . S .P .  to 
do I D6x l 0  damage (doub le the P .P.E.II . S .P .  cost to do dou
ble damage). Note : Half that P .P .E .  or I . S .P .  cost if the pilot 
is wi l l ing to drain some of the armor' s  internal energy and 
see his speed reduced by 5% per each blast. Lost speed takes 
30 m inutes to recover; two hours if Spd is reduced below 
half. Cannot be reduced below 1 0%. 

Electric Arc Attack: In the alternative, the pilot can fire a 
206 M.D.  Electric Arc up to 300 feet (9 1 . 5 m) at a P .P .E .  
cost of one point (or  2 I . S . P .) .  In both cases a certain amount 
of energy is drawn from the power armor' s  TW generator. 

Weapon Systems:  

1 . "Thunderblast" Laser Rifle & Grenade Launcher ( 1 ) :  A 
high-powered, heavy-duty laser rifle cabled into the T-B ird ' s  
magic power supply. That gives the laser unl imited fire
power. The grenade launcher is  a close-range weapon . (May 
be substituted with a TW Water Cannon or any kind of rai l 
gun or other type of energy rifle . )  The weapon can be stowed 
by hooking it in one of the wings (cannot fire from the wing 
position). 

Weight: Gun : 1 5  Ibs (6 .7 kg) . 

Mega-Damage : Laser: 406 M.D .  Grenade launcher: 206 M.D.  
to  a blast radius of 12  feet (3 .6  m) .  

Range : 3000 feet (9 1 4  m) .  Grenade launcher: 1 200 feet (365 m) .  

Rate of F ire : Each laser blast counts as one melee attack. 

Payload : Laser: Effectively unl imited. Grenade Magazine: 1 6 . 

2. Wing Rockets : Five mini-missi les can be mounted on each 
wing (20 total) and launched by voice command or by hidden 
firing studs in the forearm . 

Primary Purpose : Anti-Aircraft/Armored Vehicle. 

Mega-Damage : Varies with missi le type; typically Armor Pierc
ing ( I D4x l O  M.D . )  or Plasma ( I D6x l O  M .D.) ,  but may be High 
Explos ive (506 M .D.) or special s i lver fragmentation missi les 

for fighting vampires (does 506 S .D .C .  to everyone within a 1 5  
foot/4 .6 m radius, double damage to vampires ;  600 credits per 
s i lver frag missi le) . 

Maximum Effective Range : One mi le ( 1 .6 km). 

Rate of F ire : May be fired one m issile at a time or in volleys of 
two, three, or four. A volley counts as one melee attack regard
less of the number of miss iles in the volley. 

Payload: Total of 20 m ini-missi les .  

3. E nergy Rifles and other normal weapons ,  grenades, etc . ,  may 
also be used by the pilot of a TW Thunderbird power armor. 
The less bulky armor allows for a side arm, rifle, belts, 
straps, harness, and pouches .  The only l imitation is  that a belt 
and especially containers are subj ect to flying off when trav
el ing at speeds beyond 1 00 mph ( 1 60 km) .  

4. Forearm Blades (8) : Four small ,  dagger- l ike blades can be 
extended from the side of each forearm l ike fins. They are 
used against opponents with a backhand strike or a quick, 
forward slic ing action. They may also be used to rake an op
ponent as the T-Bird flies past h im ,  arms positioned forward, 
Superman-style.  Damage inflicted depends on whether the 
blades are M.D .  Vibro-Blades or S .D .C .  s i lver blades. 

Mega-Damage Vibro-Blades : 304 M.D .  per attack. 

S .D .C.  S i lver P lated B lades :  3 04 S .D .C .  to  ordinary m ortal op
ponents, 406+4 S .D.C.lHit Point damage to the undead and 
other creatures vulnerable to s i lver. 



5. Searchlight ( 1 ) :  Built into the chest is a searchlight; range is  
1 200 feet (366 m); can ang le 3 0  degrees in any d irection . 

6. Hand to Hand Com bat: Rather than use a weapon, the p ilot 
can engage in Mega-Damage hand to hand combat. Damage 
and bonuses as per Power Armor Combat train ing: Basic or 
Elite. 

TW Guardian Angel Power Armor 

Guardian Angel Im itator armor is one of  the Armo Techno
Wizards ' greatest and strangest creations .  It was designed for 
rescue and extraction of the wounded, but has also been adopted 
by champions of light, vampire hunters (including some of 
Reid ' s  Rangers), demon s layers , and priests, as wel l  as  Body 
Fixers .  

In the A.M.C . ,  this armor is  typically worn by chaplains and 
field medics, who use it to bring peace to those who have fallen 
in combat. Medics use the TW power armor' s  magical healing 
capabi l ities to augment their own learned medical ski l l s  or 
psionic heal ing ab i l ities. The Guardian Ange l ' s  role on the bat
tlefield is almost exclusively one of rescue and medical support, 
and they can be seen flying across the battlefield to administer 
med ical aid and carrying the wounded from the fray . The power 
armor' s Awe Factor helps to com fort patients and insp ire them 
to fight to l ive. Furthermore, the striking power armor cannot be 
mistaken on the battlefield.  Th is warns the undead and demons 
to keep the ir distance and tel l s  honorable enem ies that a doctor 
is administering he lp. 

Physically, Guardian Angel power armor looks to be a cross 
between the Light TW Body Armor and the Thunderbird m inus 
the wings . To fly, magic energy wings sprout from the back, 
giving the armor a unique and, many would say ,  d ivine appear
ance.  Coloration of the armor is l ight blue, l ight gray, wh ite, me-

tal l ic  gold or metal l ic s ilver with white, red or blue accents and 
trim.  A large red cross outlined in white is emblazoned across 
the chest, w ith smaller red crosses painted on the knees ,  shoul
der plates, and helmet. (The helmet looks the same as the Light 
TW body armor, not the T-Bird.) 

Model:  Arzno TWA- 1 270GA Guardian Angel Power Armor. 

Crew: One . 

M.D.e. by Location : 

Head - 60 

Arms (2) - 25 each 

Legs (2) - 40 each 

Magic Wings (2) - 1 00 each 

Magic Force Field - 80 

Main Body - 1 70 

Statistical Data : 

Size :  Already a spec ialty item; size is total ly customizab le .  Add 
50% to cost if over 8 feet (2.4 m) tall .  

Weight: 220 lbs (99 kg) . 

Mobi l ity Penalties : Very good mobi l ity, but -5% to c limb, 
swim, prowl and s imilar physical skil ls .  

Physical Strength : Robotic P .S .  of 22. 
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Power System: TW generator only ! 

P .P .E .  Battery: 200 points .  

Market Price :  3 mi l lion credits at  Armo. Exclusively sold by 
Armo, but 6-9 mi l lion credits when the B lack Market can get its 
hands on one .  

Power Arm or Features : 

Running: 40 mph (64 km) in a normal, human style of running 
upright. The act of running tires the pi lot ,  but at 20% of the nor
mal fatigue rate . 

Bonuses: +2 to dodge when airborne, + 1 to pull punch, and +2 

to rol l  with impact . Can go from zero to full speed in 6 seconds 
(uses up two melee actions), and stop on a dime. All bonuses are 
in addition to the usual Power Armor Combat bonuses for Basic 
or El ite level skil l s .  

Leaping: The powerful robot legs can leap 1 0  feet (3 m) high 
and 1 5  feet (4 .6  m) across without engaging the flight system . 
Increase height and distance of j umps by 1 0% with a running 
start. 

Flying: See TW Angelic Wings for detai ls .  

Swimming: Double the operator' s normal swimming speed and 
can survive underwater depths of up to 1 200 feet (366 m).  

Techno-Wizard Features : 

1 .  TW Healing Touch : Arguably the most important of the 
Guardian Angel ' s  Techno-Wizard features is its healing abi l
ities . Internal gold and s i lver wiring runs from the central 
P .P .E .  power source on the back of the armor to end in smal l 
gold plates exposed on the fingertips of the armor' s medi
eval- l ike gauntlets . By laying hands on a wounded person 
and activating the TW feature, the wearer of the Guardian 
Angel heals wounds and injury even through environmental 
armor. The abi l ity can heal 306+ 1 0  S .D .C .  and 206+6 Hit 
Points (or 1 06 M.D .C .  of healing to natural Mega-Damage 
creatures), as well as clean and sterilize wounds, and neutral

ize the effects of poison and drugs (stops the damage and 
erases their effects but does not restore lost H .P .  or S .D.  C . ) .  

Spe l l  Effect: Cleanse (6), Greater Healing (25), and Negate Poi
son (5) .  

Range : Other by touch . 

Duration : Instant. 

P .P .E .  to Activate : 6 P .P .E .  or 12 I . S .P .  per heal ing touch . 

2. TW Com bating the Forces of Evil :  When this  set of abi l i 
ties is activated, the pilot of the Guardian Angel can Sense 
Evil within a 1 00 foot (30 1 . 5 m)  radius around him, tum 
(drive away) 306+ 1 2  animated dead, or drive away 206+6 
Wild Vampires or hold at bay 1 06+ 1 Secondary Vampires 
(they can't  come w ithin 30 feet/9 . 1  m). To tum the dead or 
hold off vampires, the character raises his hand, palm turned 
outward as if to s ignal stop, the hand softly glows as he 
shouts "stop" or "tum back" or "begone." 

When sensing evil ,  he can tell that evil (one, few or many) 
is in the area and can also sense if  any (one, few, or many) 
are vampires or if a great evil (Greater Demon, Demon Lord, 
Alien Intel l igence, etc .)  is among them. However, he cannot 
pinpoint the source of the evi l ,  only that evi l  is present. 

Spel l  Effect: Globe of Dayl ight (2)  Sense Evi l  (2), and Tum 

Dead (6). 

Range : Self. 



Duration : 8 minutes per activation . 

P .P .E .  to Activate : 6 P .P .E .  or 1 2  I . S .P .  

3. TW Angelic Wings :  This i s  the TW feature that gives the ar
mor its name, magical ectoplasmic wings that radiate with 
pale blue l ight and appear out of nowhere. When the wings 
come out the entire figure glows a faint blue and increases 
the wearer' s perceived impressiveness, plus invokes a feeling 
of calm and trust upon those in need (affects al l  within 60 
feetl 1 8 . 3  m). Allies feel  comforted by the presence of the 
Guardian Angel ,  and enemies who are awestruck are not 
l ikely to attack the wearer or any wounded to whom he or she 
is attending . Awestruck enemies who press an attack suffer 
the following penalties when striking at the Guardian Angel: 

No initiative, - 1  attack per melee round and bonuses to strike 
are half normal. These penalties remain in effect unti l  the 
Guardian Angel attacks them, even in self-defense, thus 
breaking the enchantment . Those who save are unimpressed 
and may attack without penalty .  Penalties do not apply when 
attacking anyone e lse but the Guardian Angel .  

Two small reservo irs, one on each shoulder blade, em it 
and form the ectop lasm into the magical constructs . 

Spe l l  Effects: Winged F light (3 5) ,  F loat in A ir (5), Fly as the 
Eagle (25), and Charismatic Aura ( 1 0) .  

Flying Speed: 50  mph (80 km), may also hover stationary. 

Awe Factor: 14 or 1 6  when the w ings are visible; 1 0  without 
them . 

Range : The wings only affect the wearer. The Charismatic 
Aura/Awe Factor exuded by the armor has a range of 60 feet 
( 1 8 . 3  m). 

Saving Throw: 14  to save vs Awe by most enemies, 16 or h igher 
to save for those in need of healing or rescue, who believe in an
gels or are glad to see the character. 

Duration: 20 minutes per activation. 

P .P .E .  to Activate : 1 2  P .P .E .  or 24 I . S .P .  

4. TW Magic Force Field : A magical protective field sur
rounds the armor of the Guardian Angel to provide additional 
protection to it and anyone held in its arms (as many as two 
people). While the field is up damage should first be sub
tracted from it. When the M.D.C . of the field is dep leted, 
subtract damage from the armor. A new field can be raised 
one melee round ( 1 5  seconds) after the last one a vanished. 

Spel l  Effect: Armor of Ithan ( 1 0) and Energy Field ( 1 0) .  

M.D .C . :  80  

Range : Self and those held in the Ange l ' s  arms.  

Duration : 1 0  minutes per activation, or unti l  the M.D. C .  is de
pleted, whichever occurs first. 

P .P .E .  to Activate : 1 2  P .P .E .  or 24 I . S .P .  

Weapon Systems:  None are built in nor come standard . Any 
weaponry are handheld TW weapons.  Weapons and gear may 
be carried in a backpack, s lung over the shou lder, hooked to 
waist belts, etc . ,  without getting in the way of the magic wings. 
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TW Aircraft of Arzno 
Always o n  the leading edge o f  Techno-Wizard advancement, 

the vast distances and natural impediments that separate Arzno 
from other c ities have led Arzno Weapons Manufacturing to 
spend a great deal of effort developing re l iable air transportation 
powered by Techno-Wizardry. The technologies have been first 
appl ied in the mil itary realm through its partnership with the 
A.M.C .  

TW Grinning Gunship 
An experiment in heavy TW weaponry, the TWV-4 1 00 

"Grinning Gunship" (so named for the toothy grin painted on 
the cockpit) is a combat helicopter, purchased by the A.M.C . 
from the B lack Market in an attempt to expand its rapid-re
sponse capabi l ity .  For the time being, it is a unique device in 
Arzno, but could easi ly be dupl icated by any Techno-Wizard 
with access to the hardware. The A.M.C .  has a half dozen in its 
current forces .  

The chopper is already a Mega-Damage structure avai lable 
from Golden Age Weaponsmiths ,  but its protection is l ight and 
requires extensive work to make it suitable for modem Rifts® 
combat. Even with the upgrade, the damage that the chopper 
could withstand is minimal . To compensate, it has been fitted 
with a magic force field. The expensive l iquid fuel system has 
been replaced with a TW power system to el iminate the rel iance 
on hard-to-find foss i l  fuel .  

The main weapon mount o f  the helicopter consists o f  a 
front-mounted heavy rail gun and a weapon arm with 48 mini
missi les capable of firing vol leys of up to 8 missi les at a time . 
Both weapons are intended as anti- infantry and anti-power ar
mor weapons, but are suitable for use against other aircraft, 
tanks and ground structures as wel l .  The helicopter also has a 
large spotlight for seek and destroy, rescue, or anti-vampire mis
sions .  

Two large, fixed skids serve as  landing platforms .  The can
opy is l ight Mega-Damage P lexiglas and the pilot is enc losed in 

a small , streamlined pod. Steering i s  accomplished with a 
fighter-jet style joystick, a lever on the dash, and two pedals 
worked by the feet. The joystick controls movement forward 
and backwards by ti lting the aircraft' s  nose. The pedals rotate 
the tai l left and right, and the lever on the dash helps control al
titude. With the proper training and enough practice, the heli
copter can move in any direction or even hover in midair as any 
other helicopter. In addition to the conventional mechanisms, 
control boxes for the operation of TW components can be seen 
amongst mundane dials, switches,  and levers . The machine is a 
true hybrid, a cacophony of traditional and extraordinary control 
systems.  

Model:  Arzno TWV -4 1 00 Gunship.  

Veh icle Type: Helicopter. 

Crew: 2 or 3 ;  one pilot, one copilot/gunner/communications, 
one optional door gunner. Can carry an additional 4-5 soldiers 
or 2 power armor troopers . 



M.D.c' by Location:  

* *Main Rotor - 60 ( 1 5  each blade) 

* *Rear Rotor - 20 ( 1 0  each blade) 

Front Ball Turret - 50 

Mini-Miss i le Launcher Arm - 40 

* Front Spotl ight - 1 5  

Landing Skids (2) - 1 0  each 

Magic Force Field - 200 

* * * Main Body - 1 1 0 

, , ' -. '  
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* Every item marked by a s ingle asterisk is a small and/or 
difficult target to strike. An attacker must make a "Called Shot" 
to h it and even then is -3 to strike . 

* * Destroying the rear rotor or one of the main blades wi l l  
cause the helicopter to fly at  half speed, wobble,  and be -6 to 
dodge, -3 to strike, and -50% on pi loting rol l s .  Smart pi lots wi l l  
land as  soon as  possible. Destroying the main rotor wi l l  knock 
the bird out of the sky ! Roll under pi loting ski l l  at a penalty of 
-40% for a successful crash landing (the helicopter is wrecked 
but the crew and passengers take only 2D6 S .D .C .  damage from 
the impact) . 

* * * Destroying the main body knocks the aircraft out of the 
sky and turns it into smoldering wreckage . 

Speed : 80 mph ( 1 28 km), or double on a ley l ine. 

Statistical Data : 

Dimensions : 60 feet ( 1 8 . 3  m) long, 1 0  feet ( 3 . 0  m) wide, and 1 7  
feet (5 .2 m )  tal l .  Rotor blades are 2 5  feet (7 .6 m )  long each, so 
spin in a 50 foot ( 1 5 .2 m) circle .  

Weight: 1 0  tons fully loaded. 

Cargo : Primarily a combat and transport vehicle, the Gunship is
n ' t  well suited for hauling anything more than a few soldiers and 
their gear. A weapon rack can hold a dozen energy rifles and a 
few dozen E-Clips or other small items, and a pair of small stor
age closets can hold three suits of armor each. Storage drawers 
under the pilot and copilot seats hold a grand total of 4 cubic 
feet (0. 1 cubic meters) each.  
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If  no troops are carried, the chopper can carry about a ton of 
materials in the space typ ically reserved for soldiers and gun-

ners . Total available space would be a bay 8 feet (2 .4 m) wide, 
10 feet (3 .0 m) tall ,  and 20 feet (6 . 1  m) long. 

Power Systems :  Varies .  A TW generator wi l l  power the vehicle 
for 20 years, twice that if used infrequently . A TW battery with 
200 P .P .E .  offers l im ited power (roughly 1 6  hours of fly time) , 
or the vehicle can be set up to function for two hours every time 
the pi lot (or someone) pumps 25 P .P .E .  (or 50 I . S .P . )  into it. 

Bui lt- in P .P .E .  Battery (Standard) : A built-in reserve holds 1 00 
P .P .E . ,  enough for an additional 8 hours of flight time, but it i s  
specifically intended to power the special TW Features. The ve
hicle and TW features may also run directly off the operator' s  
own P .P .E .  or I . S . P .  

Cost: Basic unit requiring P .P .E .  every time it is used : 2.4 mil
l ion credits in Arzno; powered by an additional P .P .E.  Battery : 
2 . 8  mi ll ion; powered by a TW generator (with built-in P .P .E .  
Battery) : 4 . 9  mi l l ion.  Se l l s  for two or  three times that amount on 
the B lack Market . 

Weapon Systems:  

1 .  Multi-Pu rpose Rai l  Gun:  Fired by the pilot, this rai l  gun is 
used for strafing enemy troops or fixed positions .  A conven
tional rail gun can be loaded with standard or s i lver rounds, 
or a TW rai l  gun that fires wooden rounds or a water cannon 
may be substituted .  

Primary Purpose :  Anti-Power Armor/Aircraft & Air to  Ground. 

Damage : Conventional rounds do I D6x 1 O  M.D. from a 40 
round burst (no damage to the undead), while s i lver rounds do 
4D6 M.D.  but 2D4x 1 O  Hit Points to vampires .  Wooden rounds 
do I D4 M.D .  but 3 D4x 1 O  Hit Points to vampires . 

Range : 4,000 feet ( 1 ,2 1 9  m) .  

Rate of F ire : Each burst counts as one melee attack; can only 
fire bursts . 



Payload : 4000 round drum feed for a total of 1 00 bursts. 
Reloading takes the proper equipment and an Operator or Robot 
Pilot and 1 06+5 m inutes (half the time from a trained field 
crew) .  

2. Mini-Missile Launcher:  Operated by  the co-pilot. 

Primary Purpose:  Anti-Infantry, Anti-Power Armor & Air to 
Ground. 

Damage : As per missi le, typically fragmentation (406 M.D .  to a 
1 2  footl3 .6 m radius) .  

Rate of F ire : Vol leys of 2,  4, or 8 .  

Payload: 48 mini-miss i les .  

3. Optional Door Gunner: The s ide door may be opened and 
an additional gunner stationed there, tied in with a harness. 
Typical weaponry is a heavy energy rifle, light rai l gun, or 
TW Water Cannon . 

Techno-Wizard Features : 

Currently only the magic force field and TW generator are 
standard on the vehicle, reduce cost by two mil l ion without the 
TW generator. 

1. Magical Force Field : To supplement its relative ly thin ar
mor, a magic force field has been built into the helicopter. 
This adds damage capacity, and helps to keep down repair 
expenses . Unfortunately, the mystic shield prevents those in
side the chopper from shooting out as we l l .  

M.D.C . :  200 

P.P . E. to Activate : 20 P .P .E .  or 40 I . S .P .  

Duration : 1 0  minutes per activation or unti l M.D .C .  is depleted, 
whichever comes first. 

TW "Kamikaze" Fighter 
The TWV -4500 Kamikaze Personal Fighter is an infantry 

support and escort aircraft. These aircraft can be lethal against 
other small flyers as well as ground structures such as depots 
and bunkers , but their anti -infantry abi lity is l imited, and far sur
passed in that role by the Whirlyb ird and Grinning Gunship he
l icopters . If put into mass production, A . W.M.  designers have 
suggested some redesigns that would alter the weapon systems 
and performance specs to favor bombing runs as opposed to 
strafing attacks versus enemy infantry. 
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The plane is bu ilt from scrap found in pre-Rifts airfields, 
modem flying veh icles and anything else avai lable .  To create 
the general design, the Techno-Wizards at Arzno Weapons 
Manufacturing took a modem fighter, cut the now unnecessary 
engines off, replaced the wings w ith smaller ones, and updated 
the weaponry. The end result is a one-man cockpit with wings 
attached and a propeller in front. Weaponry includes either 4 
mini-missiles or 2 short-range missi les on each of the two wings 
and a large TK machine-gun in the nose. 

The contro ls are the same as any bas ic airplane, with a joy
stick for maneuvering, lever for throttle, and pedals for the flaps . 
The small s ize of the plane allows for great maneuverab i lity and 
speed. It is the power system that is different, and the fact that 
natural aerodynam ics takes a back seat to magical propu lsion. 

Plans for a second-generation Kamikaze (the 4500B) have 
been made, but none have been produced. The basic difference 
would be an enhanced missile or bomb carrying capac ity, plus 
doub ling the top speed. The A .M.C .  is evaluating their needs 
and may consider purchas ing half a dozen of the improved air
craft. 

Model: Arzno TWV -4500A Fighter. 

Veh icle Type: Airplane. 

Crew: One pilot. 

M.D.C. by Location:  

Tail Section - 40 

Wings (2) - 50 each 

Pilot ' s  Compartment - 40 

* Propel ler - 1 5  

* Landing Gear (3) - 8 each 

* *Main Body - 1 00 

* Every item marked by a s ingle asterisk is a small and/or 
difficult target to strike . An attacker must make a "Called Shot" 
to h it and even then is -3 to strike. 

* * Destroying the main body knocks the aircraft out of the 
sky and turns it into smoldering wreckage . 

Speed : 250 mph (400 km), or 500 mph (800 km) on a ley line. 
Minimum speed is about 60 mph (96 km) without los ing alti 
tude . 

Statistical Data : 

Dimensions : 1 8  feet (5 .4 m) long, 4 feet ( 1 .2 m) wide, 4 feet 
( 1 .2 m) tal l ,  and a w ingspan of 1 8  feet (5 .4 m). 

Weight: 1 ,500 lbs (675 kg). 

Cargo : V irtually none;  a small backpack under the seat. 

Power Systems :  Varies .  A T W  generator wil l  power the veh icle 
for 20 years, twice that if used infrequently. A TW battery with 
200 P .P .E .  offers l imited power (roughly 1 6  hours of fly time) , 
or the vehicle can be set up to function for two hours every time 
the pilot (or someone) pumps 25 P .P .E .  (or 50 I . S .P .)  into it. 

Bui lt-in P.P .E .  Battery (Standard) : A built-in reserve holds 1 00 
P .P .E . ,  enough for an additional 8 hours of flight time, but it i s  
specifically intended to power the special TW Features. The ve
hicle and TW features may also run directly off the operator' s  
own P.P .E .  or I . S .P .  

Cost: Basic unit requiring P .P .E .  every time it is used : 2.6 mil
l ion credits in Arzno; powered by an additional P .P .E .  Battery : 3 



mil l ion; powered by a TW generator (with built-in P .P .E .  Bat
tery) :  5 . 1  mi l l ion. Sel ls  for two or three times that amount on the 
Black Market. Note: The 4500B "bomber" would cost an extra 
mil l ion for its missi le and bomb carry capabil ities plus the cost 
of ordnance . 

Weapon Systems:  Stats for the 4500B model are in parenthe
ses. 

1 . Medium TK Machine-gun :  Used primarily for strafing. 

Primary Purpose :  Anti-Aircraft and A ir t o  Ground. 

Damage : I D4x 1 O  M .D .  per burst (2 Lasers : 2D6 M.D. per s in
gle shot, 4D6 M.D .  per dual blast) . 

Range : 2000 feet (6 1 0  m) .  

Rate of Fire : Each burst counts as one melee attack. 

Pay load : Effectively unl imited with a TW generator, 3 0  bursts 
with a battery, and an additional burst can be magically created 
by the pilot spending 7 P .P .E .  or 1 4 I . S .P .  

2. Missile Launcher :  The Kamikaze has  a missile-firing system 
which is capable of using conventional or TW mini-miss i les 
or short-range miss i les .  (The 45 00B has a greater payload 
and volley capacity) .  

Primary Purpose :  Anti-Aircraft & A i r  t o  Ground. 

Damage : As per missi le sty le ;  typically Fragmentation : 5D6 
M.D. or High Explosive : 5 D6 M.D .  (The 4500B wil l  launch Ar
mor Piercing: I D4x 1 0  M .D .  or Plasma: I D6x 1 0  M.D.)  

Rate of Fire : 2 or 4 at a time in a s ingle volley .  (In the 4500B, 2 ,  
4 or  the entire payload may be launched in a single volley.) 

Pay load : 8 mini-missi les or 4 short-range m issiles . ( l 4  m ini
missi les,  or 6 short-range m issi les . )  

3. Additional  Systems :  TW-VTOL (vertical take-off and land
ing) system has been created using Levitation as part of the 
combination of creation spel ls .  This option is activated with 
the expenditure of 6 P .P .E .  from the pilot to raise the aircraft 
to a maximum height of 1 00 feet (30 .5  m) for takeoff, or ease 
the craft to the ground from a maximum of 1 00 feet (3 0 . 5  m) 
up . Landings are tricky, but by us ing the flaps and eas ing the 
aircraft in at speeds under 50 mph (80 km), it is manageable 
for an experienced pilot. VTOL landings are - 1 5% on the pi
loting rol l .  

(Note: The 4500B wi l l  a l so  have the capac ity to  "drop" un
guided explos ives that are dropped from the belly of the airplane 

in c lusters of 2 ,  4 ,  8 ,  1 6  or all  24 bombs . Each bomb does 
1 D4x 1 0  M.D .  to a 20 footl6 . 1  m diameter of destruction . 
Carrying bombs attached to the underbel ly reduces maximum 
speed by 30%.) 

TW "Whirlybird" 

Personal Helicopter 
The "Whirlybird" has become al l  the rage amongst the 

Techno-Wizards in Arzno, as its unique and fun design appeals 
greatly to a Techno-Wizard' s  style .  Initial ly built primarily with 
parts cannibalized from salvaged aircraft and modem vehicles , 
these small helicopters are now being mass produced by 
A .W.M.  They are ideal for getting around quickly in the desert. 
The Whirlybird is also light and small enough to land on roof
tops or in the middle of the street. Its versati lity is unmatched, 
making it suitable for reconnaissance, personal travel, and even 
combat. 1 02 

The hel icopter ' s  cockpit is l ike a large g lass egg, giving the 
pi lot excel l ent visibil ity on all s ides .  The tail extends six feet 
( l . 8 m) beh ind the cockpit with a small rotor affixed to the end . 
Three large blades , six feet ( l . 8 m) long each, s it on top of the 
cockpit. Three small whee ls serve as the landing gear and don ' t  
retract. 

The Whirlybird, like other TW aircraft produced in Arzno, is 
a blend of technology and magical enhancements. While flight 
is achieved through mostly-scientific means, its capabi l ities are 
enhanced by the inclus ion of Techno-Wizardry. The power sys
tem is also total ly magical in nature, using P .P .E .  to power the 
veh icle .  Steering is accomplished with a fighter-jet style joy
stick, a lever on the dash , and two pedals worked by the feet. 
The Whirlybird can move in any d irection or even hover . 

Model:  Arzno TWV -4000 Personal Helicopter. 

Veh icle Type: Helicopter. 

Crew: One pilot. 

M.D.C. by Location :  

* *Main Rotor - 28 (7 per blade) 

* *Rear Rotor - 15 (5 per b lade) 

Weapon System ( 1 -2 optional) - 25 each 

* Front Spotl ight - 1 0  

Landing Wheels (3 ) - 5 each 

* * * Main Body - 1 1 5 

* Every item marked by a s ingle asterisk is a small and/or 
difficult target to strike . An attacker must make a "Called Shot" 
to hit and even then is -4 to strike . 

* * Destroying the rear rotor or one of the main b lades wil l  
cause the helicopter to fly at half speed, wobble,  and be -6 to 
dodge, -3 to strike, and -50% on pi loting rol l s .  Smart pi lots wil l  
land as soon as possible. Destroy ing the main rotor wi l l  knock 
the bird out of the sky ! Roll under pi loting ski l l  at a penalty of 
-40% for a successful crash landing (the helicopter is wrecked 
but the crew and passengers take only 2D6 S .D .C .  damage from 
the impact) . 

* * * Destroy ing the main body knocks the aircraft out of the 
sky and turns it into smoldering wreckage . 

Speed : 1 00 mph ( 1 6 1  km), or double on a ley l ine .  

Statistical Data : 

Dimensions : 1 0  feet (3 .0  m) long, 4 feet ( 1 .2 m) wide, and 8 feet 
(2 .4 m) tal l .  Rotor blades are 6 feet ( 1 . 8  m) long each, so spin in 
a 12 feet (3 .7 m) diameter. 



Weight: 800 pounds (3 63 kg). 

Cargo : 1 0  cubic feet (0 .3 cubic meters) .  

Power Systems :  Varies . A TW generator wi l l  power the veh icle 
for 20 years, twice that if used infrequently. A TW battery with 
200 P .P .E .  offers l im ited power (roughly 1 6  hours of fly time) , 
or the vehicle can be set up to function for two hours every time 
the pilot (or someone) pumps 25 P .P .E .  (or 50 LS .P.)  into it. 

Built- in P .P .E .  Battery (Standard) : A built-in reserve holds 1 00 
P.P. E . ,  enough for an additional 8 hours of flight time, but it is  
specifically intended to power the special TW Features .  The ve
hicle and TW features may also run directly off the operator' s  
own P.P .E .  or I . S .P .  

Cost: Basic unit requiring P .P .E .  every time it is used: 460,00 
credits in Arzno; powered by an additional P .P .E.  Battery : 
850,000; powered by a TW generator (w ith bui lt-in P .P .E .  Bat
tery): 2 . 8  mi l l ion (a similar model from Stormspire sells for 3 . 6  
mi l l ion) . Sel ls  for two o r  three times that amount o n  the B lack 
Market. 

Special Features: This vehicle is often used solely for transport 
or reconnaissance and does not need any advanced systems . 
However, this versatile craft is a ful ly capable mi l itary machine 
and can be outfitted w ith any two of the fol lowing systems :  

1 . Light Multi-Pu rpose Rai l  Gun ( 1 ) :  The rail gun is used for 
strafing enemy troops or fixed positions .  A conventional rail 
gun can be loaded with standard or s i lver rounds, or a TW 
rai l gun that fires wooden rounds or a TW Water Cannon 
may be substituted (but they can ' t  fire conventional rounds) .  
The weapon system is usually mounted on the undercarriage 
of the Whirlybird, or directly beneath the pilot. 

Primary Purpose : Anti-Armor and Air to Ground Attacks. 

Damage : Conventional rounds do 5 D6 M.D .  per burst of 30  
rounds, while s ilver rounds do 2D6 M.D .  or  I D4x l 0  H it Points 
to vampires .  Wooden rounds do I D4 M.D. or 2D4x 1 O  Hit 
Points to vampires .  

Range : 3 ,000 feet (9 1 4  m) .  

Rate of F ire: Each burst counts as a melee attack; can only fire 
bursts . 

Payload : 900 rounds of conventional or si lver ammo for a total 
of 30 bursts . 

Cost: 1 50,000 credits for a conventional l ight rai l gun . 

2. Light Double-Barreled Laser ( 1 ) :  A conventional laser sys-
tem wired to a TW power supply. 

Primary Purpose:  Anti-Personnel, Air to Ground and Defense. 

Damage : Single Laser blast: 2D6 M.D .  or a simultaneous dual 
blast at the same target: 4D6 M.D .  blast. 

Range : 2,000 feet (6 1 0  m) .  

Rate of F ire : Each single or double blast counts as one melee at
tack . 

Payload : Effectively un l im ited if wired to a TW generator, 50  if 
hooked to a TW battery on ly (each 2D6 M.D .  blast draining one 
P .P .E .  point from it). This energy may be supplemented with the 
P .P .E .  of the pi lot, as usual .  

Cost: 200,000 credits . 

3. Missile Launcher: Used as a weapon against enemy infantry 
or fortified positions, this small m issi le launcher is mounted 
on a weapon arm with a versati le launch system capable of 
firing mini-missiles or short-range missi les .  
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Primary Purpose: Assault, Anti-Aircraft and Defense. 

Damage : As per missi le ;  may use conventional warheads or TW 
types .  

Rate of Fire : Up to the entire payload may be fired in one vol
ley. 

Payload: 6 mini-missiles or 3 short-range missi les .  

Cost: 300,000 credits . 

4. TW Fire Blaster: This TW weapon fires bolts of magical 
plasma from forward-fixed cannons mounted bes ide or un
derneath the cockpit. 

Primary Purpose: Assault and Defense .  

Damage : 6D6 M.D. 

Range : 1 ,600 feet (488 m) .  

Rate of Fire : Each blast counts as one melee attack. 

Payload: Effectively un limited if wired to a TW generator, 1 5  if 
hooked to a TW battery only (each b last drains 5 P .P .E .  from the 
main battery). This energy may be supplemented with the P .P .E .  
of the pilot, as  usual .  

Cost: 500,000 credits in Arzno. 

5. Undead Scorcher: This weapon resembles a heavy rifle or 
rai l gun with a thick barre l ,  and fires a beam of l ight that is a 
stream of daylight (a la the G lobe of Day light spel l) .  

Primary Purpose: Vampire Slayer. 

Damage : 5D6 Hit Points per blast to vampires ; none to humans 
or most other mortal beings or S .D .C .  obj ects . 

Range : 600 feet ( 1 83 km) .  

Rate o f  Fire : Each blast counts as one melee attack. 

Payload : Effectively un limited if wired to a TW generator, 1 2  if 
hooked to a TW battery only (each blast drains 4 P .P .E .  from the 
main battery). This energy may be supplemented with the P .P .E .  
of the pilot, as  usual . Note: So far this  weapon has  not been suc
cessfully turned into a man portab le rifle.  

Cost: 600,000 credits in Arzno. 

6. Commu nications Package: This P .P .E . -driven communica
tions package has a mundane backup power system as well .  
This package is used to outfit the Whirlybird to act as a mo
bile communications hub on the battlefield, perform long
range reconnaissance, or eavesdrop on enemy transmissions 
from the clouds . Through the combination of magic and tech
nology, the fol lowing results are achieved : 

• 20 scrambled frequencies. 

• Radio and video transmitters and receivers , range of 500 
mi les (800 km).  

• Audio and video recording capabi l ity . 

• Video camera with 1 00x zoom. 

• Sti l l  camera capable of taking 1 200 digital pictures .  

• A communications decoder; add +20% to Cryptography ski l l  
(through Tongues spel l) .  

• Medium-range radar, range of 10 miles ( 1 6  km), capable of 
tracking 20 targets simultaneous ly. 

Cost: 280,000 credits in Arzno. 

7. TW Ca rpet of Adhes ion Skids : This feature replaces the 
landing wheels with flat landing feet that enable the 
Whirlybird to adhere securely to a surface, be it the top of a 
vehicle or a landing pad.  It also serves as an anti-theft device, 



sticking to its landing surface unti l  the owner flips a hidden 
switch or magically removes the adhesion . 

A stunt landing requires an extraordinary pilot to attempt. 
This involves sticking to the side of larger vehicles, bui ld
ings, side of a bridge, or any large structure that can hold its 
weight. Such a maneuver requires piloting the helicopter at 
nearly 90 degrees, and such a stunt earns the pilot a -35% 
penalty if the obj ect is stationary or a -50% if i t  is a large 
moving body. A failed rol l  means that the Whirlybird doesn' t  
stick and crashes into the object, then fal ls  to  the ground, al
most certainly wrecking the hel icopter. 

8. Enhanced Carrying Capacity : At the sacrifice of a weapon 
system and through some redistribution of equipment, the 
Wh irlybird can carry one passenger or an additional 50 cubic 
feet ( 1 .4 cubic meters) of cargo . Reduce top speed by 20% 
due to less-than-ideal weight distribution . 

TW Ground Vehicles 
TW Sandstorm Hover Craft 

Used for every manner of  task, from reconnaissance to as
sault, to transportation, to exploration, the Sandstorm Hover 

Craft has become an important part of Arzno' s  arsenal and ex
port sales. A surprise perk, the massive sandstorm these babies 
kick up on the open desert is  a major advantage due to the fact 
that it helps hide their numbers . They also function perfectly in 
swamps and riding over water. Sales have skyrocketed in the 
Pecos Empire around the Rio Grande and Gulf of Mexico. The 
vehicle is basically an open-frame platform with three large , 
pivoting fans on the bottom for movement. Little protection is  
provided, hence the magical force field offered standard. 

Model :  Arzno TWV -2 1 00 Hover Craft. 

Vehicle Type: Hover Craft. 

Crew: 1 p i lot, 1 co-pi lot/gunner, up to 2 passengers (may dou
ble as additional gunners). 

M.D.C. by Location : 

* Movement Fans (3 )  - 20 each 

*Front-Mounted Shotgun - 1 0  

* S ide-Mounted Weapons (2 ; optional) - 1 0  each 

*Headlight - 5 

*Top-Mounted Mini-Missi le Launcher - 20 

Magic Force Field - 80 

* * Main Body - 1 4 0  



* Every item marked by a s ingle asterisk is a small and/or 
difficult target to strike . An attacker must make a "Called Shot" 
to h it and even then i s  -3 to strike. 

** Depleting the main body destroys the vehicle, making it 
useless. 

Speed : 1 1 0 mph ( 1 76 km) max. Cruis ing speed is closer to 60 
mph (97 km).  Maximum elevation above the surface is  3 feet 

(0 .9  m), but can perform jumps and free fal ls  s imilar to 
hovercycles . 

Statistical Data : 

Dimensions : 1 2  feet (3 .6  m) long, 8 feet (2.4 m) wide, and 6 feet 
( 1 . 8 m) tal l .  

Weight: 2 tons . 

Cargo: 1 0  cubic feet (0 .3  cubic meters) storage space, plus 
whatever can be stowed on the deck. 

Power Systems : Varies . A TW generator wi l l  power the vehicle 
for 20 years, twice that if used infrequently . A TW battery with 
200 P .P .E .  offers l imited power (roughly 20 hours of constant 
use), or the vehicle can be set up to function for one hour every 
time the pi lot (or someone) pumps 1 0  P .P.E .  (or 20 I . S .P .)  into 
it. 

Bui lt-in P .P .E .  Battery (Standard) :  A built-in reserve holds 1 00 
P .P .E . ,  enough for an additional 1 0  hours of drive time, but it i s  
spec ifically intended to power the special TW Features .  The ve
hicle and TW features may also run directly off the operator' s 
own P.P .E .  or I . S .P .  

Cost: Basic unit requiring P .P .E .  every time it is used : 850,000 
credits in Arzno; powered by an additional P .P .E. Battery : 1 . 2 
mi l l ion; powered by a TW generator (with bui lt-in P .P .E .  Bat
tery) :  3 .6 mi l lion. Sel ls  for two or three times that amount on the 
Black Market. 

Weapon Systems: The standard weapon systems on the Sand
storm Hover Craft are geared toward use by the Arzno Merce
nary Corps in its fight against bandits , vampires, and other 
threats found throughout the New West. As such, its systems are 
des igned to be highly versati le .  Sandstorms are sometimes used 
by raucous thri l l-seekers and hunters hel l-bent on chasing down 
and blasting dinosaurs and other large animals through the 
plains. 

1. Mounted Shotgun:  Capable of firing explosive Mega-Dam
age or  s i lver rounds, this double-barreled weapon is useful 
for fighting vampires as wel l  as the many undes irables found 
in the wilderness .  A Big Bore shotgun, TW Water Cannon or 
conventional laser can be substituted, if desired. The weapon 
is large and heavy, and is mounted on a swivel at the 
co-pilot/gunner 's  station and can fire forward, or up to 90 de
grees right, with a 30 degree vertical arc of fire. 

Primary Purpose: Assault and Defense .  

Damage : Explosive rounds do 3 D6 M .D.  per s ingle blast or 6D6 
M.D .  per double-barreled blast. S i lver rounds do 4D6 H it Point 
damage per single blast or 1 D4x l 0  Hit Po ints per double blast to 
vampires. 

Rate of Fire: Each blast counts as one melee attack for the gun
ner. 

Effective Range : Shotgun : 3 00 feet (9 1 . 5 m), longer range for 
other types of weapons (2000 feet/6 1 0 m for a laser). 

Payload : 6 indiv idual shots, or 3 double blasts . 
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2. Mini-Missile Launcher: The launcher is located on top of 
the vehicle, mounted on the rol l  bar. Designed for use against 
a wide variety of enemy troops, m issi les are easily exchanged 
for whatever is the best su ited for a particular mission. Wood 
or s i lver fragmentation missi les or conventional warheads are 
used against other targets. 

Primary Purpose : Anti-Personnel/Anti-Vampire . 

Damage : Varies with missi le type. 

Rate of F ire : One at a time, or volley of2 or 4 .  

Payload : 8 m ini-missi les .  

3. Headlight :  While not normally considered a weapon, a l ight 
that casts the shadow of a cross is a vital tool for vampire 
hunters, in addition to its more practical uses .  This high
powered headlight can be rigged to cast the shadow of a 
cross that terrifies and damages vampires .  

Primary Purpose : Anti-Vamp ire. 

Secondary Purpose : I l lum ination. 

Damage : None as a l ight for i l lumination, but with the cross pat
tern it does 4D6 H it Points to vampires struck by the l ight and 
image. 

Range : 300 feet (9 1 . 5 m). 

Payload : Effectively unlimited.  

4. Dust Cloud/Sandstorm : The dust and sand the hover jets 
kick up wi l l  cloak whoever i s  behind the Sandstorm Hover 
Craft. Creates a 1 00 foot (30 .5  m) long and 30 foot (9 . 1  m) 
wide, 50 foot ( 1 5 . 2  m) tal l plume of dust and sand. Those in 
the c loud cannot be seen from outside but they are them
selves driving blind (-60% piloting penalty when relying on 
sight alone and - 1 0  to strike,  parry , dodge , etc . ) .  For those in
side the sandstorms ,  ALL driving must be done via instru
mentation (-20% penalties on the piloting skil l )  or with a 
great deal of luck. 

5. Other Weapon Systems :  The buyer can opt for up to two 
small weapon systems, one on each side, operated by addi
tional gunners . Typical additions include shotgun, rai l gun, 
l ight to medium laser, TW water cannon and/or another cross 
and l ight. 

Techno-Wizard Features : 

1 .  Magic Force Field : Due to its open frame, the Sandstorm 
Hover Craft comes standard with a mystical force field. Acti
vating the force field precludes the use of any weapons in the 
possession of passengers as well as built- in vehicular weapon 
systems .  Purchasing the vehicle without the force field re
duces the cost by one mi l l ion credits . 

M.D.C . :  80 

P .P .E .  to Activate : 1 0  P.P .E .  or 20 I . S .P .  

Duration: 10 minutes per activation or until depleted, whichever 
comes first . 



TW "Cliff Rider" Personal ATV 
Not even the sheer wal ls  of the Grand Canyon can stop an in

novative Techno-Wizard from getting around. While many take 
to the air when faced with the great obstacles presented by 
Mother Nature, the wizards at Arzno Weapons Manufacturing 
decided to meet the obstacle head-on with the Cliff Rider. This  
is a personal A TV that is a mystical ly-powered 4-wheeler outfit
ted for use amongst the canyons and crags of the New West. It 
can tackle the toughest terrain, traversing the long flats of stony 
desert and dramatic drops and c l imbs in elevation with equal 
ease . The vehicle can even take its al l-terrain title to the extreme 
by c l imbing straight up the wall of a canyon, cliff or building, 
and even ride upside down along the ceil ings of buildings, caves 
and tunnels,  or the underside of bridges ! Of course, such bold 

maneuvers require a daredevi l  in the saddle, m aking the Cliff 
Rider especially popular among Arzno C ity Rats, Crazies ,  
Juicers, Bandits, Bounty Hunters, Operators, Robot P ilots , 
Wired Gunslingers and Wilderness Scouts, but can be driven by 
any character and O.C .C . with an extreme perspective of fun. 

The Cliff Rider is extremely popular both as a mi l itary and 
civi l ian vehicle . The A .M .C . deploy them heavi ly for explora
tion , reconnaissance, and basic transportation, and use them as 
pack mules when going into the field on relatively short jaunts . 
The civil ian model is very popular with the ranchers of the area 
for use in herding cattle or exotic livestock, and many citizens 
just enjoy them as common transportation and recreational vehi 
c les  that can go anywhere but underwater. 

Model: Arzno TWV-2000 ATV.  

Veh icle Type: All-Terrain Vehicle; uses P i lot: Motorcycle .  

Crew: One pilot; one passenger can ride behind the driver, but 
is uncomfortable on long trips . 
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M.D.C. by Location:  

*Headlights (2) - 2 each 

Tires (4) - 1 0  each 

* *Main Body - 85 

* Every item marked by a s ingle asterisk is a small and/or 
difficult target to strike . An attacker must make a "Called Shot" 
to hit and even then is -3 to strike . 

* *  Depleting the main body destroys the vehicle, making it 
useless .  

Speed : 65 mph ( 1 04 km) top speed on the ground; about 40-45 
mph (64-72 km) going up cl iff facings, canyon walls and the 
sides or cei l ings of bui ldings . 

Statistical Data : 

Height : 4 feet, 2 inches ( 1 . 3 m) . 

Width :  4 feet ( 1 .2 m) . 

Length : 6 feet, 3 inches ( 1 . 9 m) .  

Weight: 550  pounds (248 kg) . 

Cargo : Can carry 1 ,000 pounds (450 kg) in riders and gear, with 
storage space on a rack in the back, or tied e lsewhere on the ve
hicle . The C liff Rider can tow an additional 1 ,000 pounds (450  
kg) . 

Power System : Varies . A TW generator wi l l  power the vehicle 
for 20 years, twice that if used infrequently . A TW battery with 
200 P.P .E .  offers l imited power (roughly 1 6  hours of constant 
use), or the vehicle can be set up to function for two hours every 
time the pilot (or someone) pumps 25 P .P .E . (or 50 I . S .P. ) into 
it. 

Bui lt-in P .P .E. Battery (Standard) :  A bui lt-in reserve holds 1 00 
P .P .E . ,  enough for an additional eight hours of drive time, but it 
is specifical ly intended to power the special TW Features . The 
veh icle and TW features may also run directly off the operator' s  
own P.P.E .  or I . S .P . 

Cost: Basic unit requiring P.P .E . every time it is used : 3 50,000 
cred its in Arzno; powered by an additional P .P .E .  Battery : 
750,000 credits ; powered by a TW generator (with bui lt-in 
P .P .E .  Battery) : 3 . 5 mil l ion. Sel ls  for two or three times that 
amount on the Black Market. 

Bonuses : Even when the Cl iff Rider feature is not engaged, the 
A TV gets extremely good traction and holds to the road wel l ,  
reducing pi loting sk i l l  penalties for stunt driving by  half. 

Weapon Systems :  None standard, but a l ight weapon could be 
mounted forward on the vehicle for additional cost. 

Techno-Wizard Features : Only its P .P .E . power supply and 
trademark wall-climbing abi l ity are standard. The military and 
wealthy buyers sometimes add the TW Force Field to the ATV 
(provides 80 M.D.C . and protects drive and vehicle) for an extra 
one mi l lion credits . 

1 .  Cliff Rider: The capabi lity to drive up and down steep an
gles , sheer walls, and even on inverted surfaces like ceil ings 
or under a bridge . As long as the surface/structure can bear 
the weight of the vehicle,  rider, and stored gear, the magi
cally-empowered tires wi l l  not lose their grip . Note: Al
though the A TV can drive on such surfaces, gravity sti l l  
comes into play . This means that the rider and any cargo be
ing carried by the Cl iff Rider must be properly strapped 
down to avoid fal l ing off when in precarious positions . To 
this purpose, the vehicle has tie-downs for cargo as wel l as a 



seatbelt, shoulder straps, and stirrups to hold the driver in 
place.  Any passengers must be tied down in some other man
ner, as there are no built- in supports for a passenger. 

P .P .E .  to Activate : 1 5  P .P .E .  or 3 0  I . S .P .  for one hour of wall 
climbing capable drive time .  

TW "Rover" Dune Buggy 
Another l ight TW vehicle produced by A.W.M. is the 

open-frame dune buggy, known as the "Rover." Loved by speed 
freaks and thri l l  j unkies all over the New West, the Rover i s  
light, agile, and fast. The dune buggy does lack s ignificant ar
mor plating, making it less effective than it otherwise could be 
in straight vehicle combat, and the vehicle occupants must wear 
M.D.  body armor if they want any real protection from enemy 
fire . The developers decided to keep it light to maximize its 
strengths,  s ince adding heavy armor plating only made it slow 
and s luggish. The buggy has found its home at the Arzno Mer
cenary Corps, providing nimble support to the bulkier and 
slower "Sand Ranger" Combat Truck and other large vehicles. 

The Rover is also the eas iest A .  W.M. vehicle to operate . It 
has a steering wheel ,  and three pedals :  forward, backward, and 
brake.  The harder one mashes on any of the pedals, the more 
abruptly the desired result is achieved. Experienced drivers can 
take the Rover dune buggy into the loose desert soi l  and perform 
amazing maneuvers and stunts by mashing pedals and spinning 
the wheel wildly, making hairp in turns, spinn ing 360 ' s ,  and 
even rol l ing the Rover on ly to land right-side up and take off 
again .  However, the controls are such that even the most basi
cally trained driver (of an automobile, truck, and other basic 
ground pi loting ski l ls) can operate it with relative proficiency. 

Model :  Arzno TWV-2500 Dune Buggy . 
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Vehicle Type: Automobile ,  or may use any bas ic ground vehi
cle skill at -5% to operate the dune buggy due to its simple con
trols . 

Crew: One pilot and three passengers (one sitting "shotgun," 
and two facing the rear) . 

M.D.C. by Location : 

* Spotl ights (2) - 5 each 

* Forward Gun - 25 

Tires (4) - 1 0  each 

* *Main Body - 1 3 5  

* Every item marked by a s ingle asterisk i s  a smal l and/or 
difficult target to strike. An attacker must make a "Called Shot" 
to h it and even then is  -3 to strike . 

* *  Depleting the main body destroys the vehicle, making it 
useless. 

Speed : 120 mph ( 1 92 km) top speed on just about any level sur
face includ ing sand, snow, and paved roads. Accelerates and 
brakes with in incredibly short distances . 

Statistical Data : 

Height: 5 feet, 9 inches ( 1 . 8 m) .  

Width: 8 feet (2 .4 m). 

Length : 1 2  feet (3 .7 m). 

Weight: 1 1 50 pounds (5 1 8  kg) . 

Cargo : Can carry the pilot, the three passengers, and enough ba
sic equipment for each . Space is  l imited to cargo boxes built un
derneath the seats , and is not meant for heavy-duty haul ing. 
Everything about the vehicle was built w ith m inimizing excess 
weight in m ind . 

Power System : Varies .  A TW generator wi l l  power the vehicle 
for 20 years, twice that if used infrequently . A TW battery with 



200 P .P .E .  offers l imited power (roughly 40 hours of constant 
use), or the vehicle can be set up to function four hours every 
time the pi lot (or someone) pumps 5 P .P .E .  (or 1 0  I . S .P . )  into it. 

Bui lt-in P .P .E .  Battery: Optional for an additional cost of 
225 ,000 credits, a bui lt-in TW P .P .E .  Battery holding a reserve 
of 1 00 P .P .E .  can be added. This is  enough for an additional 20 
hours of drive time, but is seldom purchased unless TW Fea
tures are added; the Dune Buggy doesn 't  usually come w ith TW 
features. 

Cost: Basic unit requiring P .P .E .  every time it is used: 90,000 
cred its in Arzno; powered by an additional P.P.E. Battery : 
450 ,000 credits ; powered by a TW generator (with bui lt- in 
P .P .E .  Battery): 2 . 3  mil l ion. Sel ls  for two or three times that 
amount on the B lack Market. One of the appeals of the vehicle 
is its simplicity and ease of construction. Another is its l ow cost. 

Bonuses : + 1 to dodge due to quickness, and good acceleration 
and braking response. 

Weapon Systems :  The Rover typical ly includes a l ight rai l gun 
mounted on a swivel in the front of the vehicle, along with the 
spotl ight. Beyond that, this l ight dune buggy is extremely cus
tomizable and is often equipped with more weapons for use by 
the passengers . 

1 . Forward Swivel Gun : Mounted between the driver' s and 
front passenger' s  seats is a s imple handle that swivels from 
side to side and contro ls the direction of a conventional M.D.  
weapon, typical ly a l ight rai l gun (3 D6 M.D.  per 20 round 
burst, 3000 footJ9 1 4  m range, 800 round pay load for 40 
bursts) or s ingle barrel laser (2D6 M.D . ,  2000 footJ6 1 0  range, 
unl imited payload if tied into a TW generator) . This s imple 
setup allows for either the driver or the front passenger to op
erate the weapon, or it may be locked into a forward pos ition . 

2. Concealed Head lights (2) : A pair of high-powered head
l ights rise up above the forward gun. A second pair of lights 
can be mounted on the rol l  bar of the dune buggy (bar not 
shown in the i l lustration) facing the front or the rear. 

Techno-Wizard Features : None standard, other than the power 
system. As many as three TW features may be added for an ad
ditional cost, but most people don ' t  bother, although one third of 
the mi litary vehicles in the A.M.C . have the TW Force F ield (80 
M.D.C . )  and the P .P .E .  Battery to power it .  

TW "Sand Ranger" Com bat Truck 
Combination assault vehic le and troop transport, the Sand 

Ranger is a vital cog in the Arzno mi litary mach ine . It is a ver
sati le  workhorse used to haul equipment and troops, for 
long-range reconnaissance, and for combat missions. 

The Sand Ranger i s  s imi lar to a modem-day pickup truck 
with an enc losed cabin and open bed. Constructed from M.D.C . 
materials, it provides good protection for those safely in the 
driver' s compartment, but leaves those riding in the back open 
to attack. As those riding in the bed of the truck are generally 
going into combat anyway, this isn ' t  too much of a downside 
but they ' d  better be wearing M.D.C .  body armor en route . The 
rear comes equipped with a mount for a heavy weapon (laser 
pulse cannon, plasma cannon, rai l  gun, or TW Water Cannon) 
fixed on a ball mount atop a removable stand in the middle of 
the truck. This  allows a gunner complete 360 degree rotation, as  
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well as a 45  degree arc of fire, up or down. The mounted gun 
can be removed to allow for cargo space and there is enough 
room for e ight soldiers to sit comfortably on the bed of the 
truck.  In this capacity it i s  often used to take men and gear to 
and from advanced camps, or into battle. 

The Combat Truck is a favorite of mercenaries and Head
hunters who are all impressed with the "cool" factor of driving a 
big, tough truck as their personal vehicle .  More than a few 
mercs have walked from a successful job on payday and straight 
to the A.W.M.  vehicle division to pick out a new ride. Thi s  
makes the civi l ian model almost a s  popular as  the mil itary 
model. 

Model: Arzno TWV -2800 Combat Truck. 

Vehicle Type: All-Purpose Vehicle (use Pilot: Automobile skil l) .  

Crew: One pi lot and two passengers in the cab, and five passen
gers in the bed (as many as e ight passengers in the bed if the 
mounted weapon is removed). 

M.D.C. by Location :  

* Headlights (2)  - 4 each 

Reinforced Cab Windshield/Windows (4) - 25 each 

*Twin Plasma Cannons (2) - 25 each 

Tires (4) - 22 each 

Mounted Rail Gun - 50 

* *Main Body - 2 1 2  

* Every item marked by a single asterisk is a small and/or 
difficult target to strike. An attacker must make a "Called Shot" 
to h it and even then is  -3 to strike. 

** Depleting the main body destroys the vehicle, making it 
useless. 

Speed : 1 00 mph ( 1 60 km) is  top speed, half on loose sand, no 
speed impediment in  the rocky deserts . 

Statistical Data : 

Height : 6 feet, 1 1  inches (2 . 1  m) .  

Width: 8 feet (2 .4 m). 

Length : 1 8  feet (5 .5  m). 

Weight: 3 ,200 pounds ( 1 ,440 kg). 

Cargo: Can carry roughly 5 ,000 pounds (2250  kg) and tow an 
additional 6,000 pounds (2,700 kg) . This makes the Sand 
Ranger one of the most vital uti l ity vehicles employed by the 
A .M.C .  

Power System : Varies .  A TW generator wi l l  power the vehicle 
for 20 years, twice that if used infrequently . A TW battery with 
200 P .P .E .  offers l imited power (roughly 20 hours of constant 
use), or the vehicle can be set up to function four hours every 
time the pilot (or someone) pumps 1 0  P .P .E .  (or 20 I . S .P .)  into 
it. 

Bui lt-in P .P .E .  Battery : Optional for an additional cost of 
225 ,000 credits , a bui lt-in TW P . P.E .  Battery ho lding a reserve 
of 1 00 P .P .E .  can be added.  This is  enough for an additional 20 
hours of drive time, but is  seldom purchased unless TW Fea
tures are added; the Dune Buggy doesn ' t  usual ly come with TW 
features . 

Cost: Bas ic unit requiring P .P .E .  every time it is  used : 265,000 
cred its in Arzno; powered by an additional P.P.E. Battery : 
990,000 credits ; powered by a TW generator (with bui lt-in 
P .P .E .  Battery) : 3 .2 mi l l ion. Se l l s  for two or three times that 



amount on the Black Market. One of the appeals of the vehicle 
is its simplicity and ease of construction . Another is its compar
atively low cost. 

Weapon Systems :  A true all-purpose vehicle, the A.W.M. pro
duction of the Sand Ranger comes equipped with several 
weapon systems to supplement its role as a workhorse . 

1 .  TW Dual Brimstone Plasma Cannons :  These TW weapons 
fire bolts of magical fire from forward-fixed units mounted 
above the front wheel-we l ls  and below the headlights . They 
may be fired by the driver via controls  on the steering wheel, 
or by a gunner s itt ing "shotgun" operating a control mecha
nism that extends from the dashboard. 

Primary Purpose:  Assault & Defense . 

Mega-Damage : 4D6 M.D . per s ingle b last or 6D6+ 1 4  per twin, 
s imultaneous blasts at the same target . 

Range : 1 ,200 feet (366 km) . 

Rate of F ire : Each s ingle or double b last counts as one melee at
tack. 

Payload : Unlimited with a TW generator, 40 blasts with a bat
tery, each individual blast drains 2 P .P .E . from the battery . Or 
one blast can be fired for every 8 P .P .E . (or 1 6  LS .P .) pumped 
into the TW weapon by someone inside the vehicle . 

2. Rear, Truck Bed Gun Turret: A heavy weapon of choice 
can be mounted in the bed of the Combat Truck for a tai l 
gunner. Typically a heavy weapon laser, laser pulse cannon, 
plasma cannon, rai l gun, or TW Water Cannon mounted on a 
bu ilt-in bal l unit atop a removable stand in the m iddle of the 
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truck . It allows a gunner to fire the weapon in a 360 degree 
horizontal arc of fire, and 45 degrees up and down. Standing 
or seated mounts are avai lable . The standard rai l gun may be 

loaded with normal rounds or with s ilver, or may be substi
tuted with a water cannon, energy rifle, or other weapon . 

Primary Purpose :  Assault & Defense . 

Mega-Damage : Varies with weapon type, but generally does 

6D6 M.D . , I D4x 1 O  M .D . or I D6x 1 O  M.D . , or similar H it Point 
damage for anti-vampire weapons . 

Range : Varies with weapon; 2 ,000-4,000 feet (6 1 0  to 1 2 1 9  m) . 

Rate of Fire : Each blast counts as one melee attack. 

Payload: 50- 1 00 bursts of conventional or s i lver ammunition, 

unl imited for energy weapons tied into a TW generator, 1 5 -30 
for those t ied into a P .P .E . Battery (40-60 if the weapon has its 

own battery) . 

3. Headlights (4) : Two pairs of high-powered headlights are 
standard. A second pair of lights can be mounted on top of 
the truck facing the front. 

Techno-Wizard Features : None standard, other than the power 
system. As many as three TW features may be added for an ad
ditional cost, but most people don ' t  bother. Half of the Sand 
Rangers in the A.M .C . have the TW Force Field (80 M.D.C . ) 
and the P .P .E . Battery to power it . 



1 1 0  



Vampires 
The large mass of eyes and tentacles felt another sting as 

more of its dark children fell to the blades and stakes of the ar

mored soldiers. 

One by one the undead fell, each time taking a little bit of the 

Vampire Intelligence with it. The ancient monster sensed that 

morning was approaching and knew that most of its human pro

tectors had been slain or lured away by the attacking army. 

Normally confident, the Intelligence shifted nervously in its un

derground chamber as it surveyed its options. 

The Master Vampire was among the first to be slain, mur

dered by a treacherous human slave. Now the creature 's Famil

iar was being bombarded by wooden spears, its body already 

laced with wounds from silver blades. The Vampire Intelligence 

screamed an unearthly bellow as its demonic Familiar perished, 

sending pain and agony surging through its hideous creator. 

Losing the Familiar weakened the monster 's tenuous hold to the 

Earth. 

Many levels above, the outer doors to the temple flew open 

and soldiers flooded the grounds. Destroying dark minions in 

their wake, they progressed toward the lower caverns where the 

Vampire Intelligence waited. The pulsating blob of flesh and 

tentacles was now very weak and even more afraid. As the last 

of its guards were destroyed, the Vampire Intelligence made 

preparations for dire action. 

Minutes later, the human destroyers entered the Intelli

gence 's huge chamber. The monstrosity howled terribly and 

flailed its fanged tentacles, rending armor andflesh. It dropped 

men, instantly dead, to the floor and bellowed like nothing be

fore heard on this planet. The soldiers ' armor and weapons rat

tled as they fell to the ground. Most gasped their last breath 

hoping their ultimate sacrifice would not be in vain. Some 

shielded their eyes infear and recoiledfrom the ancient horror, 

and prayed. Others clinged to life and screwed up the courage 

to charge again. No matter how many fell before them, still the 

soldiers pressedforward and the monster wailed. 

Priests in coarse robes carrying large banners and crosses 

held aloft on poles ran up from the rear and rallied the war

riors. 

The creature spewed blood now as it flailed. Its howls filled 

with agony rather than rage or defiance. The captains and elite 

warriors now ran forth through the place paved in the bodies of 

heroes. Their battle cries rang out louder than the cries of the 

beast as Cyber-Knight and Sky-Knight, Juicer and cyborg, Ley 

Line Walker and Techno- Wizard, human and D-Bee fought with 

gleaming silver swords, spears, streams of holy water and 

flights of arrows made of wood. 

As the second wave began its attack there was a peal of thun

der in the chamber, and the tentacled horror vanished in a great 

blue flash and a hot wind that swept the cave. Sulfur stung their 

eyes and the stench of death filled the air. 

What vampires remained alive either disintegrated into ashes 

or fell to their knees where they stood. A few of the undead 

looked up with pleading eyes, but uttered no words, for they 
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knew they could not be forgiven nor shown mercy. The warriors 

continued their onslaught now with renewed vigor until each 

vampire was staked, decapitated and burnt. 

After the first moments, of screams and fire, all was s ilent. 

Then cheers eruptedfrom the men as they held high their weap

ons and shouted out cries of victory amidst sobs of relief and 

tears for their fallen comrades. They had saved their land from 

the pestilence of vampirism. They had slain the undead hordes 

and sent the Vampire Intelligence that had spawned them back 

to whatever pit from Hell it had crawled out of Hundreds of 

good men had died and thousands were wounded, but it was all 

worth it. Bad enough the vampires already dom inated Mexico, 

they could not be allowed to press beyond it. And some day, the 

men thought flush in triumph, one day they will take the battle 

into Mexico and free the millions of men and women held in 

bondage by creatures such as these. 

The Vampire Intelligence, now safe in another dimension, 

licked its wounds and cursed mankind. All through time the 

story had been the same. Earth was an unconquered realm, de

spite hundreds of attempts by dozens of Vampire Intelligences. 

The Vampire Kingdoms of Mexico held by its brethren was not 

enough. The Intelligence wanted its own Earthly kingdom. It 

was time for a new strategy, and it began to plot its return. 

The above is just one example of a nameless Vampire Intel l i
gence ' s  bid to invade and conquer Earth . 

Like all other Vampire Intel l igences over the mi l lennia, the 
Inte l l igence responsible for creating the undead legions of Fort 

Tombstone has tried to conquer Earth in the past and failed. It 
was this string of fai lures that has led this particular Vampire In
te l l igence to the revelation that a new strategy was necessary . 
While many Vampire Intel l igences and other evi l  creatures had 
l imited success enslaving human ity, humans always proved to 
be resi l ient, defiant, survivors . In retrospect, the vampire lord 
recognized it had often underestimated the ingenuity and audac
ity of humankind. The people of Earth advance their technology 
more rapidly every century and adapt quickly to new threats . 

This time, the Vampire Intel l igence had decided that old dogs 
can learn new tricks,  and it is taking a page from the human play 
book. It wi l l  use mi l itary tactics and man ' s  own technology 
against him . To that end, it has found the perfect General in its 
Master Vampire, Xavier Stuart. 

The time seems ripe to make its move in North America. Hu
mankind is splintered between a dozen kingdoms all vying for 
power and control .  The most powerful force,  the Coalition 
States, has weakened itself in a war that has eliminated a fear
some (to vampires) kingdom of magic called Tolkeen. Now, 
whi le  the other kingdoms are distracted with the Coalition States 
and have turned their attention to that nation or their own fears , 
now is the time to make a move. I f  done right, no one wil l  be the 
wiser unti l  too late . 

The grand strategy. Xavier Stuart was wronged in his first 
l ife, constantly overlooked and marginal ized. Once a Coalition 
officer from Chi-Town, Xavier now leads a new army of the 
undead. He is a bri l liant strategist with a zeal for battle and a de

s ire to rule over others . He loves nothing better than sending his  
undead minions into battle against the mortal s .  The goal, of 
course, is the eventual takeover of the world, but Xavier and his 
Vampire Lord are both very patient. The initial goal is the con-



quest of North America, and the fIrst step is establishing a base 
of operation in the Southwest . So it is, the Master Vampire Xa
vier quietly builds an army and plots his takeover of the conti 
nent from deep within a s i lver mine outs ide of Tombstone, 
Arizona. 

To accommodate the vampire lord ' s  des ires, Xavier has de
veloped a three-pronged strategy to spread their influence 
throughout the region . The fIrst is the building of an organized 
vampire army. Not just a horde of savage undead, but an army 
that uses mi l itary strategy and modem weapons . Second, Xavier 
is building a network of human and D-Bee loyal ists and cultists 
via his Blood Priest. Finally, Xavier has enl isted the aid of the 
most un likely of allies : a group of Cyber-Knights disgruntled 
with the ir founder. Rogues known as the Black Swords. To
gether, the Vampire Intel l igence hopes to insinuate the undead 
throughout the Southwest, and before anyone realizes it, have 
conquered the land and be poised to seize more . 

Fort Tombstone 
The start o f  a Vam pire Kingdom 

Vampire Population Breakdown 

450 Secondary Vampires in Tombstone . 

200 Secondary Vampires scattered around the area. 

75 Wild Vampires active in Tombstone . 

250 Wild Vampires in stas is s leep . 

975 total 

Vampire Minions & Slaves 

300 Mortal B lood Cultists loyal to the undead in Whetstone . 

200 Mortal Blood Cultists scattered around the region . 

2,200 Mortals enslaved in and around Tombstone;  450 are mind 
s laves . 

1 3 0 Mortal mind s laves scattered across Arizona and New 
Mex ico . 

Fort Tombstone : Approx imately 450 Secondary Vampires, 325 

Wild Vampires, plus General Xavier Stuart, the Master Vampire, 
himself. 

Approximately 75 of the Wild Vampires are al lowed to stay 
in Tombstone as personal servants and supernatural laborers . 
They are watched closely and controlled so as to not reveal their 
presence to the outside world. The remaining 250 Wild Vam
pires are he ld in  suspended animation within one of the vampire 
lairs awaiting to be unleashed as expendable shock troops. 

Other Controlled Territory : Another 200 of Xaiver 's Secondary 

Vampires dominate or have a growing presence in several small 
communities, homesteads, and strongholds throughout the state 
of Arizona and northwestern New Mexico . They wait for their 
leader 's  cal l to arms . 

Total vampire population is steady between 900 and 1 1 00 . 

Human Minions of Fort Tombstone Kingdom : Rough ly 2, 200 

humanoids are ens laved by Xavier' s m inions in Tombstone and 
in the s lave camps . Of those 2,200, a s izeable 475 are mind 

slaves complete ly obedient to their undead masters . 1 1 2  

Some 300 members of the Blood Cult in the town of Whet
stone willingly serve the Tombstone Vampires, and nearly 200 
cultists more are scattered in ones and twos across the New 
West . 

Fort Tombstone 
Fort Tombstone i s  bui lt on the pre-Rifts ruins o f  Tombstone, 

Arizona, the famous Old West m in ing town and home to the 
legendary Wyatt Earp, John "Doc" Holl iday, and the C lantons . 
The si lver rush of the early 1 880 '  s brought fame and fortune to 
the small town with thousands of hopeful prospectors in search 
of wealth . The resulting lawlessness and the shootout at the 
O.K. Corral made Tombstone one of the best-known cities of 
the old American West. I t s  prominence waned with the advent 
of the 20th century and by 1 9 1 1 ,  flooded mines and low silver 
prices all but wiped the town off the map . It survived and pros
pered as a tourist attraction through the 2 1 st Century, bolstered 
by fame brought on from literature and fIlm, but was a relic of 
the past left behind during the technological revolution of the 
Golden Age. As always, its c itizens preserved the history of 
Tombstone for future generations and kept the town alive by ca
tering to tourists curious to catch a glimpse into the legendary 
past of the Old West. 

When the Great Cataclysm struck, Tombstone was little more 
than a roads ide landmark with a population of approximately 
2 ,000 . It fe l l  early in the Dark Age along with scores of other 
small towns throughout the New West, leaving a perfectly pre
served ghost town behind for those who survived the holocaust 
to rediscover, decades or centuries later. 

There is no recorded history of Tombstone during the Dark 
Age or the Post-Apocalyptic world that has fol lowed. Humans 
and even D-Bees of all kinds made at least temporary homes in 
its abandoned and crumbling buildings for years . Whoever hung 
their hat on the o ld  ruins were its inhabitants . In the last 74 
years, however, Tombstone was taken over by settlers who de
cided to make it their home . Its new residents re-christened it 
Fort Tombstone and tried to bui ld happy lives as miners and 
ranchers . 

Xavier Stuart targeted Fort Tombstone for his home and base 
of operations for a number of reasons . For one, it is perfectly lo
cated for his purposes . H is proximity to Mexico and to the 
B isbee vampires made it relative ly easy for him to accumulate 
the beginnings of his army without caus ing a stir. Vampire ac
tivity is unwelcome by the few humanoids who inhabit the re
gion ,  but not at al l unexpected . C lose proximity to the Bisbee 
vampires would help to conceal their own tribe and, Xavier 
hoped, some of them might be persuaded to join his ranks . For 
another, the climate in southern Arizona is perfect for vampires,  
with very l ittle rainfall and few bodies of water to encumber 
them . Third , in the stony desert one can see for miles, making it 
impossible for an invading army to appear unnoticed. And there 
was more. 

Fort Tombstone was perfect because the human population 
was small enough to manage, especial ly at fIrst, and small 
enough to maintain without showing their hand to the outside 
world. Once under the vampires '  thral l ,  the population of mind 
controlled s laves and those residents dominated by fear or other
wise enslaved, could eas i ly maintain the i l lusion that everything 



was fine and dandy at Fort Tombstone.  The people ' s  reputation 
for being isolationists cold to outs iders meant visitors would not 
expect a warm welcome nor plan to stay longer than they abso
lute ly had to. Thus,  to its neighbors, Fort Tombstone seems the 
same as it ever was, unfriendly to strangers , and suspicious of 
everyone. ( Ironic how the ir paranoia and attempt to avoid out
siders doomed them rather than saved them .)  Furthermore , 
Tombstone was ideal because is was only a stone' s throw from 
the s ites of several m ines, covered from the volcanic ash and 
fal lout of the Great Cataclysm and concealed by centuries of 
shifting ground. Again, the irony seems complete, vampires 
making the ir lairs in a network of ancient s ilver mines picked 
c lean of the s i lver ore that is death to vampires .  Here, the main 
vampire tribe could live in secrecy, away from prying eyes, safe 
from the dayl ight hours . With the labors of his tireless undead 
minions and human s laves,  the m ine network was cleared, and 
sections expanded and refit for its new role as the vampires ' 
den . 

Days in Fort Tombstone 
Things are always quiet and orderly at Fort Tombstone, with

out so much as a raised voice heard n ight or day,  much less the 
random gunfire and violence seen at m any of the larger New 
West settlements . The population seems to be well-armed, and 
many people have vampire fighting gear to protect themselves 
against the "Bisbee horde," although it is  not a common practice 
to wear crosses or make use of garlic or wolfsbane.  

Fort Tombstone seems, as most vampire-control led towns do, 
to be a normal frontier town. Humans and some D-Bees can be 
seen walking the streets and conducting business at the banks , 
general stores, farms, markets , and saloons, but most are at 
home busy working their fields or ranch . There is a strong law 
enforcement presence (al l of whom are loyal and m ind con
trol led servants of the undead) who keep troublemakers ( i . e . ,  
nosey strangers) ,  bandits and monsters at bay .  TIle people are 
wary of outsiders with big guns and fancy armor, but that has 
been the case for generations, so it doesn't raise any alarm . To 
the casual observer, Fort Tombstone is a normal town of hard
working, no nonsense, and hardened settlers in the New West. 

However, the normalcy of the town is a deliberate and prac
ticed deception. After spending any significant amount of time 
in the town (something that adventurers find curious ly hard to 
do), characters wi l l  begin to feel the unsettling qualities of the 
town . Many citizens seem to be extreme ly nervous of strangers 
whether they are heavily armed or not. M ost avo id strangers , in 
cluding lawmen, Justice Rangers , Cyber-Knights , vampire hunt
ers , Operators, Body Fixers , and Preachers, all of whom are 
usually we lcome even in the most hard-bitten and paranoid 
towns.  Many people, inc luding chi ldren, refuse to speak to 
strangers , and run away or scream for help if they feel cornered 
or threatened in the least. 

The law is always quick to respond to trouble from outsiders. 

("But sheriff, I only asked the boy a question .") The law don ' t  
cotton to  strangers, neither. Even the s lightest m isunderstanding 
is likely to have the strangers escorted out of town by the sheriff 
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and 1 06+2 of his deputies . ("I don' t  care what yer business here 
is, boy. Yer kind ain ' t  welcome here . Now, git ' fore I lose my 
temper and somebody gits hurt or you find yerself in jai 1 .") If a 
stranger argues or pushes back, the sheriff and h is men - joined 
by neighborly town folk (other mind controlled m inions or terri
fied slaves) - will strike out with alarming force to "settle the 
trouble, right quick." Thi s  usually means a beating and being 
taken a mile ( 1 .6  km) outs ide of town and dumped with their be
longings and a warning to "stay outta Fort Tombstone and don ' t  
come back." If the " law" thinks the outsiders are drifters easy to 
deal with, they may be arrested, jailed, and turned over to the 
vampires, who tum them into m ind s laves, or put in irons 
(chained as s laves), and taken to work in the mines. 

Outs iders the " law" believes are genuine trouble - including 
scouts and agents for vampire ki l l ers, lawmen, powerful adven
turers, Reid ' s  Rangers, Cyber-Knights , the A.M.C . ,  and simi lar 
tough guys - are warned to watch themselves, keep the peace 
and get out as soon as their business in town is concluded - be
fore sundown, if possible .  However, the law only arrests or 
bothers outsiders if they really do poke around too much where 
they don 't belong . Otherwise, they can come and go unmo
lested .  Any stranger who is even suspected of having discovered 
the vampires '  secret or who voices concerns about "a vampire 
or two hiding out in town" is dealt with severely . He is  l ikely to 
be encouraged to stay in town overnight and have a talk with the 
sheriff or mayor (both of whom wi l l  insi st "there ain ' t  no vam
pires in Tombstone") .  

Despite what you may be thinking, the vampires do NOT at
tack nosey outsiders unless they actual ly uncover an active vam
pire or their lair in the m ines. Instead, if the vis itor or group 
doesn 't  seem genuinely convinced everything is okay in town, 
the people wi l l  try to keep them in town ti l l  an hour or two be
fore sunset. ("Oh no, your jeep ain ' t  working. Don' t  worry, we 
have a good mechanic who ' ll fix you up right quick, fair prices 
too.") Before the stranger(s) leaves, one of the townspeople wi l l  
try to get an idea where they are headed, and watch which way 
they go. Then after sunset, a pack of Secondary Vampires wi l l  
tail them and attack.  Mercs and adventurers may also get way
laid for their equipment. I f  the vampires ' minions notice some
thing "the movement" needs or wants, the visitors are targeted 
for attack. 

Victims attacked by the vampires at night are usually cap
tured, stripped of weapons and valuables, and put to work as 
s laves, or more likely, imprisoned in cattle pens (human cattle) 
to be fed upon by the Tombstone vampires over the next 1 06 
weeks before they are s lain or turned into the undead. Note : The 
Tombstone vampires always try to do their dirty work OUT
SIDE of town away from Fort Tombstone where a vampire at
tack can be blamed on bandits, wild animals ,  or the B isbee 
vampires. ("Everyone knows things ain ' t  right over there in 
B isbee, if you catch my drift.") The Tombstone vampires have 
no problem traveling (as wolves, bats or in vehicles) a few hun
dred mi les to deal with troublemakers from the outs ide. Further
more, most folks in these parts don 't question a death that 

happens out in the wilderness where trave l  is  always precarious, 
at best. 

Tombstone residents who talk to strangers do so wi l l ingly 
and without fear. They always seem to know all the right things 
to say to any query, too . "Oh, it seems peaceful now, but we had 
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to fight off some bandits last week." "We pretty much take care 
of our own, we don't  do a lot of trading with other folks . Be
s ides ,  there ain 't nobody c lose enough to trade with ."  "Vampires 
in B isbee? You betcha, but I think we're too big 0' town and too 
ornery for ' em to bother w ith . We ' ve managed to fight off every 
vampire that ' s  come our way, so they leave us alone mostly ."  
"Heck, we ' ve kil led plenty of vampires in these parts, so 
they ' ve learnt to keep their distance I reckon." " Wild Vamps i s  
the ones thet give us the most trouble from time to time ."  "Vam
pires who travel alone and in pairs are the trickiest and most 
dangerous varmints, but they prey mostly on strangers . My 
guess is  the vampires have learned they ' l l  rile up the whole 
town if they attack one of us, so they mainly target drifters and 
strangers passing through like yourselves. So be careful out 
there, ya hear?" 

A few of the shops even se l l  stakes and wooden mallets, but 
don ' t  offer much e lse in the way of vampire fighting gear, and 
no wooden or s i lver ammo or arrows .  "We aren ' t  exactly a big 
trade town, Mister . We don't  see many visitors . Ain ' t  much to 
attract folks , you know." " We l ike to keep to ourselves an' don ' t  
g o  lookin ' for trouble, Sir. W e  have what w e  need an ' ain ' t  wor
ried about every tin hom or drifter l ike you who comes to town . 
If you ain ' t  prepared for travel in these parts an ' the chance of 
encounterin ' vamp ires afore you git here, then you ' re the stupid
est soul alive an ' deserve whatever you git ." 

Ask ing about vampires may also e l ic it a frightened response 
that seems genuine . "What are you askin ' about vampires fer so 
much? You didn ' t  have a run-in w ith a pack and lead ' em here , 
did ya? Maybe you oughtta be talkin ' to the sheriff." "Don' t  be 
bringin ' none 0 ' your fool ishness to town, dagnabit ! You wanna 
kil l  vampires, do it away from here . This is exactly why we 
don ' t  like strangers sniffin ' around our town . They always seem 
to bring trouble with them . And we don ' t  need no troub le, ' spe
cially with vampires ."  

Game Master Note : These average, everyday humans and 
D-Bees are those enslaved by the vampires and forced to live in 
the town to help keep up the facade of normalcy . Many are di
rectly under vampire mind control ,  including many of the most 
prominent members of the community such as the sheriff, all of 
his deputies, the mayor, the local minister, and most shop own
ers . Others are kept in l ine through fear of retribution from the 
vampires and, more importantly, of their hidden informants 
scattered throughout the community.  The people of Tombstone 
trust no man, particularly strangers, not j ust because they could 
represent trouble, but because they could be a new m inion of the 
undead come to test them . Consequently , virtual ly everyone in 
Tombstone, slave, mind control led henchmen, man, woman and 
child plays his ro le to the hi lt . If anyth ing, many seem angry , 
sad, or rude, but that ' s  nothing unusual in these wi lderness 
towns where life is hard. Indeed, Xavier Stuart and his Second
ary Vampires frequently send agents and mind s laves into town 
to root out dissidents and strong-wil led people who might defy 
their wil l  or betray them . 

Nights in Fort Tom bstone 
Vampire activity is ,  obviously,  only an issue at  night . Fort 

Tombstone itself is relatively vampire-free, as the undead in Xa
vier ' s  kingdom prefer to rule through mind slave prox ies. Fur-



thermore, a vampire in town is just as l ikely to be disguised as a 
bat in the rafters or a wolf sniffing around for scraps.  

The excavated s i lver mine outs ide of town is the real "vam
pire central ."  Here hundreds of vampires s leep during the day 
under the guard of loyal m ind slaves, any of whom would face 
certain death to prevent even one vampire from being harmed . 
At n ight, the vampires feed on the prisoners locked in the cattle 
pens as well  as the human slaves and servants in the town and 
surrounding labor camps. The Tombstone undead are expected 
to fol low rationing restrict ions, which preserves the food supply 
and conceal vampire activ ity . The undead come and go on their 
errands throughout the night, most often in bat and wolf forms , 
but also in human form. S ome appear as local farmers or work
ers, others as the law, mercs and adventurers armed, armored 
and transported by conventional mi l itary vehicles. A stranger 
who gets within 30 miles (48 km) of Fort Tombstone after dark 
may notice these nocturnal activities, but they are all done qui
etly . Any outsider who encounters a vampire on the prowl is not 
l ikely to live to tell about it. 

Deep within the earth, the vampire General, Xavier Stuart, 
rules from a throne carved into the face of the rock, and consults 
with his vampire and mortal advi sors . During the day, even his 
most trusted aides don ' t  know where he s leeps . The old s i lver 
mines serve as his headquarters ,  where he plots and schemes his 
conquest of human ity . The town, a front to fool those who wan
der into the area, but also to faci l i tate the building of an army 
preparing for war. Hidden in town and in the m ine tunnels are 
stored weapons, armor and equipment for the war that is com
ing. A war that wi l l  be fought by the vampires ' human s laves 
during the day, continued with renewed energy and inhuman 
power at n ight by the vampires . Local bus inessmen buy and 
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trade for new weapons and equipment to help supply Xavier 
with his specific needs. The sheriff and the deputies are the 
chief organizers and defenders of the mil itary gear. 

Fort Tombstone, 1 09 P.A. 
The town is known as  "Fort" Tombstone, because the entire 

inhabited portion is  surrounded with a wooden palisade wal l 
with sharpened stakes turned outward and a s ix-foot ( 1 . 8  m) 
trench at  i t s  base to ward off unwelcome visitors, human and 
vampire alike. Its people make a l iving as ranchers, farmers, and 
hunters as well  as craftsmen and businessmen. In short, no dif
ferently than most other communities in the region. 

Outsiders are not welcome, particularly after nightfal l .  The 
people of Fort Tombstone have had simply too many problems 
with the Bisbee vampires to allow strangers to stick around past 
sunset, or so they say .  

This is true . Even before Xavier took control of the town, 
vampire attacks were common and humans taken as cattle and 
slaves to feed the vampire population; rarely ki l led outright. 
Only the Wild Vampires s lew their victims, and even some of 
them kept s laves for food, at least for a l ittle whi le ( l D4 days) . 
Consequently, there are hundreds and hundreds of survivors of 

vampire attacks walking around w ith the scars of vampire bites 
on their necks , arms and legs. Actually, this is true all across the 
Southwest, so bite marks should not alarm experienced vampire 
slayers and mercs from the region. 

Under Xavier Stuart ' s  rule,  things changed. The Bisbee vam
pires  have been held at bay and vampire clan wars in the middle 
of the desert are common, though most adventurers and even 
vampire hunters may be at a loss as to what the confl ict is al l 
about, or that there are two powerful, rival clans vying for con
trol of the territory . 

Xavier, a Master Vampire , took over Tombstone with mil i
tary precis ion. First, he infiltrated and studied his  target, just as 
his  superiors in the Coalition Army had trained him. Then he 
systematical ly subverted the community by targeting the leaders 
of the community . Not ki l l ing them, but making them - the 
sheriff, deputies, the mayor, the preacher and others with influ
ence and power - all his servants . Once they were his,  the rest 
came easy, and one night, the people of Fort Tombstone realized 
they had been invaded and conquered without so much as a shot 
being fired. Oh, there were attempts at res istance and escape, 
but by then , the vampires and their human henchmen were in 
control .  Those who fought openly were slain or disappeared. 
Some were made examples of and l iterally tom apart or fed to 
the wolves. 

Today, nobody resists and most of the humans in Fort Tomb
stone bear the "scars of feeding."  The scars are usually hidden 
to avoid rais ing suspicion from a perceptive and suspicious out
sider, but they are there . To ask a townsperson about such scars 
or vampire attacks gets a response l ike, "Sometimes we fight off 
attacks better than others," or "1 was lucky to survive that one," 
or something simi lar. They point to the armed sheriff and his 
deputies as their protection, and the wooden and si lver weapons 
and crosses that many carry . By all indications, the town is suc
cessfully defending itself against random vampire incursions 
from Bisbee and south of the Rio Grande. 



The truth is that through the use of m ind slaves planted 
throughout the population of Tombstone, General Xavier Stuart 
rules from afar through fear and paranoia. Al l  the townspeople 
know that the sheriff, deputies, the local  priest, and a couple of 
local  Gunsl ingers are all  under vampire contro l ,  but they don ' t  
know who else. The friendly neighbor o r  o ld  Mrs.  Maples could 
be "one of them ." The citizens know that there are others among 
them and it is that fear that keeps them in l ine. 

Notable Places in Town 
The town of Tombstone has all the amenities one could ask 

for in such a remote part of the country . Conventional and TW 
generators provide electric ity and l ights, most homes and bus i
nesses have indoor plumbing, running water, and the wealthiest 
even have air-conditioning. There is a small, clustered area 
with in the pal isades and a downtown area with a church, city 
hal l ,  the sheriff s  office, jai l ,  a couple of boardinghouses, the 
Heaven ' s  Light Hotel and Restaurant, and a small market dis
trict with a handful of shops, farmers market, and a trading post. 

(Designer's Note: See ing as how Tombstone is a real place, 
I decided not to include a map .  A quick Internet search should 
get you whatever you need in terms of its modem layout. Game 
Masters feel  free to place these particular po ints of interest 

wherever it suits you, and to expand on this l imited information 
with more of your own. - Jason Richards) 
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Sheriff's Office 

Sheriff Hatchett and his 1 1  deputies are all under vampire 
mind control .  They patrol the streets heavily armed and c lad in 
M.D.C .  body armor from Arzno to "keep the peace." The office 
is an S .D .C .  building attached to a small ,  M.D.C .  lockup con
taining five, 6 x 6 foot ( 1 . 8 x 1 . 8 m) jail cells and a 1 5  x 10 foot 
(4 .6 x 3 .0 m) holding area. The sheriff is in the office most of 
the time and l ives in a small house with his wife and son (nei
ther of whom are m ind-control led) two blocks away. Half of the 
deputies can always be found on duty at the office or roaming 
the city streets on foot, horseback, or in one of the two Sand 

Ranger trucks operated by the local law enforcement. 

Sheriff Daniel Hatchett - Quick Stats : 6th level Sheriff. 
Miscreant al ignment (was Principled prior to mind control) .  I .Q .  
1 3 , P .E .  1 4 ,  P .P .  1 9, and Spd 2 1 .  Skil ls of note include : Speak 
American (95%), Speak Spanish (95%), Law (80%), Interroga
tion Techniques (65%), Horsemanship : General (60%/40%), 
F ind Contraband (5 8%), and Streetwise (52%). Has Hand to 
Hand:  Expert, W.P .  Energy Pistol ,  W.P.  Energy Rifle, W.P .  Ri
fles, W.P. Shotgun, and W.P .  Handguns, all at 6th level of expe
rience. Sheriff Hatchett ' s  weapon mastery, sharpshooter, and 
quick-draw initiative bonuses are with rifles. He has a custom 
Wilk ' s  567 "Long Gun" that he always carries when on the job.  

Typical Fo rt Tom bstone deputy - Quick Stats : 3rd and 4th 
leve l Deputies, Cowboys, or Gunfighters . Miscreant alignments 
(they were Scrupulous and Unprincipled prior to mind control) .  
Stats l isted are average for the deputies in town, with attributes 
typical for that O .C .C .  Ski l l s  of note include : Speak American 
(95%), Speak Spanish (80%), Law (55%), Horsemanship: Gen
eral or Cowboy (48%/28%) or P i lot: Hover Craft (65%), and 
Streetwise (34%). Al l  have Hand to Hand:  Basic,  W.P. Energy 
Pistol, W.P .  Energy Rifle, and one other modem W.P. ,  al l  at 3rd 
level of experience .  Half have Sharpshooter or Paired Weapons :  
Handguns ski l ls ,  al l can ride a horse. 

The Holy Cross Church 

This church was bui lt by a missionary from the Barony of 
Hope, Colorado, at the time of the resettl ing of Tombstone . It is 
now run by Reverend Robert McCraw, a 3rd level Preacher, 
Scrupulous al ignment, only he ' s  been under vampire mind con
trol for two years . He was one of the first to fal l ,  as  was his  
wife,  Amanda (Anarchist), and three out of four sons,  Carl ,  
Brandon, and Todd;  all are 1 -3 level Vagabonds (church dea
cons,  all Scrupulous) ages 1 6-2 1 . The eldest son, Taylor, is a 
first level Preacher, l ike his daddy (age 23 ,  Miscreant), but a 
member of the B lood Cult and a wi l l ing servant of Xavier. 

The church basement is home to three Secondary Vampires, 
some of the few who live ins ide the town. They steer clear of 
the building above (particularly the sanctuary), coming and go
ing by a tunnel accessible from a woodshed behind the bar 
nextdoor. The church basement also holds several tons of weap
ons and armor for General Xavier Stuart ' s  impending army and 
war against Arzno.  Most are basic items intended for use by the 
humans in his army . Buried in one comer of the basement, un

der some broken concrete , are a collection of a I D6x l 00+300 
crosses and religious icons best kept out of the hands of the citi
zens . Most si lver items and other valuables have been taken out 
of town and sold for weapons and armor. 



Mayor Cisnero 's Residence 

Carlos Cisnero, the mayor of Fort Tombstone, l ives in a two
story home in the res idential section of the town . From there he 
conducts most of h is business .  His official office is at the C ity 
Court Building next door to the sheriff s  office and across the 
street from City Hall (also used for town meetings and, before 
the vampires came, celebrations and festivals) .  Just beyond 
these buildings is the town square and the farmers '  market . The 
mayor only spends a few hours a day in the office in town and 
uses his home as a meeting place for his personal business deals 
in addition to city business .  At night, the home and City Hall ar� 
a place for General Xavier Stuart to meet with the l ieutenants in 
his undead army and his human servants.  

Mayor Carlos Cisnero - Quick Stats : 9th leve l Scholar and 
pol itician .  Diabolic alignment (was Anarchist) . I .Q .  1 5 , M.E .  1 2 ,  
M . A .  22, P . S .  1 0, P .P .  1 3 ,  and Spd 9 .  Minor Psychic with the 
powers of Mind B lock (4), See the Invisible (4) and 5 5  I . S . P .  
Skil ls of  note inc lude : Appraise Goods (90%), Barter (8 1 %) ,  
Basic Math (98%), Find Contraband (62%), Hand to  Hand: Ba
sic, History : Post-Apocalypse (89%), Horsemanship: General 
(55%/3 5%), Law (95%), Ph ilosophy (90%), Research (95%), 
Speak American (95%), Speak Spanish (95%), W.P. Handguns 
and W.P.  Energy Pistol, both at 7th level of experience. In addi
tion to a variety of handguns (he collects them), he also has a 
TW �ater Pistol, Arzno Vamp-Kil ler 2000 weapon kit, six 
VampIre Chaser Grenades,  a TW Concealment C loak, a s ilver 
dagger, a si lver cross and 92,000 in Universal Credits, all as part 
of his "insurance policy" in case of betrayal by h is undead mas
ters . 

Unl ike other people of power and influence in Fort Tomb
stone, Mayor Cisnero is not actually under vampire m ind con
trol .  He is a corrupt politician of the worst order who struck a 
deal with Xavier and his horde early on, and ass isted in their 
quick and quiet takeover of the town for the promise of a high 
position within Xavier ' s  new Vampire Kingdom . He uses his 
position of power to help keep the publ ic  in l ine, all the while  
getting rich off of the underhanded business deals with the 
B lack Market, smugglers, bandits, mercs and thieves who he' s 
dealt with in buying suppl ies for the secret vampire army . 

Livesay's General Store 

This is one of the places where v isitors are l ikely to stop by . 
The owner, Tyrone Livesay, is a congenial man who radiants 
sincerity , but he is also one of Xavier' s  m ind slaves. This  fel low 
can answer any question about vampires and strange occur
rences in such a way as to put anyone ' s  worries aside . His wife ,  
Loretta and daughter, Nell ie, are nearly as smooth and convinc
ing as he is. They are best friends with M inister McCraw and his 
fam ily. Tyrone is a 1 0th level Vagabond merchant, Anarchist 
alignment. 

Boot Hill Cemetery 

This pre-Rifts cemetery i s  sti l l  in use, and is given a wide 
berth by the citizens of the town, most of whom consider it to be 
haunted and home to scores of vampires .  It s its upon a hi l l  out
side of town, beyond the palisades .  The vampires seem to pay it 
l ittle attention, though they do have several dozen Wild Vam
pires staked and buried throughout it, reserved for emergencies .  
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Adventure Note: The c it izens are correct in the ir fee l ing that 
the cemetery is haunted .  No less that six Haunting Entities and a 
pair of Poltergeists are active within its wrought iron fence. One 
of the Haunting Entities takes the form of the old missionary 
who founded the Ho ly Cross Church and is buried at the top of 
Boot Hi l l .  The ghost gives even the vampires problems if they 
try to enter the graveyard, approaching them with crucifix 
raised. If approached by the player characters he wil l  lament that 
an evil has "stolen his flock" and "taken root in his town ." How
ever, he never speaks of vampires or undead, nor does he know 
any true detai ls about what ' s  going on . 

Tombstone Slave Camps 

Fairbanks Homestead 
Location : 6 .5  mi les ( 1 0 .4 km) due west of Fort Tombstone . 

Population : 200 slaves ( 1 00%) and 20 Secondary Vampires .  

The Fairbanks Homestead was once a large ranch owned by a 
human fami ly in the early years of the P .A .  calendar. The ranch
ers raised horses and cattle, as well as pigs, chickens, and other 
l ivestock w ith the help of a few Fennodi and Psi-Stalkers . Evi
dence suggests that at least two generations grew up on and 
around the homestead, each one bringing in and breeding more 
people into the fledgling community .  All made comfortable  
l ives for themselves, with the Fairbanks family sel ling and trad
ing beef and leather, horses ,  eggs , mi lk,  and other necessities to 
towns far and wide across the New West. 

The community was eventually wiped out by the Bisbee 
vampires and forgotten until Xavier moved into Fort Tomb
stone.  He uses the many homes, barns, and other bui ldings to 
house 200 human slaves and a contingent of vampire supervi
sors . Of the s laves, a dozen are under direct mind contro l by the 
vampires there in the camp.  S ix serve as crew chiefs and task
masters, one as the manager of the ranch, and the rest are co
vertly inserted into the general s lave population to serve as the 
vampires '  eyes and ears. The ranch has been reopened and i s  
used to provide much of the food needed to sustain the king
dom ' s  human population. Some vegetable crops are also grown 
and processed at the ranch . 

Old Tombstone Airport 
Location : 4 .0  mi les (6.4 km) southeast of Fort Tombstone.  

P?pulation : 1 40 slaves ( 1 00% human) and 1 5  Secondary Vam
pIres .  

The most brutal conditions faced by vampire slaves are those 
seen at the ruins of the Tombstone Municipal Airport. Here hu
man s laves are forced into hard labor, salvaging M.D.C .  con
crete and other bui lding materials from the s ite. Such resources 

are rare in southern Arizona and are used to help fortify vampire 
defens�ve positions in and around Fort Tombstone, particularly 
the mmes. The humans at the old airport are general ly the 
"problem" slaves prone to an excess of free thought and dissent. 
They are worked to the point of death in the desert heat and 
most often are given as l ive prey to vampires Xavier wishes to 
reward. It is not uncommon to see one of Xavier ' s  el ite vampire 
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officers stro l l ing through the work area, taking his pick o f  the 
s laves and then bleeding him or her dry . Average l ife expec
tancy once one reaches the airport is less than three months . 

The town of Contention 
Location : 8 . 1  miles ( 1 3 .0 km) northwest of Fort Tombstone. 

Population : 200 s laves (75% human, 25% assorted mutants and 
D-Bees) and 20 Secondary Vampires . 

The Contention slave camp is the newest of the three and has 
only been in operation for less than a year. It was establ ished af
ter documents found buried in the town showed that more mined 
out s i lver mines existed around Fort Tombstone.  Contention was 
the first of the mines to be rediscovered after Lucky Cuss (now 
the vampire lair), and Xavier ' s  m inions stil l  search for Grand 

Central, Tough Nut, Bunker Hill, and other mines. (Note : There 
are, in fact, dozens of mines in the Tombstone area of varying 
size . All in all ,  the region has yielded well over 1 . 5 mi l l ion 
pounds of s i lver and lead, plus considerable quantities of gold .  
Although economic reasons caused the m ines to all  cease opera
tion in the early 20th Century, there remain s ignificant quanti
t ies of these valuable metals today .  Of course,  the vampires 
avo id mines that may sti l l  have si lver, and inhabit on ly those 
which have been mined out of ore . )  

The Contention camp is util ized for two purposes : as  a cash 
cow for the Fort Tombstone vampires, and as a secondary lair in 
preparation for an expanding kingdom . S ilver i s  more valuable 
in the New West than at any time in h istory, and vampires have 
few concerns about sell ing it off through their mind-controlled 
fronts . While it could certainly come back to bite them (no pun 
intended), the benefit the vampires get from the sale  of the ore i s  
far greater than the cost of facing s i lver weapons that originate 
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from their own ground.  S i lver anti-vampire weapons wi l l  con
tinue to exist with or without the Fort Tombstone suppl ies .  (See 
the massive amounts mined from the mountains in S i lvereno;  
Rifts® World Book 14:  New West.) The abi l ity to buy or trade 
for weapons,  armor, fuel, and other necess ities far outweighs the 
threat of si lver bul lets . The open sale of material so deadly to 
the undead around Fort Tombstone also helps the vampires there 
to h ide in plain sight. 

Other Vampire Strongholds 
In addition to  the s i lver m ine, s lave camps, and the c ity of 

Fort Tombstone itse lf, General Xavier Stuart has established 
minions in a number of other communities and locations 
throughout Arizona. Each serves a purpose, be it a mi l itary 
stronghold, spy network, or just preparat ion for a future expan
sion . They are wel l-disbursed and offer Xavier a great deal of 
valuable intell igence and assets for h i s  various operations . 
Whi le Xavier may plant a minion or two (vampire, mortal, or 
mind s lave) anywhere in the New West, the most significant for-

ays beyond the protection of Fort Tombstone are noted here 
(l isted more or less as they l ie from north to south down the 
state ) .  

Gallup.  This  town l ies on 1-40 on the New Mexico side of 
the border with Arizona. Nearly 2 ,300 humans l ive in the city ,  
shunning most D-Bees, but allowing some of the least alien
looking human mutants to live in their midst as second-class cit
izens (mostly mutants, m inor psychics, and those with few fea
tures and no s ignificant mutant powers or traits). Xavier sees 
Gallup as a great expansion opportunity for his k ingdom, giving 
him a gateway to the east and a remote base ab le to put d irect 
pressure on Arzno and other p laces of civilizations in the north . 
The undead maintain a secret presence in Gallup with some 3 5  
Secondary Vampires currently h iding i n  remote or abandoned 
areas. Most of the vampires (75%) have taken one mind slave . 
This provides the undead w ith safe houses and growing influ
ence in the community .  The wife of the police chief, the resident 
psychic healer, and several prominent business owners have 
fallen victim to mind control so far. 

The Petrified Forest. This area in northeastern Arizona l ies 
just north of the ruins of Interstate 40, and is used as an encamp
ment and rendezvous point for vampires engaging in strikes 
against trade traffic in that region of the state . Even in pre-Rifts 
times, the s ight of the Petrified Forest was bizarre to behold, 
with the remains of an ancient rainforest laying about the 
multi-colored landscapes of the Painted Desert. In the time of 
Rifts, the unusual scenery is  contrasted w ith the inherent danger 
from the large numbers of deadly Canyon Worms that inhabit 
the land. While there are no permanent vampire residents in the 
area, up to 50 congregate for short periods, seeking refuge from 
the daylight in caves and even ancient Native American dwel l
ings carved into the rock. 

Cam p Verde. The ghost towns surrounding Camp Verde are 
used by Fort Tombstone vampires and their all ied humans as 
jump-off points for raids. Roughly 45 m iles (72 km) south of 
Flagstaff on Interstate 1 7, and therefore just inside the area gen
erally considered the Waste, 20 to 50 Secondary Vampires may 
be encountered at night meeting with their human slaves, spies , 
all ies or loyal cu ltists who are stirring up trouble for the 



Clarkdale Confederacy and those travel ing near Camp Verde . 
Xavier is considering abandoning this s ite due to a significant 
surge in res istance from the ranchers and citizens of Clarkdale .  
The Waste also keeps many traders steering far clear o f  easy at
tack from Camp Verde .  I f  the site is abandoned, the vampires  
wi l l  l ikely reposition themselves somewhere further to  the east 
or concentrate their forces on more prom ising locations such as 
Gallup, or set up permanent operations in the Petrified Forest. 

Green Valley. Twenty-five miles (40 km) south of Tucson is 
the town of Green Valley. Fifty Secondary Vampires live in and 
around the town of 1 ,200 human and D-Bee farmers . Xavier' s 
long-term plans for Green Valley are hardly grandiose, but in
volve s imply taking its c itizens for s laves and feeding stock . 
Half of the vampires have a m ind slave in the general popula
tion . 

Greaterville. This town wil l  be the next area of expansion 
for Xavier in terms of "human" resources .  The town lies 40 
miles (64 km) west of Fort Tombstone and is inhabited by 700 
Fennodi and a mixed group of approximately 1 50 D-Bees, mu
tants and humans. The heavily-Fennodi population proved diffi

cult to control  initially, so Greatervil le i s  actual ly ruled by 25 
Secondary Vampires along with their heavi ly-armed mind 
s laves (each vampire has a mind s lave in the population, half of 
them Fennodi). The Fennodi ' s  defensive abi l ities are difficult 
for the vampires to overcome, so Xavier is considering just al
lowing some of his select favorite minions to go into the town to 
hunt and feed to their hearts ' content. One mind slave poses as 
the leader of a gang of bandits who have taken over the town 
and hold its populace in check. 
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Whetstone. Whetstone is the home of the Blood Cult and 
Xavier 's  B lood Priest, the inhuman D-Bee Lord Suthue . Lo
cated about 25 miles (40 km) northwest of Tombstone, the small 
town is  nothing more than a gathering of fanatic humans, mu
tants, and D-Bees who worship the vampires and perform may
hem in Xavier ' s  name. Some 300  cultists make their home in 
the semi-permanent settlement of tents and shacks .  No vampires 
l ive in the town itself, but a few keep a watchful eye out from 
the Tucker Homestead Ruins . (See the section on the Blood 

Cult later in this book for more information.) 

Tucker Homestead Ruins. Twenty Secondary Vampires 
l ive in the ruins of the Tucker Homestead, the res idence of a 
fam ily of adventurous opportunists. After a generation of occu
pation, the Tuckers were slaughtered by some unknown party 
(perhaps vampires, perhaps some other monstrous threat), leav
ing their family lodges along with their barns and other build
ings for the Fort Tombstone vampires to use several years later. 
Just five mi les (8 km) from Whetstone, Xavier ' s  undead min
ions keep an eye on the cultists who operate from that location . 
On occasion, 1 D6 vampires lead the cultists in raids and other 
activities in service of their master. 

Howard. Another small post-apocalyptic settlement overrun 
shortly after it was establ ished. L ike so many early settlers of 
the New West, these hopeful frontiersmen went to an early 
grave through some unknown supernatural misfortune. The ru
ins are controlled by 20 Secondary Vampires and their 1 5  mind 
s laves, all of whom oversee 1 1 5 humans  and 50 Fennodi. Lo
cated on the remnants of 1- 1 0  on ly 30 m iles (4 8 km) north of 
Fort Tombstone, the town is used to attract traders, mercenaries, 
and adventurers who can be re l ieved of their h igh-tech equip
ment or targeted for the Slow Kill. 

Lowell. Far from a Fort Tombstone stronghold, the ghost 
town of Lowel l  was destroyed by vampires centuries ago. The 
remains lie only a short 2 miles (3 .2 km) from Xavier ' s  vampire 
competition in Bisbee. Ten of Xavier' s vampire servants hide 
out in Lowell ,  keeping an eye on the aggressive tribe.  These 
vampires prowl the outskirts of B isbee, probing its defenses and 
occasionally engaging the vampires who live there . Xavier has 
been watch ing B isbee in th is way for months,  and is nearly pre
pared to launch a campaign to destroy them . A campaign that 
wil l  manipulate human and D-Bee mercs from Arzno and the 
surrounding area to do his dirty work for him . This plot is more 
than a subl ime sense of humor or irony, he p lans to watch and 
assess the strengths, weaknesses, strategies and tactics the hu
mans  use on Bisbee so that he may develop countermeasures to 
thwart his enemies when he attacks Arzno. 

The Vampires ' Lair 
The Silver Mines of Tombstone 

The tunnels in the m ine are rough, unfinished passages that 
twist and weave as they fol low veins of p lundered silver or other 
precious materials pulled from the earth centuries  ago . The m ine 
can be divided into two separate sections, one branching left 
from the entrance, and one to the right. The leftward tunnels are 
generally referred to by the vampires and their s laves as the 
"northern tunnels," and those to the right as the "southern tun
nels . "  



Half of the northern tunnels were dug centuries ago and re
cently reclaimed by Xavier and h is  minions. The other half are 
on going new construction dug by slaves in the last two years 
for Xavier and his undead army. The southern tunnels are 
deeper than those where Xavier makes his lair, and look as 
much l ike natural caverns and ho l lows as man-made . The vam
pires avoid the southern tunnels almost entirely, and currently 
all d igging and construction is restricted to the northern sections 
of the mine . 

In both cases,  tunnels vary from 6 feet ( l . 8 m) to 25 feet (7 .6 
m) wide with ceil ings rarely over 8 feet (2.4 m) high. Tunnel s  
are usually l ighted only when miners are i n  the area, at which 
times lamps are hung from hooks driven into the rock; the mor
tal servants of the vampires get by with e lectric lanterns and 
flashlights . With its twists and turns and absolute lack of natural 
l ighting, any adventurers who cannot see in the dark wi l l  require 
some form of i l lumination or function as blind (- 1 0  on all com
bat moves) . In the depths of these tunnel s  even light-amplifica
tion equipment such as conventional nightvis ion optics are 
rendered ineffective without an additional source of l ight. 

The labyrinth of ancient tunnels and caves are so jumbled 
and twisting that w ithout a map, proper l ighting, or some point 
of orientation one can become almost hopelessly lost within 
minutes .  Just being in the caves w ithout intimate knowledge of  
their workings makes a character - 1 0% on  h i s  Land Navigation 
ski l l ,  even with a map and in favorable conditions .  Being with
out a map adds another - 1 0% penalty, darkness another - 1 5%, 
and after each failed Land Navigation rol l  the character becomes 
more and more confused and lost; a -5% for each fai led rol l .  
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Maximum penalty is -60%. Those with the Splenking ski l l  re
ceive no penalties . The tunnels are so vast that there are some 
portions sti l l  unexplored by the vampires,  who tend to stick to 
the beaten path . Note : The ancient tunnels are NOT shown on 
the map. 

1. Outer Encam pment. Twenty-four m iners make their 
camp at the m ining s ite, plus four crew bosses. Each boss works 
with a crew of six for twe lve hours at a time.  That means there 
are at least a dozen people outs ide the m ine entrance. They can 
be found cleaning and repairing equipment, cooking, sleeping or 
tending to the camp. Al l  are human, no D-Bees al lowed. 

The only permanent buildings at the camp are the kitchen 
(the large building depicted on the map), storage houses for pre
cious ore (s i lver, gold, iron and copper), as well as a storage 
shack and the two small houses for the bosses. There is a well  
outs ide the kitchen . The rest of the m iners s leep doubled-up in 
canvas tents nearby . 

Like other parts of Xavier ' s  secret domain, the human popu
lation is managed through fear, m ind control and manipulation . 
Paranoia, distrust, and fear run h igh among the labor force be
cause nobody knows who has been bought off by the vampires 
or which (if any) are subject to mind control .  The workers al l  
s lave away and suppress any desire to rise up or make a run for 
it. Not a s ingle one of the miners trusts another, nor do they trust 
those in town or even wandering adventurers for fear that any 
might be a vampire plant trying to catch them in some rebel l ious 
act. They have learned that good behavior i s  rewarded with hot 
food, a warm bed and exclusion from being food stock. Bad be
havior carries with it grave consequences . 



2. Main Entrance. This unassuming, timber-framed entrance 
belies the evil that stirs beyond. Outside and to the left of the en
trance is a trailer fi l led with al l  sorts of well-maintained excava
tion, digging and mining equipment, from hand picks and axes 
to jackhammers and a half dozen Wi lk ' s  laser torches. At least 
one, usual ly two laborers are nearby watching over the area, 
maintaining equipment, or taking a meal. 

The e levation of the entrance is  taken as zero and used as the 
reference for other elevation notes, e .g .  an elevation marked -9 
feet (2 .7 m) is 9 feet (2 .7 m) below the grade of the entrance .  

3. Heavy Equipment Storage Area (Elevation -36  feet/- I I  

m). This large cavern houses the heavy min ing equ ipment used 
to excavate and c lear the tunnels of debris and any valuable 
ores .  It includes two 6x6 A TVs w ith large beds for haul ing rock, 
plus several wheelbarrows and a large machine used for sorting 
prec ious materials from waste . In the back of the area is an 
old-style CS Command Car, two Bandito Arms C ommand Cars , 
and two NO Prowler hovercycles, al l covered with canvas tarps . 
Each has only the basic equipment and/or weapon packages.  

4. Miner Work Area (Elevation -97 feet/-30 m). The work
ers who tend the m ine are currently tunne l ing southward chasing 
a small vein of copper. S ix miners and their crew boss can be 
found here at any time, day or night. Like the workers outs ide, 
they do not respond favorably to intruders and wi l l  fight to expe l 
any trespassers . There is a chance that some (those under vam-
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pire mind control) wil l  fight to the death and turn any survivors 
over to their undead masters . Others wi l l  fight out of fear of the 
vampires, but are unl ikely to sacrifice their l ives.  Any retreat 
wi l l  be made deeper into the m ine, toward the coffin rooms 
where they can find inhuman reinforcements . 

5. Cave-In Site (E levation - 1 08 feet/-33 m). This cave- in 
s ite predates the vampire occupation or any of the laborers . 
Some modest efforts were made to c lear it, but it was soon de
term ined that the entire tunnel beyond is  collapsed. That may or 
may not be true, but the vampires aren ' t  really interested in fur
ther exploration at this time.  

6. Common Room (Elevation - 1 50 feet/-46 m). This large 
room is used by the vampires as a command area where they 
can congregate when coming or going from missions, entertain 
themselves, and feed. The room has bare floors and wal ls ,  but is 
otherwise furnished with tables and comfortable chairs . Several 
mind slaves are present to act as guards during the day and as 
valets at night. They are well-armored and armed with energy ri
fles and exp losives, and wi l l  fight to the death in defense of the 
lair or their masters . As many as a dozen humanoids are chained 
to the wal l s  for the purpose of being bled by the vampires. If  

freed by outsiders, they wi l l  not  flee for fear of gruesome retri
bution by their undead masters . 

7. Secondary Vam pire Coffin Rooms (Elevations vary). 

These rooms serve as s leeping quarters for the Secondary Vam-



pires stationed in the mine (the majority of Xavier ' s  horde) . 
Ceil ings are h igh, roughly 1 5  feet (4 .6  m) . Throughout each of 
these rooms are racks holding coffins three high where the Sec
ondary Vampires s leep through the day . During the day, three 
mind slaves with energy weapons and body armor watch over 
their s leeping masters . The larger of the coffin rooms have es
cape vents to allow the rapid departure of the vampires in their 
bat or mist form should the need arise . Note: The undead are 
nocturnal creatures who s leep during the day. However, deep 

under the ground where the l ight of day cannot reach them, the 
vampires can rise from their coffins to defend themselves 
against intruders . 

8. Wild Vampire Coffin Rooms (Elevations vary). These 
two rooms are identical to #7 above, except they house a total of 
250 Wild Vampires staked and held in suspended an imation . 
These rooms are not regularly guarded, but intruders must pass 
guarded rooms and the s leeping chambers of hundreds of Sec
ondary Vampires . 

9. Xavier's Throne Room (Elevation -80 feetl-24 m at its 

raised level, and -95 feetf-29 m at the floor level). This room 
is the largest in thi s  part of the new mine network, having been 
excavated by a work force numbering into the hundreds, and the 
vampires see it as the headquarters for Xavier ' s  army . Its 3 0  
foot (9 . 1  m )  ceil ing is  supported b y  huge steel beams that run 
between giant stone and steel columns l ining the wal ls . Around 
the edges of the room are racks of weapons and armor, and ta
bles covered with gems and prec ious metals . A dozen Second
ary Vampires supervise 50 humanoid s laves as they sort, c lean , 
and repair m i litary suppl ies of all types .  

In the northern corner of the room is an e levated platform on 
which stands General Xavier Stuart ' s  throne, carved from the 
wall against which it s its . From his  high vantage point the Mas
ter Vampire can address h i s  troops, hold jury over s laves,  cast 
down punishment and hold court with his leaders . The room i s  
used for large gatherings of vampires to  discuss strategies, tac
tics and plans before a major operation. The mind slaves s leep 
on bedrolls in the corner where they can be avai lable to their 
vampire lord at a moment ' s  notice . 

Xavier is considering adding an additional chamber and a se
cret exit to this room so he can move ful ly-armored groups in 
and out quickly and efficiently. 

1 0. The War Room (Elevation -95 ftl-29 m). General Xa
vier Stuart ' s  war room is located adjacent to his throne room . 
The wall is covered in maps and charts, tables are l ittered with 
casualty numbers, equipment inventories , and battle plans .  It i s  
here that Xavier p lans his mi l itaristic strategies with h i s  most 
trusted officers . There are fifteen coffins on five racks where 
these loyal Secondary Vampire leaders sleep during the day . 
Two guards are posted outside the door at all times ;  m ind s laves 
who were once CS soldiers during the day, and a pair of Xa
vier ' s  Warrior vampires at night . Unless instructed di fferently 
by their master, a l l  wi l l  fight anyone who tries to gain entry 
other than Xavier or one of his Leaders , no matter if the tres
passer is human, vampire, or other. The guards wear body armor 

and carry heavy weapons for fighting both vampires and mortals 
and they wi l l  fight to the death. 

1 1 . Xavier 's  Private Chamber (Elevation -48 rtf-IS m). 

This room serves as Xavier ' s  private office. It i s  sparsely fur
nished with a table and four cushioned chairs .  A bookshelf  
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stands against the wal l .  Against the farthest wall is the coffin of 
General Stuart . 

On the floor in the corner is a small cot where Xavier ' s  
soothsayer and slave, Cana the Blind, s leeps . Four protectors 
stand outs ide the door to this chamber at all times,  Warrior vam
pires at night and former C S  soldier mind s laves during the day . 
They wear heavy armor and carry heavy energy weapons, ex
plos ives, and automatic side arms loaded with s i lver bul lets . Un
less escorted by Xavier, no one enters the chamber other than 
the Master Vampire and h is  servant Cana. 

Game Master Note: Behind the bookcase is a crack in the 
stone wall, no wider than a coin is th ick. This crack is actually 
the only passage into Xavier' s real nightly resting place, a hol
low carved into the stone and bedded w ith soi l . It can only be 
entered via mist form and no l iv ing or undead soul but Cana 
knows it exists. Thus, Xavier cannot be found daily in the coffin 
located in his chamber. It is a ruse to lure would-be assassins 
and traitors out into the open and reveal themse lves . Unknown 
to anyone, Xavier also has a secret chamber in the deserted part 
of the old mine where he may also s leep or h ide. Even Cana 
doesn 't know about its location. 

1 2. Cave-In (Elevation -272 rtf-83 m). Like the cave-in 
noted in #4, the vampires made a cursory check to see if any 
other tunnels could be uncovered,  but their interest soon waned 
when they found nothing. Adventure Note: Had they pushed on 
just a l ittle further they would have found a tunnel leading up
ward and passing less than 1 5  feet (4 .6  m) from another tunne l 
above. As it is, this passageway remains undiscovered. 

13.  Water's Edge (Elevation -444 ftI-1 35 m). From hand
made passages the tunnel quickly changes via a 90-foot (27 .4 m) 
drop to water-carved caverns ending with a flat stretch border
ing an underground lake . 

14. Underground Lake (Elevation -444 ftl- 135 m). A layer 
of limestone holds a small body of water in the caverns deep be
low the surface.  The water is usually about 1 0  feet (3 .0 m) deep 
in the middle, but can rise or drop by five feet ( 1 . 5 m) during the 
most extreme wet or dry spells .  The presence of the lake is a big 
reason the vampires steer c lear of the southern tunnels .  

A Brief Introduction 
to Vampires in Rifts® 

Could there have been a better subject for the first Rifts® 
World Book than the Vam pire Kingdoms? From day one, vam
pires have been an integral part of the Rifts® world. Demonic 
invaders, controlled by otherworldly inte l ligences, enslaving 
and feeding on the human race l ike monstrous parasites who 
subj ugate and rule over their human flock as if they were m ind
less animals .  Now that i s  good stum The sort of epic setting that 
makes Rifts® one of the greatest role-playing games of all time . 

Here you have vampires in a totally unique l ight. Although 
they permeate fantasy l iterature and role-playing games of every 
sort, the concept of entire nations of vampires is someth ing that, 
before Vampire Kingdoms, was never before realized . These 
vampires don ' t  hide away as individuals or small groups, stalk
ing their prey from the shadows. They don' t  sit in solitary cas
tles, hunted by mobs with torches and p itchforks. They are not 



relics of history,  c l inging to the past and unwi l l ing to embrace 
modem soc iety and techno logy. These vampires break the mold, 
bui ld  grand cit ies and rule over humans whom they treat as l ive
stock and house pets . That ' s  why they make such great p lot 
points and v i llains . 

To play a campaign with vampires as the antagonists, a 
Game Master real ly needs to dig in and use everything these 
great vi l lains have to offer. Each caste of vampire fulfills some 
of our preconceived notions about these legendary monsters , 
and can fulfil l  the needed roles in your campaign . I 've found 
they make for some awesome role-playing. 

- Jason Richards, A uthor 

Strengths & Weaknesses 
Palladium ' s  vampires are, perhaps, most renowned amongst 

role-players for the way they capture the whole spectrum of the 
undead myth os, from ancient legend to Hollywood and l itera
ture . They range from the crazed and an imalistic to the refined 
and sophisticated. Their vulnerabi l ities and supernatural abi l ities 
also fit most of what we would expect based on what we have 
seen on the big screen or read in books for generations . Al l  of  
the details are avai lable in Rifts® World Book 1 :  Vampire 

Kingdoms,  but below i s  a short list of the "basic" vampire pow
ers and weaknesses . Think of this as a quick lesson or refresher, 
or even the basics that wel l-informed player characters are l ikely 
to know with a few successful Lore: Demons & Monsters skil l  
rolls . 

Vampire Abilities 

• Invulnerab le to m ost S . D .C . and M.D .C . weapons . Lasers, 
ion blasts , partic le  beam s, hand grenades and Boom Guns 
have no effect! Mega-Damage rail gun rounds knock the de
mons around and tatter their c lothing only enough to make 
them angry . 

• Unaffected by fire, heat, and cold. These are problems for the 
liv ing, not the undead . 

• Impervious to knockout/stun attacks . 

• Immune to mind control ,  many psionics, and many magic 
spells . 

• Amazing regenerative abi l ities, even past death . 

• Staking a vampire through the heart doesn 't ki l l  it, as many 
foo lishly bel ieve, but forces the vampire into suspended ani
mation . Remove the stake and the monster wil l  rise to stalk 
again . 

• Metamorphosis into a bat, wolf, or mist at wil l . 

• Supernatural Physical Strength. 

• May use modem technology, though many tend to rely on 
their phenomenal powers . 

• Possess some magical and psionic abi l ities, l ike control l ing 
animals and mind control l ing select victims to serve them. 

Vampire Vulnerabilities 

• Si lver and wood can damage the vampire or even send it into 
suspended animation . 

• Running water and holy water cause damage and hold them 
at bay . 
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• Garlic, wolfbay, and some magic also keep the undead at bay. 

• Holy symbols (most traditionally the cross) wi l l  terrify and 
hold lesser vampires at bay . The touch of a holy symbol to 
the flesh of a vampire wi l l  bum and damage the creature . 

• The l ight of day wi l l  incapacitate and eventually ki l l  a vam
pire, reducing it to ash . 

• The vampire must s leep during the day on the soi l  of its 
homeland. "Homeland" being the birthplace where the man 
was turned into the immortal undead. 

There is ,  of course, a lot more to it than the above . Vampires 
have a complex set of rules of re l iance and vulnerabi l ity to al l  
th ings l inked to the e lement of earth, and possess vast supernat
ural power. Please consult Rifts® World Book 1 :  Vampire 

Kingdoms for everything you might ever want to know about 
vampires, but were afraid to ask. 

Vampire Society 1 0 1  
By Jason Richards & Kevin Siembieda 

Here is a brief overview of the different c lasses of the 
undead. Special attention is given to the use of each of these 
characters in an adventure campaign. 

Wild Vampires 
Starting at the bottom of vampire society , you have the Wild 

Vampires . These are your animalistic, predatory undead who 
run in packs l ike wild dogs terrorizing the countryside at night. 



In the class ic, almost metaphorical form of a wolf, or in their 
sickly, corpse-l ike humanoid form, these creatures call out from 
the darkness . Glowing, red eyes peer out from the n ight accom
pan ied by snarls ,  threats, and disturb ing laughter . In a game con
text, these undead savages make for great encounters . Whi le  
some l ive free and run wi ld, others are used as  the shock troops 
and fodder of organized vampire operations led by a Secondary 
and/or Master Vampire . If the wi ld  pack seems to have one or 
two stoic leaders calling the shots from a distance, you can bet 
that they are part of a larger, more organ ized and sinister opera
tion . Beware. 

Wild Vampires are a basic building block in a vampire cam
paign . They fil l  a number of roles from both a role-playing/ 
game development point of view, and from a dice-rol l ing, com
bat angle . Whi le they make great "random encounters" to fil l  the 
void in a long trek across country , they can be the henchmen of 
Secondary Vampires, a Demon Lord or a powerful ,  evil sor
cerer, or they can be the foot so ldiers in a vampire invasion . 
Wild Vampires are also excel lent tools  of foreshadowing -

you ' ve just entered vampire country, and who knows what lays 
ahead except more undead , uncertainty and evil . 

From a combat-oriented point of view, Wild Vampires are 
just fun vi l lains to pit against players . With relatively low levels 
of H it Points and negligible skil ls and experience, even improp
erly equipped players should be able to survive a first encounter 
or two, provided they aren ' t  outnumbered by the savage undead . 
F ighting Wild Vampires is fairly straightforward, tooth and claw 
sort of fighting, given their dis l ike for most technology and their 
low levels of I . S .P . It also preps the players (or not) for the 
thinking and much more dangerous Secondary Vampires, who 
often command Wild ones and rule  their own dark domain, be it 
a l ittle vi l lage, town or an entire c ity or kingdom. 

Secondary Vampires 
Once players figure out how to handle a Wild Vampire in a 

fight, they wi l l  usually underestimate the more intel ligent Sec
ondary Vampires . While the same in al l  fundamental respects 
(powers, vulnerabi l ity to wood, water, etc .) ,  the big differences 
come in attitude and intel l igence. It is the Secondary Vampires 
who have bui lt the huge Vampire Kingdoms in Mexico . Smart 
characters wi l l  think of them as Greater Demons who use cun
ning, strategy and treachery to get what they want. Most are ar
rogant and evil in the extreme, and regard humans as little more 
than annoying, inte l ligent cattle and playthings . Secondary 
Vampires p ick out and stalk their victims to Slow Kill and 
thereby procreate - give b irth to - new undead. They are physi
cally more powerful than Wild Vampires,  but only slightly so . 
Their intel l igence and disdain for humanity are what make them 
so much more dangerous. 

The sophistication and deadliness of Secondary Vampires 
does vary with the age and experience of the monster. One 
could almost class ify the caste into two categories :  old and 
young, or A lpha vampires and Beta vampires . Young Secondary 
Vampires are those who have recently joined the ranks of the 
undead (under 30 years old as a vampire) and lack experience 
and a complete understanding of their powers and abi l ities . 
Many are overconfident, and fee l  invulnerable, and superior to 
their mere mortal prey . They have forgotten or even resent their 
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past l ives as humans  and seem bent on mocking, tormenting and 
destroying that which they were once a part of. This means they 
also underestimate mortal adversaries, are unprepared and make 
mistakes that spel l  their doom. The young (or Beta) vampires 
are also usually intimidated and outwitted by the ir elders . 

Old Vampires (or A lphas , who have been undead for 75 
years or more) are l ike the lion who is king of the jungle, a wise, 
powerful survivor who uses his w its as well  as his supernatural 
powers . Older Secondary Vampires can be as clever and ruth
less as the Master Vampires who created them. Not only do they 
gain more power and strength with age (and experience level) ,  
but the very trick of staying alive for a century or two fortifies 
them against the humanity that actively seeks their destruction . 
These elder creatures of the night remain confident and have a 
plan even when a capable group of heroes (the player group?) 
throws everything they have at them. Elder Secondary Vampires 
also know when to cut their losses and make good their escape 
to fight another day . These cunning demons are often the mas
terminds of insidious plots to enslave entire towns, and crave 

power. Thus, they terrorize entire towns and kingdoms, and love 
it when humans and other mortal beings are powerless against 
their wi l l . The ultimate predator, they even compete and wage 
war against other vampire hordes in a bid for power. And ulti
mately, that is global power. They seek to rule the world of men 
and tum humans into l ivestock and house pets . In other words, if 
Rifts® were a side-scrol ling 1 6-bit video game,  the e lder Sec
ondary Vampires would be the level "bosses ." 

Design Note: One thing that I ' ve noticed when play ing in or 
running campaigns that involved vampires is that there is an as
pect of Secondary Vampires that i s  dramatically underused. Sec
ondary Vampires have an insane amount of psychic mind
control power at their disposal, which it i s  very easy to overlook 
amid the many other overt powers and abi l ities of the creatures . 

I was running a play test for this book at a convention and 
had pitted my players against a group of vampires, mostly Sec
ondary. The players were extremely resourceful and quickly 
turned around the ambush they walked into and were laying 
waste to my vi l lains . Here I was, down to my last few vampires,  
each of them trapped and separated from the rest. It was at thi s  
moment, when victory was  so eas i ly at hand for my players , that 
I realized I had totally forgotten about one of the Secondaries ' 
greatest weapons . . .  m ind control . It ' s  funny how quickly 
things can change when one of the party members has suddenly 
turned his particle beam rifle against his teammates, the slave to 
a vampire ' s  wil l . - Jason Richards 

Master Vam pires 
If Wild Vampires are the savage grunts , and Secondary Vam

pires are Greater Demons, then the Master Vampire is the 
Demon Lord. As cool as Wild and Secondary Vampires are , 
let ' s  face it, we G .M.s love to pit p layers against the Master 
Vampire. They are the ultimate player nemesis ,  beings of tre
mendous power and influence out to enslave the world . 

Aside from personal power and their natural abil ities, they 
command legions of other vampires, m ind s laves, and human 
supp licants . They are the dark princes in the k ingdoms of the 
undead and creators of the vampire infestation . Only the 
dreaded Vampire Intel l igence, who rules through the Master, i s  
a true godlike monster. 



Master Vampires, more or less, have al l  of the advantages 
and abi l ities of Secondary Vampires, ampl ified . Their c loseness 
to the Intel l igence gives them greater strength of mind and body,  
as  wel l  as  increased psychic power and m ind control over other 
undead, the undead they probably created . Their attributes chal
lenge those of lesser gods and Demon Lords, and they have the 
psionic power of a Mind Melter. Very few heroes in the 
Megaverse can go toe-to-toe with a Master Vampire and survive 
to tell about it . Teamwork, cunning and luck are all  necessary 
when characters are pitted against such an adversary . 

For all of their power, few Master Vampires wander freely 
through the world, even if they rule a large kingdom. Like all 
vampires, they are keenly aware of their own vulnerabi l ities and 
that any mortal with a spear and a lucky throw could ki l l  them . 
Players are likely to encounter Master Vampires as the back
stage masterminds of insid ious plots, the dark hand behind sub
tle and far-reaching manipulation and intrigue, or the unholy 
leaders of evil kingdoms . They are far too important to their 

Vampire Intel ligences to be lost through a tum of fate, for they 
are the source of the vampire contagion and the humanoid repre
sentatives of the Inte l l igence . It is the Master Vampire who i s  
needed to  expand the influence of the Vampire Intel ligence and 
spread the supernatural pesti lence that is the undead. It should 
be a rare and terrifying experience for characters to face a Mas
ter Vampire , and to destroy one a great triumph akin to striking 
down one of the gods of darkness . 

Vampire Intelligence 
The Vampire Inte l l igence i s ,  bas ically, an evi l  god and the 

root source of the vampire plague. It is this inhuman creature 
who first finds a wi l l ing humanoid to become a Master Vam
pire ,  and thereby spread the essence and influence of its evil . 
Once it has enough undead m inions in a given dimens ion, the 
creature can permanently fix itself to the world to rule over them 
and their conquered human cattle . Such is the goal of all Vam
pire Inte l l igences . 

In game terms, the Inte l ligence makes an appearance in only 
the most powerful and epic campaigns . To encounter an Inte l l i
gence is l ike meeting the devi l  face-to-face . The being is crue l 
and evil beyond all measure and seeks only to increase its own 
power through the conquering of the human race and all mortal 
beings . 

Other min ions of the Vam pire Intelligence. A Vampire In
tel l igence has other resources avai lable to it that may work into 
any vampire oriented campaign. Most notable of these are its 
powerful Demon Familiar and the infamous Blood Priest. 

The demon fami l iar is an extens ion of the Inte l l igence cre
ated into a form where it may roam the world for whatever pur
pose may be laid before it . It is usually a tool of terror among 
humans who dare resist the vampires and a protector and last 
line of defense for any Vampire Intel ligence that successfully 
enters the mortal world. This powerful,  giant, bat-thing can only 
be summoned on a planet upon which the Intel l igence has estab
lished its physical presence . To stand against the Demon Famil
iar i s  a sure s ign that, at  the very least, one has got the Vampire 
Inte l l igence ' s  attention . 

The Blood Priest is a witch who has entered into a pact w ith 
the Vampire Intel ligence. They are used in a number of roles by 

1 25 

the inte l l igence, from the leaders of death cults to the command
ers of vampire legions . For more on these vi l lains, see the sec
tion on the Blood Cult and the Blood Priest Villain o. c. c. 
elsewhere in thi s  book. 

The Vampire Army 
The small band of vampire hunters pressed their attack, beat

ing back the hapless Wild Vampires with their silver bullets, 

bows and arrows and homemade water balloons. They had 

waged attacks like this against the undead so many times it had 

become routine. As the beasts scurried this way and that, more 

fell screaming as the silver projectiles zipped through their bod

ies and a few good shots pierced the hearts of the undead hor

rors. A lone figure watched through his binoculars as the 

vampires were pushed over the crest of a large hill, ran halfway 

down its slope, and then turned to rush their pursuers. The con

fident humans rushed to meet them point blank to finish them 

off. 

The observer on the hill lowered his binoculars, stared 

straight into the night sky and motioned to a man in the officer 's 

car several yards behind him. " Yes, Sir, " echoed through the 

radio headset. 

"Fire in the hole. " The man flipped a switch on the box at 

his side and then pulled his own binoculars to watch. 

The Wild Vampires held their ground in close combat with 

the hunters. Fighting was fierce and intense on both sides until 

the whole group was suddenly engulfed in flame and debris. The 

explosives buried under the ground on which they all tread went 

off in successive rows. The humans buckled as shrapnel pierced 

their armor and their bodies, and explosions crippled their legs. 

The vampires, impervious to the fiery explosions, were merely 

stunnedfor a moment and quickly regained their footing, pounc

ing like hungry wolves upon the humans who had survived the 

onslaught. Thefew humans who m anaged to limp away from the 

minefield would have fallen to the Wild Vampires in another 

minute, but were, instead, met by a squad of undead rushing in 

from the left flank. 

In one minute all was still on the battlefield, except for the 

vampires feasting on their kills. When they were done, they 

would salvage weapons, equipment, and armor from the corpses 

and leave them for the vultures. 

The observer on the hill motioned again and the two Second

ary Vampires in the officer 's car walked to his side. 

" You see? " he said to them. "Have you ever seen anything 

like that? " 

"No, My Lord. " The two said in unison. 

"Military tactics. That 's what will make us unstoppable. Too 

often our kind rely on instinct and raw power, and though it 

serves us well, it is not enough in this age of technology and 

magic. " 

"And it 's so simple, General. " 

The self-proclaimed General Xavier Stuart, Commander of 

the Tombstone Vampires, smiled. For the fiftieth time, the train

ing exercise had gone perfectly. They were ready to take on a 

real challenge. 



"Arzno, " said the General. "Arzno will be fall just like these 

lost souls, because they don 't expect us to combine our natural 

abilities with military strategy and tactics. " 

"And when Arzno falls, Arizona will be ours! " exclaimed one 

the two vampire Captains. 

"And New Mexico, and Colorado, and all the other territo

ries will fall like dominos until we stand on the doorstep of the 

Domain of Man, " added the General with a grin. "I 'll really en

joy watching the Coalition States fall. And it all begins right 

here. " 

Vam pire Incursion 
In Rifts® World Book 1 :  Vampire Kingdoms,  w e  caught a 

gl impse of unprecedented societies of vampires .  The kingdoms 
of Mexico are ruled by Vampire Inte l l igences, hidden away in 
giant temples in the Yucatan . Master Vampires are their aco-

lytes,  serving as governors of vast territories and massive popu
lations of humans and undead. Some rule  by force, others with 
even-handedness toward human s laves, but none have much to 
fear. The enslaved people are in no position to challenge them , 
and even the greatest heroes and warriors dare not attack lest 
they be overrun and destroyed. For 250 years there has been an 
unspoken sort of arrangement. The Vampire Kingdoms stay in 
Mexico, and the humans to the north pretend they don ' t  exist. 
Sure , individual vampires and wild packs cross the border and 
hunt in what was once the o ld American Empire .  By the stan
dards of civi lized folk l iving in the North and East, the New 
West, especially the Southwest, seems to be overrun with the 
undead, but compared to Mexico, they are wrong. Most impor
tantly, there have been no coordinated attacks launched by the 
existing kingdoms .  No diplomats or politicians cut this deal, it' s 
just the way things have been for 250 years . 

From time to time,  however, there is a new, upstart colony 
unre lated to those in Mexico. The vampires consider all of 
North America to be free game. The Southwest and the Mexican 
border are common breeding grounds for the undead only be
cause conditions there suit them wel l .  Most new vampire colo
nies are discovered and snuffed out before they represent a 
serious threat to humanity . Every generation or so, however, a 
serious incursion takes place. Such is the case in Arizona on two 
different fronts . 

Arizona vampires are on the offensive . Two different bands, 
the Bisbee vampires and the sti l l  secret Tombstone Vampires ,  
have made major inroads into the region . The Bisbee vam pires 

are traditional undead who, though cagey and clever, rely 
mostly on their superior power to deal with human threats . 
Reid ' s  Rangers , the Arzno Mercenary Corp, Sky Knights, Jus
tice Rangers and other heroes have all done battle with bands of  
undead from this enclave . Here, standoff and skirmish are the 
rule,  not open war. So far, the humans and their all ies have held 
the B isbee vampires from expanding their colony and are suc
cessfully working to whittle them down rather than engage them 
in an all out war. The leaders of Arzno and the Lyn-Srial Sky 
Knights have talked about jo ining forces in an all out purge, but 
for now, the containing operation has been working well .  Fur
thermore, over the last two years, the B isbee population has 
been reduced by 40%, suggesting if the mercs keep up their ef
forts that they should run the Bisbee vampires out of the terri-
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tory , if not completely eradicate them, within the next three 
years. 

Unfortunate ly, nobody knows about the vampire infestation 
at Tombstone. These undead have quietly insinuated them
selves deep in human territory and taken over a s izeable human 
community without anyone being the wiser. The Master Vam
pire ,  Xavier Stuart, has organized an honest-to-goodness vam
pire army unl ike any seen anywhere on Rifts Earth . They have 
succeeded so far, by using mi litary strategies and tactics Xavier 
learned as a low ranking officer in the Coalition Army. Given a 
new lease on l ife, he dreams of becoming an unstoppable power 
and, one day, chal lenging the CS for dominion over North 
America. The secret of h is  success has been managing to curb 
the vampire instincts of h is  undead legion, teaching them basi

'
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soldiering and incorporating human weapons and technology in 
their bid to conquer the U S  and Canada. This is a bri l l iant plan ,  
but i t  is held together only by  his charismatic influence over the 

undead who serve him. Without the self-proclaimed General of 
the secret Tombstone Vampire K ingdom , the vast majority of 
his undead minions would resort to more savage and natural 
means of combat and conquest. Indeed, there are those among 
his legion who hate the idea that they have to use the "tools and 
weapons of men" to conquer mere humans, and resent being 
forced to do so. From Xavier' s point of view, these tactics wi I I  
make him the great conquering power on Earth, provided he can 
execute his plan. He knows many of his underl ings bristle at us
ing the "too ls of men" but believes that a swift and easy victory 
over a notorious human power l ike Arzno wi l l  w in them over to 
his way of thinking. 

As with all vampires, Xavier Stuart' s  goal on Earth is the to
tal domination of all l ife for his master Inte l l igence . Such gran
diose plans are not accompl ished overnight, and the Master 
Vampire and his m inions are ful ly prepared to spend centuries 
real izing them. Xavier has deve loped a plan of attack to see 
such goals come to l ight. 

F irst, far greater resources are needed than are currently 
avai lable in and around the Tombstone-control led areas . For the 
vampires, resources such as weapons, ammunition, armor, and 
fue l  are al l  secondary to the need for sufficient quantities of 
blood to sustain the vampire army . The Southwest near the Rio 
Grande does not offer nearly enough human food stock, and the 
current contingent of vampires is already stretching it to the 
breaking point, and even that requires strict rationing and the ex
tensive support of magical and psionic healing methods. 

To grow his horde to the necessary strength, expansion of 
slave and feeding stock is a must. To this end, the deserts of Ari
zona have been targeted. The whole of what was once Arizona 
has a population of roughly 1 00,000 in 1 09 P .A . ;  even the con
trol and enslavement of half that number would be a s ignificant 
kick-start to Xavier' s mi l itary campaign. 

The City-State of Arzno is the vampire General ' s  greatest ob
stac le .  The c ity itself makes an appealing target, with its concen
tration of residents and its fme mi l itary personnel  who would all 
make ideal additions to Xavier' s undead army. However, they 
are one of the most prepared combat forces ready and able to 
deal with a vampire incurs ion. The level of magic, combat train
ing and their knowledge of the undead is second to none . Add to 
these factors that they are a wel l  trained mi litary force in their 
own right and that they have a l l ies with the l ikes of Reid' s 



Rangers, Cyber-Knights and the Lyn-Srial Sky Knights who 
wi l I  ral Iy to their aid in a matter of days .  Arzno is a force to, be 
reckoned with . However, he thinks he has the element of sur
prise : a vampire army packing m odem firepower and technol
ogy to supp lement their supernatural powers . That ' s  something 
even the mercs of Arzno will not expect. With good strategies 
and a l ittle luck, Xavier bel ieves he can take the c ity-state before 
they can regroup and develop counter strategies .  When Arzno 
fal Is ,  there is nobody for a thousand m iles who wi l I  be able to 
stop them . Reid' s  Rangers , the Cyber-Knights and other forces 
may be powerful warriors, but their numbers are too smal l  to be 
effective by what will , by then, be a swel l ing army of unstoppa
ble undead.  

Once Arizona and New Mexico fal I ,  he' l l  probably push into 
the Pecos Empire, pause to entrench and reorganize, and then 
begin to expand h is vampire kingdom. No matter how he de
cides to get there, the destination is Lone Star. If Xavier can 

seize the Lone Star mi litary compound he would have a wealth 
of technology and manpower at h is  disposal, while at the same 
time taking away an important C S  resource. Furthermore, he' d 
have a multitude of human and D-Bee bandits, tribal people and 
settlers l iving throughout Texas to use as food and tum into 
more undead warriors. 

Of course, the conquering of any major territory in the New 
West, particularly Lone Star, hinges on Xavier ' s  abi lity to grow 
his might throughout Arizona and bring enough vampires and 
s laves under his  control to be able  to establish a foundation for 
his  plots . Arzno is the monkey wrench in that plan. Everything 
hinges on taking down Arzno.  Th is  time a s low infIltration l ike 
what they did at Tombstone won ' t  work, al I-out conflict seems 
unavoidable,  which sounds just fine to General Xavier Stuart. 

Exploiting Vampire Weaknesses 
Some people who have never faced a vampire think it is 

funny that these powerful, Mega-Damage creatures are vulnera
ble to ordinary wood and flowing water. Call it cosmic balance, 
call it divine intervention, call it the nature of supernatural evi l ,  
but that has  been the way since the beginning of time . That' s 
how primitive man survived throughout the ages, and that ' s  how 
ordinary humans managed to survive the demon plagues of the 
Great Catac lysm and the b leakness of the Dark Age. For what
ever reason, all supernatural be ings have what may, at first 
glance, appear to be a ludicrous Achil les'  Heel .  Those who have 
fought vampires and other demons thank God these horrors have 
a weakness to s i lver or wood or whatever it may be, for often 
exploit ing that weakness is  the difference between life and 
death. 

Game Masters, you and your players are welI aware of the 
many vampire weaknesses .  The characters in your campaigns 
are equipped with water guns, wooden stakes, arrows, s i lver 
knives and magic weapons .  They know to hunt during the day 
and adorn themselves with crosses and Globes of Dayl ight at 
night. One thing that is often forgotten by some G.M.s ,  how
ever, is that the vampires are equally aware of their weaknesses 
and many take action to defend themselves against them . This  is 
especialIy true of the Fort Tombstone vampires under the direc
tion of General Stuart.  

Many vampire weaknesses can be circumvented by s imple 
planning. A well-placed m ind s lave or paid min ion can shut off 
the water in the home of a potential victim. A s imple armored 
chest plate can keep a farmer from getting lucky with a pointed 
stick . Traps and m isdirection can eas i ly thwart most amateur 
vampire hunters . Vampires are as smart as they are powerful,  al
though in the heat of the moment, they may resort to an imalisti c 
instinct, raw emotion, brawn and supernatural powers rather 
than inte l I igence and what ' s  smart . 

Wild Vam pires are the least l ikely to make any special ar
rangements or take precautions when going into battle. They are 
feral ,  animal- l ike undead too driven by instinct and a natural 
feel ing of their own superiority to use any complex form of 
technology, wear armor, or make any s ignificant battle plans  
aside from simple tricks and predatory instincts . These wild 
undead tend to avoid permanent homes with prepared coffins in 
favor of burrowing into the ground, occupying caves and base-

ments, or h iding in other enclosed areas during the daylight 
hours. 

Xavier deploys Wild Vampires as shock troops to soften up 
enemy defenses, never fee l ing too badly about their destruction . 
To him ,  Wild Vampires are pawns in a larger game.  As shock 
troops, Wild Vampires weaken defenders and force them to ex
pend valuable ammunition and other resources .  They can also 
be used to create a d istraction and draw attention away from 
where serious trouble is brewing. They are also suitable for 
prow ling perimeter l ines and, like vicious guard dogs, attack any 
mortal they encounter. S imilarly , Wild Vampires can be sent 
down tunnels, air ducts, and other places ,  or into an abandoned 
dwel l ing to sniff out mortals who may be hiding or l aying in 
ambush (forcing them to tip their hand) . As you can see, they 
are almost always used as fodder and pawns to advance the 
cause of the intel l igent vampires . 
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Wild Vampires almost never advance in  experience before 
they are destroyed in one way or another. In Tombstone, three 
of every four Wild Vampires created are banished to the wild,  
and the remaining are used in Xav ier' s m i litary . This is done be
cause Wild Vampires are far too savage and restless to l earn any 
sort of ski l l s  or absorb training beyond their normal capacity . 
For Xavier to try and train them would be a waste of time and 
resources so he uses them to their greatest tactical advantage, as 
fodder. He always has 250-300 staked and in suspended anima
tion to be awakened as he needs them . 

Secondary Vampires, on the other hand, are far more cun
ning and ful ly aware of their vulnerabi l ities . A lthough they dis
like wearing armor and using the "tools (or technology) of 
man," most try to strike a balance between comfort and practi
cal ity . While partial armor can protect a vampire from being 
staked and subsequently destroyed while comatose, it also pre
vents them from using the ir powers of metamorphosis .  This is a 
major disadvantage to vampires since it denies them mobi l ity , 
stealth, and their most deadly forms for combat .  Armor is used 
sparingly and its use depends greatly on the s ituation. Xavier or
ders the use of armor and modem weapons when going against 
experienced vamp ire hunters, such as the Armo Mercenary 
Corps. Most don 't  like it, but they obey . They also fol low h is  
commands and execute basic strategy and tactics .  Where they 
exce l are areas involving espionage, sabotage, assassination and 
other black ops .  

War Preparations 
More than any others in  recent memory, Xavier' s  vampires 

are not mindless mobs who roam the countryside feeding at wil l .  
They disguise their identit ies and point of origin, attacking indi
viduals, merchant convoys and communities throughout the 
Southwest for a greater purpose and plan as they prepare for a 
major offensive. 

Capture equipment. Not al l  vampire strategy revolves 
around feeding upon and capturing mortal s laves .  Xavier 's  vam
pires frequently carry out mi litary miss ions to capture equip
ment, weapons, vehicles, etc . S ince Xav ier ' s  army wi l l  rely on 
modem mi l itary weaponry , armor, and gear, it is in need of En
ergy Cl ips, E-Cl ip recharging equipment, M.D .C .  body armor, 
exp los ives, vehicles, etc. Such gear is most frequently captured 
from travelers, mercenaries ,  soldiers, vampire hunters, and other 
combatants encountered throughout Arizona, New Mexico, 
along the Great Trade Road and even as far away as the Pecos 
Empire . 

Capture slave stock. Much of Xavier ' s  mi l itary machine 
runs on the backs and broken wills of humans and D-Bees en
slaved as food stock and laborers .  S laves serve as both a food 
source and work force, often fed on and healed so that they can 
complete a full  day ' s  work .  

Destroy the enemy. The most straightforward of a l l  of  Xa
vier ' s  operations are attacks carried out to undermine the en
emy . Vampires wi l l  destroy vil lages or homesteads, ambush 
Arzno officers and heroes of renown, attack adventurers making 
a name for themselves, and rob merchant caravans to disrupt the 
flow of goods , services and money. Such actions are always cal
culated maneuvers so as not to appear as a concerted effort, but 
random and unrelated incidents .  To that end, the vampires may 
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pretend to be bandits, a rival merc company (using mind con
trol led humans to be absolutely convincing), B isbee vampires ,  
and other brigands . 

Slow kill selected victims.  If a particular mercenary, soldier, 
mage, or other humanoid catches the eye of Xavier or one of his  
chief m inions, that individual i s  targeted for Slow Kill by Xavier 
himself. Such victims are captured al ive, although they are often 
drained of enough blood to force them into unconsciousness so 
they don 't  give any trouble  in trans it. Sometimes magic or more 
traditional methods of restraint are used on the captive . In ab
duction attacks, there is often considerable collateral damage to 
others who don ' t  interest the vampires .  S imilar targeting tactics 
are used to capture one or more key personnel as mind s laves to 
advance the vampires '  agenda. Mercenaries, soldiers, mages ,  
and their i lk are not generally kept as s imple food or labor 
s laves, because they tend to be too strong-wi l led and are more 
trouble than they are worth . As m ind slaves, their skills in com
bat, magic, or other areas are worth a great deal to the vampires .  

Util ize strategic locations.  Xavier' s vampires have spent the 
better part of the last year capturing or p lacing agents at strate
gic locations throughout Arizona. Some function as outposts and 
base camps for raids and attacks along the Great Trade Road 
and select communities, others are information gathering points ,  
stil l  others are fal lback positions and safe houses. Locations 
such as those along common trade routes are highly des irable  to 
Xavier, as they all ow him to help contro l the movement of h is  
troops as wel l  as  enemy supply l ines ,  and establ ish his own, fa
vorable, supply l ines.  Likewise, a contingent of vampires in 
populated areas can help to maintain a good inte l l igence net
work, and the outright control of a town can al low for defensible 
positions from which to launch other operations away from Fort 
Tombstone. Actions in a populated town or vi l lage can range 
from takeover to the insertion of a smal l group of vampires, to 
the focused concentration of mind slaves for a variety of pur
poses .  

The Use of Feeding Stock 
The average vampire requires at  least two pints of b lood ev

ery other day to function normally . It takes a human between six 
and eight weeks to recover two pints of blood, which means that 
in order to keep human s lave stock healthy and the vampire pop
ulation fed, roughly 25 humans are needed for each vampire . 

This type of population s imply isn 't  avail able to the Fort Tomb
stone vampires . The approximately 1 ,000 vampires under the 
control of Xavier would need over 25 ,000 humans to sustain 
them . 

Using s imple magic and psionic healing techn iques, a l ittle 
bit of blood goes a long way . Such practices are common in 
many of the large vampire kingdoms of Mexico,  and are uti lized 
in Fort Tombstone to increase the frequency that a humanoid 
can give blood by twofold.  Magic is provided by human mind 
s laves and the occasional vampire mage, w ith ample  P .P .E .  
avai lable to  the w izards v ia  the wi l l ing vampire population . 
Combined with rationing, this  makes the humanoid population 
of 1 5 ,000 across the kingdom just enough to comfortably sup
port the vampires. However, any increase in vampire numbers 
or s ignificant decrease in the s lave population could seriously 
impact Xavier and his plans .  



All feeding operations at Fort Tombstone,  where blood sup
pl ies are the most strained, are overseen by a Secondary Vam
pire named Sangro Curtare, one of the many vampires Xavier 
chose and Slow Killed for his magical and psionic healing abil i 
t ies .  Sangro has a mind-enslaved Fennodi named Len who acts 
as his personal assistant, but 8- 1 0  other vampires selected for 
their magic or psionic abi l ities assist in the daily feedings. Male 
Fennodi are highly prized as m ind s laves due to their natural 
psionic healing abi l ities . 

Sangro Curtare - Quick Stats: 5th level Secondary Vam
pire . Diabolic al ignment. I .Q .  1 3 ,  M.E .  2 1 ,  M.A.  25, P .S .  29 ,  
P .P .  26, P .E .  22 ,  P .B .  14 ,  Spd 23 . Once a 9th level Mystic, he 
now uses  his limited remaining spell knowledge and psionic 
powers to heal human slaves after they have been bled for feed-
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ing by vampires. He is a particularly cold and methodical person 

who takes great pride in his role as provider to his people. Spells 
of note include : Cleanse (6), Cure Il lness ( 1 5) ,  Cure Minor Dis

orders ( 1 0) ,  Greater Healing (3 0), Life Source (2+), Light 

Healing (6) , Manipulate Objects (2+), Negate Poison/Toxin (5) ,  
Purification (20), See  Aura (6), and Sustain ( 1 2) .  Possesses 40  

P .P .E .  Psionics of  note include : 1 20 I . S .P . ; C lairvoyance (4), 
Empathic Transmiss ion (6), Empathy (4), Exorcism ( 1 0) ,  
Healing Touch (6) ,  Increased Healing ( 1 0) ,  Mask I .S .P .  & 
Psionics (7), Mask P.P .E.  (4), and S ixth Sense (2). These are in 
addition to those gained through vampire convers ion . 

Len - Quick Stats :  5th level Fennodi and Saddle Tramp. 
Principled al ignment, but under vampire mind control .  I .Q .  23 , 
M.E .  1 4, M.A.  22, P .S .  2 1 ,  P .P .  1 8 , P .E .  1 9 , P .B .  7, Spd 1 7 .  
P .P .E .  3 2 .  Len was captured for his healing abi l ities to aid 
Sangro in keeping the humanoid s lave stock healthy enough to 
work. The tall ,  lanky D-Bee (7 feet, 6 inches/2 . 3  m) is feared by 
the humanoid slave population because he is  known to represent 
Sangro and carries out the vampire ' s  every command. Psionics 
of note include : 64 I .S .P . ; Deaden Pain (4), Empathic Transmis
sion (6), Empathy (4) ,  Healing Touch (6), Increased Healing 
( 1 0) ,  Induce S leep (4), Mind B lock (4), Psychic Purification (8),  
S ixth Sense (2), and Telepathy (4), plus the special Fennodi 
powers of Protective Energy Aura (27 M.D .C . ,  recovers 2D6 
M.D .C .  per melee), Ghost Walk (30 m inutes, 1 0  I . S .P .) ,  and a 
natural affinity with Whisker C oyotes .  (See Rifts® World 

Book 14: New West for fu ll detai ls  on the Fennodi race.) 

Sharing the Blood Supply 

Vampires are instinctive predators and don 't generally share 
wel l .  However, the General has them working together as a 
team and sharing their, currently l imited, blood supply . Blood 

rationing is carried out in an orderly fashion for all of those l iv
ing in Fort Tombstone. Most Secondary Vampires also keep a 
mind slave who doubles as a blood donor. For those without a 
humanoid protector, other s laves are made to submit to the loss 
of a few pints or face an unpleasant death. Between the feeding 
vampire, blood victim, mage, and other humanoids and vam
pires,  there is always enough P .P .E .  to heal the s laves so that 
they can carry on with their labor at 90- 1 00 percent efficiency , 
but it is the availabi l ity of P .P .E .  that is the l imiting factor in this  
strategy, as  wel l  as  the fact that there is  only so much t ime that 
can be used for feeding and healing before a valuable n ight i s  
wasted. Under the supervision of Sangro and his staff, most of 
Tombstone ' s  Secondary Vampires feed on two pints of blood 
every other day .  Xavier and his favorite vampires feed every 
day . An extra feeding is becoming an incentive reward for loy
alty and jobs well done . 

Vampires deployed away from Tombstone on a hunt, mil i
tary exercise, or located in a captured town or village get to feed 
the old-fash ioned way .  For this reason, all vampires in the king
dom crave getting away from the lair and into the field, and 
compete in deeds and acts of loyalty to get the chance for a rota
tion in the wi lds of the New West. Even when left to one ' s  own 
devices for feeding, ki l l ing of prey is seriously discouraged, as 
is the turning of humanoids into new vampires without approval 
by Xavier. Such acts negatively affect the delicate equil ibrium 
that the vampires have temporarily struck with the environment. 



The use of mind slaves 
Mind slaves are used extensively by Xavier' s kingdom, per

haps to a further extent than any other known vampire k ingdom . 
While every vampire is an asset to the Fort Tombstone army and 
society, mind s laves bring unique advantages to the table .  They 
are not subject to the many l imitations of the undead and can 
function day and night w ith al l of the loyalty of a Secondary 
Vampire. 

Daytime p rotectors. Human and D-Bee mind slaves make 
the perfect protectors during the daylight hours . Absolutely 
loyal to the ir vampire master, a m ind slave wil l  do anything to 
protect him . Protectors can be warriors brimming with weapons,  
practitioners of magic or subtle spies placed inconspicuously to 
sound an alarm in case of danger. 

Slave masters. S ince vampires must, almost by necess ity, 
keep humanoid s laves, the m ind slaves are used to help to con
trol the ens laved population. The distinction between mind slave 

and slave is that the latter has his  wits about h im, but is probably 
phys ically chained and forced to do labor and th ings against his  
wil l .  A mind s lave is  a m ind control led henchm an who works 
the s lave captives and has no qualms about us ing any means 
necessary to keep them in l ine. 

Along a s im ilar vein, mind s laves are sometimes put in with 
the general work force where they pretend to be normal slaves . 
These sleeper agents work tirelessly for their undead masters , 
but also serve as moles to inform on any gathering resistance or 

popular uprisings among the s lave population . They may even 
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attempt to gather support for a s lave revolt as a ruse to expose 
those strong-wi lled enough to jo in such an upris ing. Once iden
tified, the troublemakers are removed and reass igned to hard la
bor or the food pens. The possibi l ity of such infiltration keeps 
the s lave population paranoid and doci le for fear that one of 
their own may be a vampire ' s  spy . Any outsider or new slave is 
always viewed with the greatest suspicion, as are any who even 
whisper the poss ibil ity of an uprising. The terror that vampire 
reprisal brings is so great that s laves regularly rat each other out 
to their hated vampire masters . 

Supplementary soldiers. Mind s laves can be armed to the 
teeth with no fears of insurrection against the vampires .  While 
they are more eas i ly kil led than vampires ,  they can make supe
rior use of technology such as power armor and h igh-tech weap
ons with far more ski l l  and experience than the undead legions 
can muster. Consequently, mind s laves are found in pos itions as 
Body F ixers, Operators, Robot (and power armor) Pi lots, Head
hunters, mages, master psychics, and other highly-skil led jobs .  

Furthermore, the combination of armed human henchmen, 
s laves and undead makes for a deadly and versatile fighting 
force. Weapons of water and wood are wasted on a soldier in 
ful l  armor, while rai l guns and m ini-miss iles don 't  so much as 
scratch the hide of an attacking vampire . Most vampire hunters , 
adventurers , and peasants of the New West are i l l-equ ipped to 
handle a combination army, while others hes itate or pull their 
punch, not knowing which are true enemies and which are hu
mans forced into battle by their undead captors . 

Spies and informants. Where vampires are eas i ly identified 
by anyone capable of seeing auras , sensing evil, or otherwise at
tuned to the supernatural ,  mind slaves are just ordinary people 
and almost imposs ible to detect. They are not possessed, nor do 
they carry any detectable fragment of the Vampire Inte l l igence.  
Telltale s igns can include scars from bite marks (particularly if  
the enslavement was recent), imperviousness to mind control by 
others, interception of telepathic messages between the victim 
and the vampire, or just strange behavior, but all are difficult to 
detect un less one is specifically looking for them . 

This adds up to the perfect spies and informants among an 
unsuspecting populace. Insert a m ind s lave or two into a com
munity marked for conquering, or even a band of vampire hunt
ers , and the mind slave can keep them under his watchful eyes ,  
rat them out to his undead master and secretly work to under
mine, trick or mislead them . 

Designer's Note: In a play test, a young girl was discovered 
among the wreckage of a town destroyed by vampires . Presum
ably one of the survivors, she was, in fact, a mind slave planted 
there by the vampires to spy on the group. She continued to 
keep her master informed on the characters ' movements , allow
ing the vampires to stay a step ahead. Needless to say, such tac
tics can be very effective. 

Growing the vampire popUlation 
According to traditional vampire wisdom, a large kingdom is 

a powerful one . However, in Fort Tombstone, secrecy and the 
qual ity of its forces are prized far above all else .  Quantity, at 
this point, would only tip off their enem ies, and General Xavier 
Stuart needs the element of surprise to insure victory (or so he 



believes). With such a l im ited food supply in the barren South
west, each vampire that is  created must be measured for his or 
her worth, l oyalty and obedience. 

Military Background. Men and women with mil itary or 
mercenary backgrounds are Xavier ' s  favorite additions to his  
carefully chosen army. He is  especially fond of the front- l ine, ri
fle-toting soldiers and officers of the Coalition States and the 
more renowned mercenary, adventuring and bandit outfits . 
These typically include Grunts, Mi litary Specialists, Technical 
Officers, Headhunters, Gunfighters, Bounty Hunters, Sheriffs ,  
Deputies, and even some Robot P ilots . Whether i t  i s  h i s  own 
personal preference,  past l ife experience as a Coalition soldier 
himself, or part of his "big picture" strategy, Master Vampire 
Xavier Stuart personally sees to the Slow Killing of experienced 
and highly-skil led soldiers . Only the Master Vampire can guar

antee the conversion of a humanoid  into a Secondary Vampire. 

Secondaries who conduct the S low Kill risk their victim awak
ening as a Wild Vampire . To risk the loss of such potentially 
valuable leadership to m indless savagery as a Wild Vampire is 
too great a chance for General Xavier Stuart to take, so the Gen
eral turns all humans with mil itary or mercenary O.C .C .s  of 
leve l 6 and higher, personally. He ' l l Slow Kill select soldiers of 
lower level if  they have special ski l ls that the vampire Genera l  
requires .  Lower-level victims  are general ly left to the Secondary 
Vampires to tum, playing the odds on whether they become 
Secondary or Wild Vampires .  

Stalkers and Special Forces. Second to the ground pounders 
come Wilderness Scouts, Explorers, Rangers, Special Forces , 
Commandos ,  Cyber-Knights , Gl itter Boy Pilots, Gunslingers , 
Cowboys, and other humanoids who are hunters by profess ion . 
This often includes S imvan, Psi-Stalkers , mutants and other 
D-Bees from the region who l ive as nomadic hunters . The ski l l s  
of such characters are useful for Xavier ' s  parami litary designs 
as well as countering those of other wily mercs and demon slay
ers . As useful as they are, unless a victim is particularly skil led, 
they are turned by Secondary Vampires. Note: Dog Boys, Cra

zies, Juicers, Wired Gunslingers, and full conversion cyborgs 

are often beyond the capabi lity of conversion into vampires . 
Their unique natures and chemical, implant or bionic source of 
power interfere with the vampire ' s  abi lity to properly feed and 
transform them into fel low vampires via the S low Kil l .  Like
wise, they are difficult to control as mind slaves .  As a result, 
these O .C .C . s  are usual ly regarded as natural enemies and 
avoided or destroyed outright. 

Mages and Master Psych ics. Xavier has learned to use the 
supernatural abi l ities of vampires ,  as well as the magical and 
psionic powers of humanoids, to his advantage in battle as well  
as internally within the kingdom. The magical abi l ities of mages 
and psychics who are turned into vampires are greatly reduced 
in Secondary Vampires (complete ly destroyed if they are turned 
into a Wild Vampire), but what powers remain can be used to 
impressive effect against the human enemy. 

Better sti l l ,  to tum psychics and practitioners of magic into 
mind slaves or henchmen (the latter blackmailed or bought off 
to do their bidding). For this reason, most of these gifted indi
viduals are tagged for m ind control instead of the Slow Kil l .  
This allows them t o  serve i n  a maximum capacity for their 
undead masters, with unequaled loyalty and the ir entire powers 
intact. L ikewise, there are a surprising number of evil psychics 
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and sorcerers who are wi l l ing to serve the undead if the price i s  
right. 

Thieves and Assassins. Characters with m ore shady occupa
tions are not Xavier' s favorite m inions. The General can find 
uses for them and many are valuable to his dreams of conquest 
and domination, but he doesn ' t  respect them or care about them . 
City Rats, Smugglers, Safecrackers, Professional Thieves and 
assassins are used in covert operations, intel l igence gathering, 
sabotage, undermining the enemy and securing vital resources ,  
but even a s  a vampire, the ex-mi l itary m an  prefers straightfor
ward combat to the subtle arts of deception . Sti l l ,  Xavier wi l l  
take whatever measures he must to win the war. 

Other Character Classes. Other character c lasses, including 
Operators , Scholars, adventurers, and various R.C .C . s , are 
looked upon as secondary or support personnel  of varying de
grees of importance, but not vital to the war effort. They are 
considered for conversion through the S low Ki l l  bite, but are 
usually turned by a Secondary Vampire and risk their awaken
ing as a Wild Vampire un less they have something particularly 
valuable for Xavier. Many of the beings across the New West 
classified as Racial Character C lasses (R.C .C . s) fal l  into this  
group. Mortal D-Bees who do not  have an O .C .c .  are far less 
l ikely to have any useful skil l s  that can be maintained through 
the vampire conversion process .  Sti l l ,  some carry advantages 
that make them useful to Xavier and his army even if they don ' t  
have the level of  training and experience needed to  be  included 
in the Master Vampire ' s  e l ite caste.  

D-Bees common to the New West are counted among the 
Tombstone horde. Fennodi make excellent vampire and mind 
s lave minions because they are not at al l  feared by the public 
and not generally thought of as potential vampires due to their 
alien appearance. Likewise, many mutant and D-Bee races 
throughout the New West may be  turned, though humans are 
sti l l  the preferred targets . Nonhumans turned by the S low Kil l  
have the same stats as other vampires, though they maintain 
their alien appearance. 

Xavier 's Vampire C astes 
Xavier Stuart ' s  specific targeting of choice individuals, effec

tively handpicked by the Master Vampire, has led to a sort of 
caste structure with in the Secondary Vampires of Tombstone. A 
great portion of the Secondary Vampires (roughly 50%) who 
were specifically selected for the ir unique ski l l s  or powers fal l  
into one of the following categories :  Warrior (20%), Leader 
(5%), Stalker ( 1 4%), Infiltrator (3%), or Thief (8%) . The re
maining half fal l  under the blanket "typ ical" Secondary Vam
pire . 

Recall that a Secondary Vampire retains a total of ten skil ls 
from his or her former, mortal l ife .  For each of the castes, the 
skil l s  retained represent those most usefu l to the vampire in the 
new role it takes on in Xavier' s army . N otes on common ski l l s  
for each el ite Secondary Vampire type are given with the de
scriptions below. 

Leader 

Leaders are the keys to keeping the vampire army together 
and acting as a unit. They relay orders to the Warriors and com-



mand large units on their own. Typical ly, Leaders are former 
mil itary officers or high-leveled mercenaries or grunts . In Xa
vier ' s  army, the most senior of Secondary Vampires are all for
mer CS officers, selected for their posts as his  captains and 
turned by the Master himself. 

Leaders aren't  fond of engaging in direct combat themselves, 
but prefer to observe and coordinate the movements of the 
troops. Leaders view themselves as the highest of their brethren , 
and some let their egos inflate to the point of questioning their 
Master Vampire, Xavier. The Leader caste lends itself to self
serving egomaniacs who always feel they have a better way of 
doing things .  Multiple Leaders often quarrel unless being influ
enced or control led by the Master Vampire . 

Typical ski l ls of the Leader include :  Intel l igence (44%), 
Mathematics :  Bas ic (60%), Mi litary Etiquette (50%), Pi lot :  
Hover Craft (65%), Radio:  Basic (60%) , Read Sensory Equip
ment (45%), W.P.  Energy Pistol , and W.P .  Energy Rifle. Two 
additional ski l ls may be selected, typical ly from among the fol
lowing categories: Communications, Espionage, Mil itary, Pilot, 
Pilot Related, Technical, and Weapon Proficiencies, all at 45%. 

Warrior 

Warriors are the combat specialists of Xavier' s  vampire 
army. They work with the Leader vampires to tum a raging 
horde of demons into an organized combat unit. They accom
pany Stalkers on seek and destroy missions to do most of the 
dirty work. They serve on the front lines of battles and fol low 
orders. They are a l l  former Grunts, Headhunters , Deputies and 
Mercenary Soldiers . 
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The Warriors tend to be savage almost to the level of the 
Wild Vampires, and may be mistaken for wild ones due to their 
aggression and commitment to battle. They have no head for 
leadership and are content to be ground-pounding infantrymen . 
They hold l ittle prejudice for Wild Vampires and are often 
found in their company. Warriors are merciless in combat and 
love to kil l  by any means, fast or s low, whatever the opportunity 
offers .  These undead grunts often use weapons such as energy 
rifles ,  heavy energy weapons,  rai l  guns, machine-guns and 
Vibro-Blades of every sort. 

Typical ski l l s  of the Warrior include : Mil itary Etiquette 
(3 5%), Pilot: Hover Craft (65%), Radio: Basic (60%), Read 
Sensory Equipment (45%), W.P .  Energy Pisto l ,  W.P. Energy 
Rifle, and one W.P .  of choice. Three additional skil ls may be se
lected, typically from among the following: Demolitions, Demo
l itions Disposal, basic Pi lot ski l l s ,  Radio :  Scramblers, Sniper, 
Tracking, Weapon Systems, and Weapon Proficiencies, all at 
40%. 

Stalker 

Stalkers special ize in tracking, capturing or ki l l ing human
oids . They are used in seek and destroy miss ions for Xavier, as 
well as the assassination of a specific mark and tracking down 
escaped s laves and spies. The Stalker vampire is a former Wil
derness Scout, Explorer, Bounty Hunter, Ranger, Special 

Forces, Headhunter, Assassin, or other class w ith a focus on 
stealth, tracking and man-hunting. Psi-Stalkers and Simvan 
make excel lent Stalkers and are frequently found in Xavier' s 
army. Stalkers have the most autonomy, in the sense that they 
are given an ass ignment and sent on the ir way .  Most love the 
hunt as much as the ki l l ,  and many are experts in interrogation 
and torture . Most Stalkers are so arrogant that they fee l  they can 
never lose, which can give their intended targets a s light edge . 
To make the hunt more challenging, some wi l l  give an opponent 
or target a fair warning, a head start, or ample opportunity to es
cape before they pursue . Particularly interesting prey may be al
lowed to escape, only to be hunted again the next night. And 
those who earn the Stalker ' s  respect may be given a swift death 
rather than be tortured. Prey that does manage to escape wil l  al
ways be hunted down later, even if years later. 

Typical ski l l s  of the Stalker include : Detect Ambush (45%), 
Land Navigation (48%), Interrogation (60%), Inte l ligence 
(40%), Tracking (40%), W.P .  Rifles and/or W.P .  Energy Rifle , 
and W.P. Knife .  Three additional ski l l s  may be selected, typi
cal ly from among the fol lowing: Camouflage, Detect Conceal
ment, Language, Lore : Demons & Monsters, Radio : Basic ,  
Sn iper, Trap/Mine Detection, and any Wilderness Skil ls or 
Weapon Proficiencies, al l at  40%. 

Infiltrator 

Infi ltrators are trained to b lend in with regular humans . This 
proves useful in intell igence gathering and networking through 
all levels of society. Along with the ski l l s  comes a specific 
cover, an identity that the vampire can assume in the human 
world. A vampire c lown m ight be one, so might a ringmaster or 
merchant in a trave ling show, but common facades include Bar
tender, Barmaid, Bandit, Body Fixer, Cowboy, Gambler, 
Preacher, Saddle Tramp/drifter, Saloon Bum, Rogue Scholar, 



Vagabond, prostitute or traveling adventurer. Ski l ls  should be 
chosen to suit the O.C .C .  Of particular use are those character 
classes that have access to sensitive s ituations, information, or 
people. The better the cover, the more l ikely the vampire wil l  be 
in a position to help his master' s efforts . 

These undercover vampires may be quiet and passive, prefer
ring to s it in a comer and watch others unobserved. Others l ike 
to approach people and strike up a conversation, and professions 
like bartender, barmaid, preacher, prostitute and even drifter and 
bum enable them to do so without drawing suspicion to them
selves. Wh ichever the approach ,  the cunn ing vampires often 
"play dumb" or " innocent" pretending to be cowards, weak
l ings, and ordinary . One advantage that the vampire transforma
tion gives is a feel ing of superiority, so the vampire doesn't fee l  
the need shown off to  petty mortals  and wi l l  happily play the 
fool to ingratiate itself among its intended prey . The infiltrator' s 
activities include more than snooping around and may involve 
fram ing members of the government, starting brawls between ri
val gangs, causing dissens ion in the ranks , rais ing fears , promot
ing discord and suspicion, creating a divers ion, and other 
mischief. 

Typical ski l ls of the Infiltrator include : Imitate Voices & Im
personation (48%/28%), Streetwise (32%), and one Pi lot ski l l  
(45%). The infiltrator wil l  also have s ix additional ski l l s  t o  help 
him or her blend into some aspect of society and support the 

"cover" the vampire has chosen. Skil ls may be selected from 
Communications, Domestic, Espionage, and Weapon Profi
ciencies, al l at 40%. 
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Thief 

The Thief i s  the vampire who works the crowds at c ircuses 
and public events, the c ity streets , bars and other public places , 
picking pockets, eavesdropping on conversations, rol ling drunks, 
ambushing travelers and breaking and entering to steal informa
tion , maps, weapons and valuables in the support of Xavier Stu
art ' s  mi litary campaign. These typically are vampires with 
histories as Vagabonds, C ity Rats, and various classes of thieves. 

The members of the Thief vampire caste are very cl iquish 
and more often than not hang out with their own kind. By leve l 
6, these smooth operators usually have a small fan club of 2D4 
other Secondary Vampires who look up to them with the quiet 
reverence that a twelve-year-old has for his favorite sports star. 

Thieves are incredibly clever and sneaky, and are more use
ful to Xavier if he keeps them on a long leash. However, they 
are also very arrogant and catty, talking about other vampires 
behind their backs and make all kinds of schemes and under
the-table deals with local gangs, law enforcement, and even the 
occasional vampire hunter to their own benefit. When push co
mes to shove, at least half the vampire Thieves will be watching 
out for their own backs, not General Stuart or the war effort. 

Typical ski l l s  of the Thief include : Concealment (32%), 
Mathematics :  Basic (60%), Palming (35%), Pick Locks (45%), 
Pick Pockets (40%), and Streetwise (32%). Four additional 
skil ls may be selected from the Communications , Techn ical and 
Rogue categories of ski l l s ,  all at 40%. Weapon Proficiencies 
tend to focus on knives, handguns, energy pistols and other 
easy-to-conceal weapons.  

Xavier Stuart 

Master Vampire and Vampire General 

Xavier 's armored boots echoed sharp staccatos through the 

cavern as he quickly strode through the illogical twists and 

turns of the ancient mine. Two vampire guards clad in black ar

mor hit their fists against their chests as the General passed the 

gateway into the expanded chamber. Salutes and tribute did not 

concern the Demon Lord that night, and he moved qUickly into 

the room without noticing the honors paid. 

Four vampire guards held a fifth against the wall. He was 

bound with silver razor-wire and screamed in agony. From a ta

ble Xavier picked up a sharpened stick as he looked at the re

strained Secondary Vampire. The General walked up and stood 

only inches from the struggling beast, staring through him with 

cold eyes. "Quit whining. " hissed the Master. The lesser vam

pire was compelled to obey. 

The scene of battle had been a disgrace. A simple ambush of 

no more than a dozen gun runners taking their chances through 

the Waste, botched. Ruined by this incompetent and arrogant 

wretch. He didn 't care that the vampire team was green. Nor 

did he care that the gun runners had an A . M. e.  escort team 

trained in dealing with vampires. Somehow, the fact that the 

A . M. e. was involved made the loss seem all the worse. 

The Master snapped his fingers and the guards let go of their 

captive and stepped away. 



" You outnumbered them two to one. However, you left with 

twenty men and came back with four. " Xavier drummed the 

stake against the vampire 's chest as he sm iled back at the fright

ened undead 's horrified expression. 

Before the vampire could respond, the General struck, driv

ing the stake into the chest of the vampire and bearing down on 

it. The Secondary Vampire cried out and spasmed wildly. Xavier 

pressed gently, pushing it so close to the heart that he couldfeel 

the fluid-filled sac contort and give way under the point of the 

stake. The insane screeches of the impaled vampire traveled 

through the halls. Xavier leaned again, suddenly silencing the 

agonized wails. Blood spurted from the wound onto the Gen

eral 's armored chest. The vampire gurgled and slumped to the 

floor. 

Xavier reached down and pulled the stake out, threw it on the 

table, and walked out the door. As the vampire on the floor 

gasped back to consciousness, Xavier called back his orders for 

punishment. 

"Starvation. Three days. Don 't fail me again, Lieutenant. " 

Xavier Stuart grew up in the Chi-Town 'Burbs . L ike every 
c itizen wannabe, he kept his nose clean, stayed out of trouble ,  
worked hard and dreamed of earning his place inside the forti 
fied  city .  He struggled to  be everything the encouragement post
ers said: "Proud, committed, and eager to serve the Coalition 
States ."  Orphaned when he was ten by stray gunfire and bad 
luck during a CS raid on a Black Market dealer, the young Xa
vier set his sights on joining the g lorious fight for humanity . 
Join ing the Coalition Mi litary,  he thought, would guarantee his  
place as an honored c itizen within the c ity wal l s ,  away from the 
chaos of the 'Burbs and the brutal ity of the wilderness beyond. 

At sixteen, Xavier Stuart enl isted in the Coalition Army. He 
proved to be a quick study in basic train ing and afterward, ex
celled in al l  aspects of soldiering. He loved the competition 
amongst the enl isted men and women and worked hard to be the 
best at everything. His constant pursuit of excel lence earned him 
the recognition of his superiors, but alienated him from many of 
his fel low soldiers . Decis ive, cocky and bold, he showed great 
potential in squad tactics and leadersh ip, and was tapped for Of
ficer Candidate School after a brief two years of the enl isted 
l ife .  Three months after his departure he was Lieutenant Stuart, 

a Military Speciali st, and was transferred to the 1 st Mechanized 
Infantry Division at Chi-Town. 

As eager as ever, Lt. Stuart dove into his duties in an effort to 
distingu ish himself and perhaps get a shot at a command and , 
eventually, citizenship . However, the young so ldier found the 
officer corps to be far different from enlisted l ife .  Over the years 
he grew bitter as his highly-praised service record was not 
enough to get him promoted further. As he struggled, promotion 
after promotion was given to the sons and daughters of distin
guished Chi-Town citizens - his ' Burb roots always a subject of 
jokes and condescending remarks .  It took him six agonizing 
years to make 1 st Lieutenant and another twelve to make Cap-

tain . By 1 05 P .A.  he was a 25 year veteran who had never had a 
prestigious assignment or a command of any sort, instead spend
ing his career supervising motor pools and supply depots . He 
was a j oke to al l of those around him, and his hopes of citizen
ship were a distant memory. In September of 1 05 P.A. his last 
opportunity to serve his beloved Coalition in combat s l ipped 
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away. When the Emperor announced the Campaign of Unity ,  
the aging Captain Stuart was sent to  Lone Star to  free up  com
bat-experienced personnel there for service on the front l ines . 
That was the final straw. Capt. Stuart served out the rest of the 
year before res igning his post and striking out on his own. 

He stayed in Lone Star and headed beyond Coalition-con
trolled territory . He no longer had any love for the CS, and 
sought a human community beyond its borders . He was 41 years 
old, strong, healthy and looked more l ike 3 1  thanks to CS medi
cal advancements, but felt used up . He finally found himself in a 
smal l  vi l lage south of Amaril lo,  working for food and a bed in a 
bam. 

A professional soldier, trained in all of the arts of war and 
combat, he hit rock bottom working as a hired laborer for a 
dirt-poor farmer. For a month he stewed, bitterly demanding his  
due , screaming into the n ight sky for justice. One night he re
ceived an answer to h is  dark prayers, struck a bargain, and never 
looked back. He agreed to help a Vampire Inte l ligence by be
coming its General in a campaign to conquer the Americas . At 
last, someone . . .  something great and powerful had recognized 
his greatness .  It made him its General and gave him the order to 
conquer the continent, CS and all . It was a miss ion Xav ier wel
comed. He would build the most ruthless army in the world and 
conquer all of humanity. 

Xavier Stuart Stats 

Real Name :  Xavier David Stuart. 

Race:  Master Vampire; was human . 

Alignment:  Diabol ic .  

Horror Factor :  14 

Attributes : I .Q.  22,  M.E .  22, M.A. 20, P .S .  3 1  (Supernatural), 
P.P. 25, P .E .  2 1  (Supernatural), P .B .  1 9 , Spd 28 .  

Height: 5 feet, 10  inches ( 1 .78  m). Weight:  1 60 lbs  (72 kg) . 

Hit Points : 1 40 ;  S.D.C. : Not appl icable. 

Age : 46.  P.P.E. : 30; I .S .P. : 1 60 .  

Experience : 7th level Master Vampire, was a 6th level CS Mil i
tary Special ist. 

Description : Xavier is shorter than average, and thin, but mus
cular and has a regal and commanding presence. Like all 
Master Vampires he has s lightly pale skin and i s  very hand
some in a cool, mysterious sort of way .  He has light brown 
hair and cold b lue eyes .  He can seem incredibly charming 
and engaging when he chooses, but when angry, he bares his 
fangs and his  red eyes glow brightly so that no one can mis
take him for anything but a vile demon. 

Disposition : Xavier is the perfect mi litary commander: He is 
cold, calculating, and bri l l iant as a leader and tactician,  and 
hungry to prove h i s  mettle as a true leader. Merc iless against 
his enemies, he can be incredibly savage , cruel ,  and brutal to 
those who stand in his  way or dare to defy his wi l l .  He has a 
mind that never forgets, and never forgives any fai lure or 
wrong, no matter how small .  Endowed with the essence of 

his undead creator and graced by his  instruction, all Second
ary Vampires are expected to strive for perfection and vic
tory . 

Skills of Note: 

O.C.C .  Ski l ls  (CS Mi litary Specialist) : Language:  American 
(98%), Literacy : American (68%), Computer Operation 
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(68%), Electronic Countermeasures (58%), Intelligence (56%), 
Pi lot: Automobile (76%), Pilot: Hover Craft (Ground, 7 8%), 
Pilot: Robots & Power Armor (76%), Robot Combat:  Basic, 
Mathematics : Basic (73%), Radio :  Bas ic (73%), Running, 
Weapon Systems (68%), and Hand to Hand:  Expert. 

Espionage : Detect Ambush (58%), Detect Concealment 
(53%), Interrogation (58%), Undercover Ops (5 8%), and 
Wilderness Survival (58%). 

Mi l itary: Camouflage (48%), Demol itions (80%), Mi l itary 
Etiquette (63%), and Mi litary Fortification (5 8%). 

Other Assorted o.c.c .  Related Ski l l s :  Sensory Equipment 
(5 8%), Language: Spanish (64%), and L iteracy : Spanish 
(48%). 

Secondary Ski l l s :  Athletics (General), Body Building & 
Weight Lifting, Cl imbing (68%/5 8%), F irst Aid (73%), and 
Survei l lance (43%). 

Weapon Proficienc ies : W.P .  Energy P istol ,  W.P .  Energy Ri
fle, W.P. Handguns,  W.P.  Rifles, and W.P. Knife .  

Ski l l  Note : Some Physical skil ls and the Hand to Hand skil l  
no longer apply as a vampire . 

Special Abilities : Limited metamorphosis into a wolf, bat, or 
mist, super-regeneration (2D6 Hit Points per melee and can 
regrow new l imbs and body parts) ,  l imited invulnerabi lity, 
sme l l  blood a mile ( 1 .6 km) away,  nightvision 1 ,600 feet 
(488 m), does not breathe, summon rodents, and summon ca
nines .  See Rifts® World Book 1 :  Vam pire Kingdoms for 
more detail s  on vampires. 

Psionics : Master psychic, who requires a 1 0  to save vs ps ionic 
attacks. Alter Aura (2), Empathy (4) ,  M ind B lock (2), Pres
ence Sense (4), Hypnotic Suggestion (6), Super Hypnotic 
Suggestion (20). Each psionic action counts as two hand to 
hand attacks. 

Magic Knowledge : None . 

Com bat Train ing: Supernatural and instinctive . 

Attacks Per Melee : Eight. 

Bon uses : +3 to initiative, +5 to strike, +5 to parry and dodge, 
and + 1 6  to damage, +8% to all ski l ls  (already included), +4 
to save vs psionics/insanity, impervious to all  forms of m ind 
control and psionic and magic s leeps and paralysis, 60% 
trust/intimidate, +3 to save vs m agic, 45% charm/impress, 
and +5 to save vs Horror Factor. 

Other Com bat Info: Kill ing bite (3 D6 M.D .) ,  restrained punch 
(4D6 S .D.C . ,  plus the damage bonus above), full strength 
punch (2D6 M.D.) ,  and power punch ( l D4x 1 O  M.D . ,  counts 
as two attacks). 

Weapons of Note : Xavier rarely carries  weapons of any kind, 
and even more rare ly enters combat himself. However, he 
has a treasure trove of modem weaponry at his disposal , and 
prefers to use old-style C S  weaponry when necessary , his 
faves being the C-27 Heavy Plasma Cannon (6D6 M .D.) ,  
C- 1 2  Heavy Assau lt Laser Rifle (2D6 M.D. or a 6D6 M.D. 

burst), the C- 1 8  Laser P istol (2D4 M.D . ;  an officer ' s  side 
arm) and a Vibro-Sword (2D6 M .D.) .  He also carries twin 
s ilver-plated daggers. Xavier has more spare ammunition 
than he could ever possib ly use and when entering combat, 
he carries a satchel with at least 20 spare E-Clips .  

Body Armor:  The Master Vampire has managed to get hold of 
an undamaged suit of CA-4 "Standard" Dead Boy Armor. He 



usually wears only the chest and arm portions . M.D. C . :  Main 
Body : 1 00, and Arm s :  60 each. 

Other Equ ipment : Has access to his entire armory of stolen 
weaponry, armor, and equipment. He needs very little, but 
could lay his hands on just about anything within reason. He 
has access to three mil l ion in Universal Credits , and a m il l ion 
in gems and other valuables .  Another 20 to 25 mi l lion in ar
mor and weapons is h idden away in his treasure trove deep 
with in the m ines where nobody knows his second sanctum is .  

Veh icle: When leaving his lair in his human form, Xavier is 
driven in a B lack Market knock-off of the CS AFC- I 0 l  
Command Car with 1 80 Main Body M.D.C . ,  a maximum 
speed of 200 mph (320 km) and a C-3 0R Light Rail Gun 
mounted on the back (6D6 M.D . ) .  See page 1 64 of Rifts® 

World Book 1 1 :  Coalition War Campaign for full detai ls .  

Cybernetics:  None, not compatible .  

Cana the Blind - Grey Seer 
Xavier's Advisor 

" What did you gather from him ? " 

"1 read our deaths in his eyes. " 

"1 didn 't even need your vision to see that, Slave. " 

-Xavier Stuart and Cana the Blind, discussing the A . M e. 
Commander, Onra 

Even as a youth the Seer knew he had a gift. Frequently his 
feelings or dreams told him the outcome of an event long before 
it would occur. He always had a way with people and could help 
them solve their problems, but he quickly found that it was actu
ally a curse .  He didn ' t  l ike seeing the dark poss ibil ities that lay 
in store for himself or the people he knew . This led to the prom
ising Mysti c ' s  downtrodden attitude and sarcastic personality . 

Cana enrolled in a small monastery in Colorado to allow 
himself to more ful ly deve lop his talents . He wasn't  enthusiastic 
about it and merely saw it as the only real option available to 
him. It was at this  p lace of peace and learning that his fel low 
monks named him Cana "the B l ind" due to his constantly dark 
outlook on life and grim outlook on the future . He stayed at the 
monastery for seven years until he was asked to leave (another 
unavoidable fate in the eyes of the Seer) . He packed up his few 
belongings and headed south into the wilderness where he felt 
his destiny awaited . It was there that he learned of the new vam
pire threat in a most unpleasant manner. 

Cana had found lodging in a small farmhouse near the Rio 
Grande in what was once New Mexico. He was offering aid to 
the farmers there by predicting the best places to plant crops for 
the season and other information that he really didn't  know, but 

cou ld pass off as a genuine "prophecy" with the help of a l ittle  
showmansh ip. One night the town was raided by Xavier Stuart ' s  
vampire horde and the citizens taken as  l ivestock. Cana didn ' t  
res ist and s imply submitted himself to  h is  new masters .  When 
Xavier, sti l l  new to the vampire experience, found out that a hu
man had not resisted and seemingly had no fear of him, he in
sisted on meeting the individual . 
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Xavier learned of Cana's  skil ls and put them to the test. 
When the Grey Seer was able to discern a great deal about Xa
vier and even his past l ife simply by looking at him, the fledg
ling General told his new "slave" that he was to stay by his side 
and prophesy for him . Ever the pacifist, Cana agreed and 
chalked it up as yet another m isfortune associated with his  
"gifts ." 

Cana the Blind Stats 

Race :  Human.  

Alignment:  Miscreant. 

Attributes : LQ.  24, M.E .  1 7, M.A.  1 0, P . S .  8, P .P .  7, P .E .  1 0, 
P .B .  8, Spd 1 2 .  

Insanity : Insanely overconfident i n  h i s  own abi l ities. Cana wi l l  
never doubt that the conc lusions he draws wi l l  come true. 
This is not without reason , as it has been some time s ince he 
was wrong . However, he is  far from infallible . Obsession: 
Dark future ; for himself and others . He embraces darkness 
and misfortune as an inevitabi lity and never tries  to fmd joy 
in l ife or dodge a grim fate . 

Height: 5 feet, 8 inches ( 1 .73 m) . Weight: 1 4 0  lbs (63 kg) . 

Hit Points : 43 ; S.D.C. : 39 .  Age: 53 ,  but acts 8 3 .  

P.P. E. : 98 ;  I.S.P. : 7 1 .  

Experience Level:  9th level Grey Seer. 

Description : Cana is a short, scrawny, unimpressive figure with 
bad posture and a receding hair l ine.  His grey eyes are his 
only interesting feature, because they are so l ight that they al
most appear white . He carries himself with a sort of grudging 
reluctance in everything that he does, l ike an old mule work
ing just hard enough not to be swatted by its master' s  whip. 

Disposition : Cana is a pessimist and pacifist, constantly accept
ing every terrible event in his l ife as the fulfillment of his un
shakable destiny. He ' s  incredibly intel l igent and this ,  
combined with his paranormal powers , makes his predictions 
uncanny. He is a large part of Xavier' s strategy bui lding, 
though he does it from the sidelines with no credit given or 
asked. He doesn 't l ike Xavier - in fact he hates him.  Even so, 
Cana 's  strange nature will not allow him to confront his mas
ter openly, nor defy him in any way .  He is frai l beyond his 
years and aging very rapidly. These are the results of a l ife
time of complacence and hopelessness .  

Skil ls  of Note: 

O.C .C .  Skills :  Language: American (98%), Language: 
Dragonese/Elven (98%), L iteracy : American (98%), Mathe
matics : Bas ic (98%), Mathematics :  Advanced (98%), Lore : 
Demons & Monsters (85%), Lore : Magic (85%), Wilderness 
Surv ival (90%), and Land Navigation (88%). 

Science : Astrology (54%) and Astronomy & Navigation (95%). 

Technical : Language: Spanish (98%), Literacy : Dragonese/ 
Elven (95%), Literacy : Spanish (95%), and Philosophy (80%). 

Other Assorted O .C .C .  Related Skil l s :  Cook (75%), Barter 
(52%), and Brewing (40%/3 5%). 

Secondary Skill s :  Begging (64%), Dowsing (70%), Fasting 
(74%), Identify Plants & Fruit (65%), Sewing (65%) , and 
Preserve Food (40%). 

Weapon Proficiencies :  W.P .  B lunt. 

Special Abilities : Sense Supernatural Evil : Range : 390 feet 
( 1 1 9  m). 



Opening Oneself to the Supernatural :  Invis ibi l ity 
(98%); even if detected, the character is +8 to save versus 
psionic attack and +4 to save versus magic attacks whi le in a 
trance state . 

Sense Death : The Grey Seer can sense death and destruc
tion, which means he can te l l  if an individual has ever ki l led 
another being, whether they have the blood of one or more 
people on their hands, and if they enjoy ki l l ing. This abi l ity is 
especial ly adept at detecting the presence of the undead. 

Vampires can be detected out to 20 feet (6. 1 m); Zombies, 
Mummies, Ghouls ,  Banshees, and animated dead within 3 00 
feet (9 1 .4 m),  but their numbers or exact location cannot be 
pinpointed. No I . S .P .  cost. 

Sense Life :  The seer can sense l ife ,  birth, and creation. In 
particular, he can sense the presence of supernatural good 
within 300 feet (9 1 .4 m), but can not pinpoint their exact lo
cation or numbers . S imilarly, he can recognize great good in 
an individual through close contact. No I . S .P .  cost. 

See Future Possibilities : Cana, the Grey Seer, can look at 
a person and often see some vague hints of things to come. 
L ikewise, if a character is headed toward a confrontation, the 
Grey Seer will sense it, a lthough he is not l ikely to see the 
outcome. These Mystics can also see the positive in defeat 
and humil ity and time for contemplation in success .  No I . S .P .  
cost. 

Vulnerabil ities : Cana suffers combat penalties resulting from 
his low P .P .  and acceptance of a hopeless outcome. 

Psionics : Master psychic, requires a 10 to save vs psionics . 

Sens itive : C lairvoyance (4), Empathy (4), Mind Block (4) , 
Object Read (6), Presence Sense (4), Read Dimensional Por
tal (6), Remote Viewing ( 1 0) ,  See Aura (6), See the Invisible 
(4), Sense Magic (3) ,  S ixth Sense (2), Telepathy (4) and 
Psionic Inv isibil ity ( 1 0) .  

Magic Knowledge : Spe l l  Strength of 1 4 . 

Level One : G lobe of Dayl ight (2) . 

Level Two :  Befuddle (6), Cloak o f  Darkness (6), Fear (5), 
Life Source (2+), Magic Sh ield (6), Manipulate Objects (2+) . 

Level Three :  Armor of Ithan ( 1 0), Light Healing (6), Light 
Target (6), Wave of Frost (6). 

Level Four: Deflect ( 1 0) ,  Reflection (7), Weight of Duty 
( 1 0) .  

Level Five : Aura of Death ( 1 2) ,  Death Curse (Special), Hor
ror ( 1 0) ,  House of Glass ( 1 2), Instil l Knowledge ( 1 5) ,  Mend 
the Broken ( 1 0+), Mental B last ( 1 5) ,  Sustain ( 1 2) .  

Level Six: Tongues ( 1 2) .  

Level Eight: Oracle (3 0).  

Com bat Training:  None. 

Attacks Per Melee : 3, or 6 non-combat "actions ." 

Com bat Modifiers : +2 to initiative, -2 to strike, +2 to dodge, 
+ 1 to pull punch, - 1  to rol l  with punch/fall/impact, and +2 to 
disarm, + 1 0% to all skills (already included), +3 to save vs 
psionics, + 1 to save vs insanity, +2 to save vs possession, +3 
to save vs magic, and +3 to save vs Horror Factor. Automatic 
dodge. No automatic parry or special hand to hand attacks . 

Weapons of Note: None. Cana is not allowed to carry weapons, 
and doesn' t  really know how to use any anyway.  When 
forced into a combat situation, Cana rel ies on his magical and 
psionic powers . 
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Body Arm or: May wear body armor made of dinosaur hide or 
other natural material . Cana sometimes wears l ight TW ar
mor captured by the vampire forces if he is going to be in 
harm ' s  way,  but usually re lies on his  magic and psionics for 
protection. Being ful ly enclosed in armor, particularly that 
made of metal and high-tech materials, disrupts a spel l  
caster' s  abi l ities to channe l magic energy . 

Other Equ ipment : None of note. Cana has no real money or 
possessions , as he is the property of the Master Vampire . 

Vehicle: None. Often travels w ith Xavier and uses whatever 
transportation is necessary . 

Cybernetics: None.  Will  not get them except for medical rea
sons and then wil l  strive for B io-Systems . 

Xavier's Secondary Vampires 
All  of  Xavier' s Secondary Vampires have rough ly equivalent 

stats , with the various castes only differing in ski l l  selection . 
What fol lows are the average stats for Secondary Vampires in 
Xavier' s horde . Xavier ' s  Secondaries are perhaps sl ightly more 
experienced than their peers in other kingdoms .  H is most trusted 
m in ions and mil itary captains wi l l  often have h igher stats and 
greater experience than are l isted here . 

Stats for the Average Secondary Vam p ire 

Alignment: Miscreant or Diabol ic .  

Horror Factor: 12 

Attributes : I .Q .  12 ,  M.E .  16 ,  M.A .  1 6, P .S .  25  (Supernatural), 
P.P. 1 8 , P.E. 20 (supernatural), P .B .  1 1 , Spd. 20. 

Hit Points : 80 

P.P. E. : 30; I.S.P. : 1 00 .  

Average Level of Experience:  I D4+2 level Secondary Vam
pire .  

Disposition : Personalities vary greatly among vampires, but 
most Secondary Vampires can be characterized as cruel ,  ma
nipulative, and evi l .  Xavier' s  m i litary vampires are equally 
loyal and enthusiastic, and seek to please their master and 
general, as well as those vampires who he has installed as the 
officers and leaders of the horde.  The average Secondary 
Vampire loathes his wild brethren and constantly derides and 
mistreats them. 

Skills of Note: Skil l level varies w ith the experience of the per
son when they were turned, but average is  4th level of experi
ence . The Secondary Vampire retains 1 0  ski l ls that were 
among the most important to the character before becom ing a 
vampire . These are most often O .C .C .  Skil ls or favorite Sec
ondary Ski l ls ,  and are taken without any O .C .C .  bonuses .  In 

Xavier ' s  vampire army, ski l ls  tend to stay fairly consistent in 
each vampire "caste" as discussed above. In addition to l isted 
skil l s ,  most vampires speak both American and Spanish 
(65%) and 25% are l iterate in at least one language . 

Typical ski l ls  of the average Secondary Vampire include: 
Pilot :  Automobile (66%) or Pi lot :  Hover Craft (Ground, 
65%), one Modem and one Ancient Weapon Proficiency , and 
seven additional ski l ls  at the level of experience attained be
fore he or she was reborn as a vampire . They wi l l  also usu
ally have M il itary Etiquette (3 5%) and Radio :  Basic (45%), 
both frozen at first level of experience. Note: See the previ-



ous descriptions for typical ski l l s  of the various caste vam
pires .  

Special Abilities : Limited metamorphosis into a wolf, bat, or 
mist, super-regeneration (2D6 Hit Points per melee and can 
regrow new l imbs and body parts) ,  l imited invulnerabi l ity,  
sme l l  blood a mi le  ( 1 .6 km) away, nightvision 1 ,600 feet 
(488  m), does not breathe, summon rodents, and summon ca
nines .  See Rifts® World Book 1 :  Vampire KingdomsTM 

for more detai ls .  

Psionics : Alter Aura (2) ,  Empathy (4), Mind B lock (2) ,  Pres
ence Sense (4), Hypnotic Suggestion (6), Super Hypnotic 
Suggestion (20) . Considered a major psionic and requires a 
1 2  to save vs psionics. Each ps ionic action counts as two 
hand to hand attacks. 

Magic Knowledge : None for the average vampire. Vampires 
who were mages in their former l ife keep half of any spel l  
magic they may have possessed at  the t ime of their conver
sion. 

Com bat Training: Supernatural and instinctive . 

Attacks Per Melee : 5 or 6 .  

Com bat Bonuses (Humanoid) : +2 to  initiative, +2 to  strike, 
parry, and dodge, + 10 to damage, +3 to save vs Horror Fac
tor, +3 to save vs magic, and +3 to save vs mind control .  

Com bat Bonuses (Wolf): The wolf form i s  the preferred choice 
combat form for the average Secondary Vampires when not 
wearing armor or equipped with weapons,  particularly when 
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going into battle alongside Wild Vampires. Other forms are 
used for stealth or infiltration. Run at a speed of 58 ,  leap 20 
feet (6. 1 m)  across and 6 feet ( 1 . 8  m) h igh. Add one attack 
per melee round, +3 to initiative, +2 to strike, + 1 to parry, 
and +4 to dodge. B ite does 5D6 S .D .C .  damage. Combat bo
nuses are in addition to those l isted above for the humanoid 
form . 

Other Com bat Info :  Kill ing B ite 2D6 M.D . ,  Restrained Punch 
3D6+ 1 0  S .D .C . ,  Full  Strength Punch 2D6 M .D. ,  Power 
Punch (counts as two attacks) 4D6 M.D.  

Xavier's  Average 
Wild Vampires 

Wild Vampires are rare ly included in the Fort Tombstone 
kingdom. A few act as servants for h igh-ranking Secondary 
Vampires, but all  other Wild Vampires are either banished from 
the kingdom or staked. Banished vampires are sent out into the 
wilds of the New West to cause problems for the vampire hunt-

ers of the region, as wel l  as keeping the peasants and farmers of 
the region in check and fearful .  

Around 250-300 Wi ld  Vampires are always kept staked by 
Xavier, placed in suspended animation in the first moments after 
their rebirth . The Wild Vampires are seen as a waste of l imited 
resources and are too difficult to control ,  but are held in stasi s  



unti l they are needed for use as shock troops during mi l itary op
erations .  Wild Vampires are unstaked and sent headlong into the 
waiting guns of vampire hunters and common v i llagers al ike to 
soften the l ines and cause panic.  The mass ive loss of Wild Vam
pire l ife is never mourned by Xavier or  h is  Secondary Vampires .  

Wild Vam pire Qu ick Stats 

Alignment : Miscreant or Diabol ic .  

Horror Factor: 12  

Attributes : I .Q .  8 ,  M .E .  1 3 ,  M.A.  9, P .S .  25  (Supernatural), P .P .  
1 8 , P .E .  20 (Supernatural), P .B .  5 ,  Spd 25 . 

P.P.E . :  20; I.S.P . :  30 .  

Hit  Points : 50,  regenerates 2D6 per melee round and can fight 
unti l -20 Hit Points . 

Experience Level:  1 st level Wild Vampire. 

Disposition : Wild Vampires are brutish, animalistic creatures 
who enjoy nothing more than caus ing torment and pain . The 
few Wild Vampires in the Fort Tombstone kingdom are j it
tery and restrained, since they greatly fear their Secondary 
Vampire masters . 

Skills of Note: Language : American (55%), Language: Spanish 
(55%), Prowl (50%, 65% in wolf form) ,  W.P .  B lunt, W.P.  
Knife, and possibly a Modem Weapon Proficiency and/or a 
bas ic Pi loting ski l l .  Wild Vampires retain only the most basic 
ski l l s  from their former l ives. 

Special Abilities: Limited metamorphosis into a wolf, bat, or 
mist, super-regeneration (2D6 Hit Points per melee and can 
regrow new limbs and body parts), l imited invulnerabi lity, 
sme l l  blood a mile ( 1 . 6  km) away, nightvision 1 ,600 feet 
(488 m), does not breathe, summon rodents, and summon ca
nines .  See Rifts® World Book 1 :  Vam pire KingdomsTM 

for more detai ls .  

Psionics : Alter Aura (2), Empathy (4), Mind B lock (2), Pres
ence Sense (4), Hypnotic Suggestion (6), Super Hypnotic 
Suggestion (20). Considered a m inor psionic and requires a 
1 2  to save vs psionics. Each ps ionic action counts as two 
hand to hand attacks .  

Magic Knowledge : None . Any magic knowledge possessed be-
fore conversion is lost to the Wild Vampire . 

Com bat Training: Supernatural and instinctive. 

Attacks Per Melee : 5 

Com bat Bonuses (Humanoid): +2 to initiative, +2 to strike, 
parry, and dodge, + 10 to damage, +2 to save vs Horror Fac
tor, +3 to save vs magic, and + 1 to save vs m ind control .  

Com bat Bonuses (Wolf): The wolf form is  the preferred com
bat form for the average Wild Vampires .  Other forms are 
used for stealth or infiltration. Run at a speed of 58 ,  leap 20 
feet (6. 1 m) across and 6 feet ( l . 8  m) h igh . Add one attack 
per melee round, +3 to in itiative , +2 to strike, + 1 to parry, 
and +4 to dodge. B ite does 5D6 S .D .C .  damage . Combat bo
nuses are in addition to those l isted above for the humanoid 
form . 

Other Com bat Info :  Kil l ing B ite 2D6 M.D . ,  Restrained Punch 
4D6+ 10 S .D .C . ,  Ful l  Strength Punch I D6 M .D. ,  Power 
Punch (counts as two attacks) 3D6 M.D.  
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Important Story Note 
Although Xavier Stuart is convinced he is destined to take 

over the continent, that confidence is  unfounded. The fact that 
the pragmatic and grim Cana believes his fate is tied to Xavier' s 
and that he sees a great battle, does not mean that Xavier' s  p lans 
for conquest are a lock. Indeed, the heroes and warriors of 
Arzno are much more formidable than Xavier imagines.  Fur
thermore, the Lyn-Srial and E VERY hero, vampire hunter and 
Cyber-Knight in the New West wi l l  ral ly behind Arzno, and 
once they do, all bets are off. That ' s  why Cana has informed 
Xavier that he must defeat and conquer Arzno in three days or 
less . Failure to crush Arzno in a matter of days i s  all it wi l l  take 
to put Xavier and his  army from the offensive to the defensive, 
and every day after that, the vampires and their minions wi l l  
weaken and their numbers dwindle .  

Xavier has  already made his first tactical error, the decis ion 
to attack Arzno b litzkrieg style, without warning and using 
modem weapons .  A lthough Arzno ' s  defenders will be caught 
off guard, they wi l l  adapt much more quickly than Xavier could 
ever dream. Arzno wi l l  not fal l  that first night, and they wil l  
fight like men possessed the second night. Like the defenders of  
the A lamo in a different time and p lace, the heroes of  Arzno wi l l  
immediately recognize the threat and fight to  the last man .  
Whether they fal l  l ike the A lamo,  o r  triumph i s  all that remains 
to be seen. 

It must also be noted that if Master Vampire Xavier Stuart is 
taken out of the equation - captured, staked or ki l led - his army 
and al l  of h is  strategies wi l l  crumble in a matter of hours . At the 
first sign that they are losing, half the vampires wi l l  splinter and 
flee, the rest fight to the bitter end, but discarding technology 
and reverting to the instinctive predatory ways, insuring their in
evitable defeat. 

If Xavier' s army is crushed, but he escapes (he is not one to 
fight to the death), he wi l l  mope for a year or so before formu
lating a plan for revenge. Unable to accept defeat, he wi l l  be
come obsessed with destroying Arzno over any plan to conquer 
the Southwest. 

Ultimately, a great deal rests on the fate of Xavier Stuart and 
the fighting spirit of the men and women of Arzno. 





The Blood Cult 
When build ing his army, Xavier discovered a need for human 

aid beyond what could be accomplished by m ind slaves and 
forced cooperation by an ens laved or extorted populace. He 
needed a handful of mortals  who were wi l l ing participants . The 
answer was the introduction of the B lood Priest created by the 
Vampire Intell igence Xavier served. 

Vampire Intel l igences possess godlike power, and the horrid 
th ing unleashed its essence to find a person (much l ike Xavier) 
wi l l ing to serve it and its Vampire General with b l ind loyalty 
and devotion. That disciple appeared in the form of Suthue the 

Blood Priest, an evil D-Bee (or even some kind of a sub
demon) from an unknown dimens ion. 

Xavier and Suthue rarely interact directly, and though the 
Blood Priest is more powerful ,  he is  clearly subservient to the 
Master Vampire . In fact, Suthue has the ambition to become a 
second Master Vampire in the Fort Tombstone k ingdom once it 
grows to a s ize that warrants one . To thi s  purpose, he i s  careful 
not to anger either the Intel l igence or the Vampire General , and 
is eager to pursue building and leading the B lood Cult. His ef
forts have already yielded him a fanatical fol lowing of some 500 
mortals throughout Arizona, New Mexico, and the Pecos Em
pire . Three hundred are based out of his main camp in the ruins 
of Whetstone, north of Fort Tombstone .  The rest wander across 
the Southwest in ones and twos in search of new acolytes and 
information to support the war effort. 

The Blood Cultists 
Blood Cultists are drawn to the B lood Priest for a number of 

reasons . Like any time of Earth ' s  history, there are disenfran
chised and outcast members of society looking to belong some
where. On Rifts Earth, many of these are human mutants and 
D-Bees who are s imply trying to surv ive in an inhospitable 
world.  Some mortals join the cult with the hope of becoming an 
immortal vampire immune from pain and death . Others are sim
ply evil or insane and seeking power, revenge or to belong to an 
organization that ' s  important. Others seek peace and purpose in 
an organization that promotes enslaving humankind, war, con
quest and undeath . Al l  cling to the prom ise of being important 
and powerful in the new world order that High Father Suthue 
and Xavier Stuart promise . 

The cultists worsh ip Xavier as a god, though few have ever 
actually seen him. He commands them from afar through the 
edicts of the Blood Priest, High Father Suthue, and they obey . In 
fact, they see all undead as divine and superior beings destined 
to shepherd humanity into a new age of tranqui l ity and purpose 
under their yolk. Thus , they grove l at the feet of Wild Vampires,  
and pray that they wil l  win the favor of the Master or a Second
ary Vampire to give them the gift of immortality through 
undeath . For the cultists, H igh Father Suthue is a holy figure to 
be revered, trusted and obeyed in all matters without question. 

Cult activities 
These unceasingly loyal m iscreants are used in a number of 

capacities .  
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Daytime activities of the cult include protection of vampires 
stationed away from Fort Tombstone throughout the New West. 
While most of General Xavier Stuart ' s  undead soldiers are lo
cated in and around his headquarters in southern Arizona, he has 
agents located at numerous locat ions across the countryside to 
collect inte l ligence and subvert the people of the region . For 
those vampires who travel  many days to carry out miss ions for 
Xavier, the cultists function as a support network providing safe 
havens to s leep, information, cover stories  and al ibis, protection , 
and blood for feeding. Other day light operations include carry
ing out acts of sabotage and banditry, reconnaissance, and gen
eral mayhem throughout the region in support of the vampires . 
Cultists can do day light scouting and intel ligence, attack vam
pire hunters, raid homesteads, attack and rob travelers (or inter
act with them to get information), bushwhack Arzno patrol s ,  
track down runaway s laves,  cause unrest in vi l lages and towns 
s imply by spreading rumors or taking more direct action l ike the 
framing, blackm ai l ing and assassination of religious or pol itical 
leaders, and similar. A network of wil l ing and enthusiastic hu
manoid minions is essential to thi s  sort of activity, and the cult
ists are only too wi l l ing to oblige. 

Finally, the members of the Blood Cult act as a P .P .E .  re
serve - living batteries of mystic energy - they wi l l ingly offer to 
High Father Suthue and other spell casters in Xavier' s new 
kingdom . Cult members can give 1 00% of their P .P .E .  to be 
used in ritual spel l  magic .  This includes the B lood Priest' s 
unique powers as wel l  as actual spell casting and rituals, and i s  
often exploited to  cast the costly B lood Rift spel l .  The cult also 
gives Suthue access to a great number of eager, brainwashed 
fools for blood sacrifices. 

Cult organization 
The B lood Cult is  organized s imply and efficiently, which is 

easy due to its relatively small size. At the top is Xavier ' s  B lood 
Priest, Suthue. He answers to General Xavier Stuart and the 
Vampire Intel l igence, but has direct control over all members of 
the B lood Cult and its operations .  

A number of other lesser B lood Priests are used to help keep 
the cult members in l ine and control cells of the cult that are 
spread across the territory, as wel l  as lead in the absence of  
Suthue. There are never less  than s ix  B lood Priests and never 
more than 1 5  at any given time . Their areas of professional 
study differ, but they are usually Necromancers , dark Ley Line 
Walkers , or other practitioners of magic . Secondary Vampires 
are sometimes ass igned to the level  of "priest" within the cult 
when a cell is in need of some more direct supervision by Xa
vier, but these undead lords rare ly answer to the lowly mortal 
B lood Priest and act more independently than others are allowed 
to get away with . 

Cult members make up the general body of the group, and 
they hold no special privi lege or authority over each other in any 
way .  They are almost always ignorant and weak, the disenfran
chised and helpless .  The cultists never rise to higher positions 

with in the cult, but remain wi l l ing servants dedicated to their 
vampire masters and accepting of any abuse by their superiors . 
Despite this sad fact, brown nosing and one-upm�ship am�n� 
the cultists is high ly encouraged by the leadershIp, even If It 
yields no real results. Membership does give the cultists a cer-



tain sense of security, purpose and belonging, and cult members 
are not usually abandoned by the ir fel low cultists or their vam
pire masters. They can always count on other members of their 
brotherhood to help and for the ir vampire masters to extract 
bloody revenge upon those who may persecute them . Such 
things can be hard to find in the cold world of Rifts Earth, and 
are enough reason to get many to l iteral ly, s ign away the ir l ife in 
the service of the undead. 

The Blood Priest 

Servant of the Vam pire Intelligence 
Of a l l  of  the creatures to  come through any Rift on Earth, 

perhaps none is as fearsome or terrible as the B lood Priest. Not 
because they look hideous or murder people for food and plea
sure , but because they are wi l l ing servants to the most vile of 
any of the enemies of mankind: the Vampire Inte l ligence . 

B lood Priests can be human, but are usual ly monstrous- look
ing D-Bees and sub-demons, or violently insane and evil men 
and women. Whoever the creature , he gives his soul to the intel
l igence in exchange for awesome power and eternal damnation. 

In game terms, the character is basically a Witch who has en
tered into a pact with a powerful Vampire Intel l igence. Due to 
the unique nature of the vampire, the pact and resulting gifts are 
different than the traditional Witch. The powers bestowed mimic 
the abil ities, powers, and weaknesses of the empowering Vam
pire Intel l igence. 

Functions of the Blood Priest 
The Blood Priest has several advantages that make him more 

useful to the Intel l igence than a regular vampire . For one, he can 
be created while the Intel l igence is trapped in another dimension 
and used to either prepare the way for h i s  coming or take ven
geance on those who last expe lled him from that particular 
realm. The Priest is used in establ ishing a cult to worship the In
tel l igence and his vampire minions, a vital part of establ ishing a 
foothold in any world. In fact, the cult can manipulate and influ
ence local culture to bend it to evil ways . This  creates loyal and 
even fanatical servants without the Vampire Intell igence or h is  
undead min ions having to control people directly . 

Why become a Blood Priest? 
Throughout time there has  existed the des ire by humans and 

other creatures in the Megaverse for supreme power. Being a 
B lood Priest ensures just that. Hundreds, maybe thousands of 
cult members bow ing to your commands, you are given super
natural abi l ities, wield magic and serve a greater purpose. Ba
sical ly, it al l  comes down to the des ire for power and authority . 
By entering into the pact with the Vampire Intel l igence, the 
Blood Priest gains a unique Gift of Union with the monster. 

The Gift of Union 
The Pact. Vampire Intel l igences are different from most su

pernatural beings in the fact that their existence and livelihood 
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stems from creating minions and establishing holds in other di
mensions through the creation of vampires and worshipers . As a 
result, the only requ irement to become a B lood Priest is a pact 
of lifelong servitude and loyalty. Fai lure or breach of this  one 
requirement means death for the B lood Priest, but only after a 
long period of pain and suffering . Chances are that the Demon 
Fam il iar or a horde of vampires would k i l l  the priest if he were 
to go rogue and forsake his master. 

After years of faithful servitude, the B lood Priest is often a 
candidate to become a Master Vampire (assuming the priest i s  
humanoid and meets the requirements for such a transforma
tion) .  This  appeals to most Blood Priests ,  and, in fact, it is the 
ultimate dream for most. 

(Note : A Blood Priest does not get a famil iar and does not 
bear the Devi l ' s  Mark from his pact, but he does have the eyes 
that glow red when he performs magic and drinks blood.) 

After the union with the Vampire Intel ligence, the entire per
spective of the new B lood Priest is changed. He or she becomes 
confident, bold, and mentally strong. The character fmds he is 
an excellent plarmer/schemer and imbued with a new-found pa
tience and cunning ; al l  virtues of his new master. An alignment 
change is immediate, and the new code of ethics and morals be
comes that of the Vampire Intel l igence, which is usually Dia

bolic, and always evi l .  The B lood Priest feels superior to 
ordinary mortals, but inferior to Master Vampires and ancient 
Secondaries .  The dark priest feels  a kinship and equal ity with 
young Secondary Vampires, though not many of them return his 
sentiment. 

The B lood Priest ' s  physical appearance does not change with 
the union. They do not grow fangs with which to feed, nor can 
they tum into a bat or wolf, but they carry themselves with a 
strong and dominant presence. The most noticeable feature of 
the B lood Priest, which sometimes gets people to mistake them 
for vampires ,  is that their eyes glow blood red when us ing their 
natural abi l ities. 

The Abilities of the Blood Priest 
From the union w ith the Vampire Intel l igence, the priest 

gains all of the fol lowing abi l ities : 

1 .  Vampirism. The B lood Priest must consume the blood of 
mortal humanoids to satisfy his  inhuman master; a minimum of 
two pints per week. This  blood feeds on ly the inner essence of  
the Vampire Inte l l igence that dwells inside the B lood Priest, so  
the priest must sti l l  eat and drink to nourish himself as  usual .  
The individual does not grow fangs, so he must drink b lood by 
some other means .  Humanoid blood must be used;  animal blood 
can not be substituted. Denying the Vampire Intel l igence ' s  es
sence its nourishment carries the same penalties as starvation for 
a true vampire, but takes twice as long to set in. 

Through this  vampirism, the B lood Priest enj oys bonuses 
when conducting ritual sacrifices . The P .P .E .  taken from a hu
man sacrifice is not just doubled with the victim ' s  death, but 
also doubled again if the blood from the sacrifice is consumed 

by the Blood Priest (increased by a total of four times ! ) .  At least 
a pint of blood must be consumed to achieve this  effect. 

2. Mega-Damage. The Blood Priest becomes a Mega-Dam
age being with 3 D6x l O  M.D.C . I f  the priest was already a 



Mega-Damage being prior to the pact, s imply add 3 D6x l 0  to the 
total . (On S .D.C .  worlds, the B lood Priest has a Natural A.R. of 
1 4 , and gets 2D4x l O  S .D .C . and 4D6+ 1 2  Hit Points . )  

3. Dam age Resistance. All  Mega-Damage weapons such as 
lasers, plasma, rai l  guns, m issi les,  Vibro-Blades, etc . ,  inflict half 

damage to the B lood Priest. Mega-Damage magic, magic weap
ons and psionic attacks do normal damage. 

4. Vulnerabilities . S imple weapons made of s i lver or wood 
do their normal S .D .C .  damage in M.D . ,  so a I D6 S .D .C .  dam
age si lver knife does 1 D6 M.D . ,  while a 2D6 S .D .C .  damage 
wooden arrow does 2D6 M .D . ,  and so on.  

The priest can function in direct sunlight, but is - 1  attack per 
melee, -2 on all combat rol ls  and saving throws, - 1 0% on al l  
ski l ls ,  and M.D.C.  points are reduced by 25% in the l ight of day . 
He much prefers to sleep during the day, or if he must be up, 
stay indoors out of the l ight where his bonuses are ful l .  

Water, holy water, the cross, garlic, and wolfsbane do no 

damage, but the Blood Priest is wary and fearful of them, giving 
them a Horror Factor of I I . Provided the H .F .  ro l l  is beaten, the 
priest can freely move over flowing rivers, c ircles of garlic, and 
other barriers that hold back vampires .  

5. Supernatural Strength and Endurance. Strength and en
durance are made supernatural, and the character can damage 
vampires and other supernatural creatures in hand-to-hand com
bat. 

6. Evil Presence. The B lood Priest radiates evil  and demon ic 
power that is intimidating and even horrifying. Add a bonus of 
1 04+ I to M.A.  attribute . When the Blood Priest ' s  eyes glow 
with the use of his powers, or when drinking blood, he has a 
Horror Factor of 1 2 .  

7 .  Long Life. The B lood Priest wi l l  l ive 1 D4+ I times his 
race ' s  normal life expectancy, and age slowly. 

Magic Powers and Abilities 

1 . Existing Spel l  Knowledge. Unlike Witches, the B lood 
Priest does not gain any of the magical abi l ities of the Vampire 
Inte ll igence, but ful ly retains any spell knowledge that may have 
existed prior to the pact, provided it was not granted by another 
supernatural source ( l ike a Priest ' s  relationship with a god, or a 
Warlock ' s  with an element). The B lood Priest keeps al l knowl
edge he had of magic, frozen at the level when the being became 
a Blood Priest, plus has ful l  knowledge of blood sacrifices, ritu
als, tapping ley lines and others for P .P .E . ,  as well  as methods of 
med itation and rest for recovering one ' s  own P .P .E .  

He also gains the unique abi l ities that fol low .  

2 .  Commune with Vampire Intel ligence. 

Range : Indefinite, even across dimensions .  

Duration: One hour of preparation gives five m inutes of direct 
commun ication per level of experience. 

Saving Throw: Not appl icable .  

P .P .E . :  25 

When the priest needs to contact the Vampire Intel l igence, he 
spil ls an ounce of his own blood during a ceremony which re
quires an hour to complete. At that point, a l ine of communica
tion is established for five minutes per level of the B lood Priest. 
Note:  The Vampire Intel l igence, on the other hand, may contact 
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his priest at any point (at no P .P .E .  cost to the character) to issue 
new commands or to ask questions .  

3. Blood Rift. 

Range : A Rift may be created up to 1 00 feet (30 .5  m) away 
from the spell caster, though it must be over a blood pool and on 
a ley l ine nexus . 

Duration: One minute per level of the priest. R itual takes one 
hour of preparation . 

Saving Throw : Not appl icable .  

P .P.E . :  500 

By spi l l ing a gallon of fresh blood on a nexus, the priest can 
open a Rift to any dimension with which the Vampire Intel l i
gence is  fami liar. This is  often used to bring in the Intell igence ' s  
minions from other dimensions or for the B lood Priest to dimen
s ion hop to , and from, des ired locations. Standard rules for ran
dom encounters with open Rifts apply . 

4. Blood Sight. 

Range : Indefinite, even cross-dimensional . 

Duration: One minute, maximum five minutes. 

Saving Throw: Not applicable .  

P .P.E . :  30  P .P .E .  per m inute, maximum five minutes. 

By peering into a pool of fresh blood, the priest can see other 
people or far-off places, much l ike a crystal ball .  The B lood 
Priest or the one who spi lled the blood must be very fami l iar 
with the place or person being viewed. It takes roughly a pint of 
blood to create the pool .  The ritual requires 30 P .P .E .  per minute 
of viewing with a max imum of five minutes before the blood 
spoi ls and the view is lost. The blood must be from a live victim 
or donor. 

5. P.P.E. Add 2D6x l O  to the B lood Priest ' s P .P .E .  If the 
priest was not a spel l  caster prior to his pact, use this value plus 
the B lood Priest ' s  P.E. attribute as the P .P .E .  base. This P .P .E .  
belongs to  the Vampire Inte l l igence more than the priest, and 
may be granted or withhe ld as the monstrous entity deems fit. 
The character gains an additional I D4 P .P .E .  per level of experi
ence . 

6. Spell Knowledge. The priest may not learn new spells 
through any means other than as noted above . The character can 
use Techno-Wizardry devices and recognize runes and wards , 
but he cannot decipher them. 

7. Psionic Abilities. If the Blood Priest had psionic abi l ities 
prior to the pact, they are lost, destroyed by the invasion of the 
Vampire Intel ligence ' s  powerful essence fragment. 

8. Other Bonuses. Impervious to possession and mind con
trol ,  +4 to save vs Horror Factor at level one, plus an additional 
+ 1 to save at levels 4, 9 & 1 5 ,  +2 to save vs magic, + 1 to save vs 
psionic attacks, and + 1 to Perception Rol ls  at levels I ,  3, 6 & 
I I . 

Blood Priest O.C.C.  
NPC Villa in ;  not suggested as a player character 

Racial Requirem ents : Any sentient, mortal being - human, 
mutant or D-Bee - can become a B lood Priest, though most 
are at least humanoid. The priest is usually recruited by the 
Vampire Intel l igence from across the Megaverse and, in 
some cases , transported to the chosen world via the B lood 



Rift. Note: Creatures of magic, vampires and supernatural 
beings (except for sub-demons) cannot become a B lood 
Priest. 

Attribute Requirements : None.  All one needs to become a 
Blood Priest is a desire for power, the wi l l ingness to submit 
one ' s  l ife to the service of the Vampire Inte l l igence and the 
Inte l l igence ' s  acceptance of the individual (and the subse
quent pact and empowerment). 

Alignment Limitation : Upon convers ion to a B lood Priest, the 
character takes on the al ignment of the Vampire Inte l l igence, 
almost always Diabolic .  

D.C.C. Skills : These ski l ls  replace any the character may have 
had . 

Language : Native Tongue at 98%. 

Language : Other: Two of choice (+ 1 5%) .  

Literacy : Native Language (+20%) 

Literacy : Other: One of choice (+ 1 0%). 

Astronomy & Navigation (+ 1 0%) 

Mathematics : Basic (+ 1 0%) 

Lore : Demons & Monsters (+20%) 

Lore : One of choice (+ 1 5%). 

Horsemanship: General or H orsemanship: Exotic Animals or 
one Pilot skil l  of choic� except for mil itary vehicles; pick 
one (+5%). 

W.P .  Knife 

W.P . :  One of choice (any). 

Hand to Hand : Basic ;  can be changed to Hand to Hand : Ex
pert at the cost of one O .C .C .  Re lated Ski l l ,  or Assassin for 
the cost of two. 

D.C.C. Related Skills : Select six other ski l ls  at level one, plus 
one additional ski l l  at leve ls 4, 7 ,  1 1 , and 1 5 . A l l  new skil ls 
start at leve l one proficiency. 

Communications :  Any (+ 1 0%) . 

Cowboy : None. 

Domestic : Any (+5%). 

Electrical : None . 

Espionage: Escape Artist (+5), Inte l l igence (+5%), Interroga
tion , Undercover Ops (+ 1 0%), and Wi lderness Survival 
(+ 1 0%) only. 

Horsemanship: None, other than above . 

Mechanica l :  None . 

Medical : Brewing: Medicinal, First A id, and Hol istic Medi
cine only (+ 1 0%). 

Mil itary : None. 

Phys ical : Any, except Acrobatics , Boxing, Gymnastics , and 
Wrestling. 

Pilot: Any (+5%), except Robots and Power Armor, and mi l i
tary vehicles .  

Pilot Related :  None .  

Rogue:  Any (+5%), except Computer Hacking and Safe
cracking. 

Science: Any . 

Technical : Any (+ 1 0%) . 

W.P . :  Any . 

Wilderness : Any (but + 1 0% on Land Navigation and Wilder
ness Survival only) . 1 44 

Secondary Skills :  Four ski l l s  from the Secondary Skills List 
found on page 300 of Rifts® Ultimate Edition, plus one addi
tional at levels 3, 6, 1 0, and 14 .  These are additional areas of 
knowledge that do not get any bonuses, other than any possi
ble bonus for having a high I .Q. All Secondary Skills start at 
the base ski l l  leve l .  

Equ ipment:  Hooded robe or  cape, one weapon and I D4+ 1 
E-C l ips for each W.P .  ski l l ,  scalpel ( I D4 S .D .C .  damage), 
ceremonial dagger ( I D6 S .D .C .) ,  I D6+ 1 pint-s ized jars , I D6 
vials ,  4D6 pairs of surgical gloves, notebook, I D4+ 1 pens or 
markers, I D4 medium-sized sacks, backpack or satchel ,  
horse or basic vehicle to match Pi loting/Horsemanship ski l l ,  
and personal items .  Other essentials wil l  be provided by the 
vampires the priest serves as his m ission requires .  

Money: Once the Vampire Inte l ligence has enough power to 
come to Rifts Earth the B lood Priest wi l l  l ive l ike a king with 
all of the wealth he can imagine. Unti l  then, he sacrifices ev
erything in the duty of his  master. Starts with 2D6x 1 000 
credits or whatever a specific character might have already 
owned, great or l itt le .  

Cybernetics :  A B lood Priest could have had m inor cybernetic 
or bionic systems prior to the pact, but no bion ics or cyber
netics after becoming a priest. B io-Systems may be consid
ered as an a lternative if the priest is  in especially good graces 
with the Intel l igence. 

Experience Table : 

1 0,000 - 2 ,080 

2 2,08 1 - 4 , 1 60 

3 4, 1 6 1 - 8 ,800 

4 8 , 80 1 - 1 8,000 

5 1 8 ,00 1 - 33 ,000 

6 33 ,00 1 - 48 ,000 

7 48,00 1 - 65 ,000 

8 65,00 1 - 90,000 

9 90,00 1 - 120,000 

10 1 20,00 1 - 1 50,000 

1 1  1 50,00 1 - 200,000 

1 2 200,00 1 - 250,000 

1 3 250,00 1 - 300,000 

1 4 3 00,00 1 - 400,000 

1 5 400,00 1 - 500,000 



High Father Suthue 
Blood Priest of the Tombstone Kingdom 

The Vampire Inte l l igence that is trying to carve out its fledg
ling kingdom at Fort Tombstone is an ancient and powerful 
creature and master of b i l l ions of subj ects across many dimen
sions.  For the last century, one servant from among this host has 
served him better than any other, High F ather Suthue . This dark 
being has served with distinction on three worlds, the latest of 
which is Rifts Earth. In every case, he has proven himself an 
able leader and manipulator of lesser beings . 

High Father Suthue has found Earth to be challenging, and is 
beginn ing to understand why it has proven so difficult for vam
pires to conquer over the ages .  The humans native to the dimen
s ion are stubborn, proud, and difficult to bring into submission . 
On the other hand, these same traits, once controlled and chan
neled, can tum an average human into a fanatical servant of the 
vampires and the Blood Cult. Through great difficulty he has 
managed to gather a small but devoted cu lt to he lp Xavier in h is  
conquests . 

High Father Suthue is a monstrous D-Bee, whose demonic 
appearance has led many to speculate that he is  actually a sub
demon unknown on Earth . He has a crown of horns and tough, 
leathery, dark grey skin. Horns also protrude from his jaw, he 
has black eyes that seem to be made of glass ,  and his  mouth is  
ful l  of jagged, broken fangs. With his mass ive frame and awe
some presence, he is truly a terror to beho ld. 

The High Father' s past is a mystery to al l  but h imself. He is 
from another world where the magic that courses through the 
veins of the planet is potent, although only half that as currently 
found on Rifts Earth . There is no technology to speak of, and 
there he ru led a vast kingdom as a ruthless tyrant and was held 
up as a dark god by his subjects , and yet stil l  he craved more . It 
was th is hunger for power and talent for manipu lation and con
trol that brought Suthue to the Inte l ligence ' s  attention. He was 
taken from that world after his pact was sealed, to serve as Su
preme Blood Priest - the High Father. This means subjugating 
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world after world in the name of his evil  master. S ince his first 
assignment, he has learned a l ittl e  bit about advanced technol
ogy, but sti l l  finds it deplorable and inferior to the mystic arts . 
With three worlds already fal len to h im and his master' s  undead 
legions, he has been sent to Rifts Earth to try and faci l itate h is  
master' s domination over this des irable realm.  

H igh Father Suthue is total ly unique among the diverse races 
that inhabit Rifts Earth. He never speaks of his home world or 
dimension, saying only that he serves his master in the here and 
now and has no time or concern for his  past. He has been in the 
service of the Vampire Intel l igence for more than 1 50 years and 
seems to be experiencing the first signs of age . A l l  B lood Priests 
age more s lowly than is normal for their race, but since nobody 
knows how old he was when he made h i s  pact or what the nor
mal l ife expectancy is for his race, it is d ifficult to determine h is  
age or predict how long he has to l ive .  The evi l  H igh Father 
Suthue goes to great lengths to conceal any s igns of weakness , 
but they are becom ing noticeable to the discerning eye.  This de
lights the many Secondary Vampires who view al l  B lood Priests 
as inferior "wannabes" and therefore take great joy in pointing 
out the shortcomings of mortal l ife .  

In truth, Suthue ' s  m ind is  sti l l  sharp, and h i s  capacity for evil 
greater than ever, but his  physical stamina and strength are grad
ually fading. This  is quite a b low to the dark priest after having 
been so powerful for so long. Suthue fears being written off and 
his position usurped by a younger and more capable B lood 
Priest. More than anything, he fears being turned into just an
other Secondary or Wild vampire in the horde . His goal has al
ways been to be a worlds conquering Master Vampire, and the 
Vampire Intel ligence has promised him that reward when he 
helps conquer what was once the American and Canadian Em
pires for Xavier Stuart (setting in motion the conquest of the en
t ire planet) . So it is that he continues to serve the Vampire 
Inte l l igence with greater fervor than ever, hoping to, at last, 
achieve immortal ity as a Master of the l iv ing dead. 

Lord Suthue Stats 

Real Name:  Unknown. 

Race :  Unknown. 

Alignment:  Diabol ic .  

Horror Factor: 1 3  

Attributes : I .Q .  1 2 ,  M.E .  1 0, M.A .  25 ,  P .S .  20 (Supernatural), 
P.P. 8 ,  P .E .  20 (Supernatural), P .B . 5 ,  Spd 1 1 . While physical 
attributes are sti l l  impressive by human standards, the power
ful creature is not as mighty as he once was . Attributes wil l  
continue to s lide, particularly P.P .  and Spd. His P .S .  and P .E .  
are bolstered by L ord Suthue' s  supernatural nature, but  it ' s  
only a matter o f  time before they begin t o  decl ine as wel l .  

Height: 6 feet, 10  inches (2  m) .  Weight: 380  Ibs ( 1 7 1  kg) .  

Age : 278,  and is  unl ikely to  l ive past the age of 3 00 .  

Hit Points & S.D.C . :  Not applicable. 

M.D.C. : 1 1 0 .  

P.P.E . :  340; I .S.P. : Not app l icable .  

Experience : 1 4th level B lood Priest, was a 1 2th level spe l l  
caster. 

Description : As noted above . 

Disposition : Lord Suthue is a heartless beast who seeks to im
prove his own pos ition in the service of the Vampire Intel l i -



gence through cruel deeds and evil acts . His every move 
bespeaks violence, and he is  prone to wicked and brutal out
bursts of physical torture and spoken abuse. He strives above 
all else to gain immortality and as a result, he is completely 
and fanatically dedicated to the Vampire Intel l igence and to 
his representative on Rifts Earth, the Master Vampire Xavier 
Stuart. 

More than a century of servitude to the Vampire Intel l i 
gence and a l ife of avarice and w ickedness has taken its  toll 
on Suthue ' s  mind, and his sanity hangs by a strand. If he be
gins to suspect that he has no chance at becoming a Master 
Vampire, the High Father of B lood Priests may begin to un
rave l .  His breakdown could take the form of jealousy and re
sentment toward Xavier or one of those closest to him, or 
even as open rebel lion against the Vampire Inte l l igence and 
all who serve it. 

Skills of Note: 

Wizard Ski I ls  (frozen at the given level of experience) : Ho
l istic Medicine (85%175%), Identify Plants & Fruits (80%), 

Inte l ligence (74%) , Lore : Geomancy & Ley L ines (90%), 
Use & Recognize Poison (72%/64%), Language:  Gobblely 
(95%), History (his home world,  70%), Streetwise (3 0%), 
Writing (70%), and speaks and is l iterate in a number of alien 
languages. Has W.P .  B lunt and W.P .  Shield at 6th level of 
experience. 

O .C .C .  Ski l ls :  Language : Native Tongue (98%), Language : 
Dragonese/Elven (98%), Language: Demongogian (98%), 
Literacy : Native Language (98%), Literacy: Dragonese/Elven 
(98%), Astronomy & Nav igation (98%), Mathematics: Basic 
(98%), Lore : Demons & Monsters (98%), Lore : Magic 
(98%), and Horsemanship : Exotic Animals (98%). 

O .C .c .  Related Ski l l s :  Lore : Rel igion (98%), Performance 
(98%), Public Speaking (98%), Interrogation (85%), and 
Language : American (69%). 

Secondary Skil l s :  Land Navigation (88%), Lore : Faeries & 
Creatures of Magic (90%), Mathematics : Advanced (98%), 
Wilderness Survival (95%), Skin & Prepare Animal H ides 
(85%), Pilot :  Hover Craft (Ground, 90%), Radio: Basic 
(65%), and Language: Spanish (50%). 

Weapon Proficiencies : W.P. Knife and W.P .  Staff. 

Special Abilities : Mega-Damage, damage resistance, Supernat
ural Strength and Endurance, evil presence, long l ife,  and the 
unique spe l l  knowledge common to all B lood Priests (de
scribed previously) . From his former l ife as a Wizard, Suthue 
maintains his magical ski l ls  and abi l ities, all frozen at 1 2th 
leve l of experience, including the Ley L ine Walker abi l ities 
of see and use ley lines, ley l ine drifting, ley l ine rejuvena
tion, recognize enchantment (90%), and recognize magic 
(75%). 

Vulnerabilities : See the B lood Priest O .C .C .  above . 

Psionics : None . 

Magic Knowledge: Spell Strength of 1 6. H igh Father Suthue 
knows all incantations, leve ls  1 - 1 0 , plus the fol lowing. A lso 
see the special spel l  abi l ities of the B lood Priest, detailed in 
the O.C .C .  above. 

Level Eleven: Create Mummy ( 1 60), Remove Curse ( 1 40), 
Re-Open Gateway ( 1 80), and Rift Teleportation (200). 

Level Twelve : Create Zombie (250), Ensorcel (400), Meta-
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morphosis :  Mist (250), Soultwist ( 1 70) ,  and Summon & 
Control Entity (250) .  

Level  Thirteen : Protection C ircle : Superior (300), Sanctum 
(390), Summon Lesser Being (425) ,  and Talisman (500) . 

Level Fourteen : Close Rift (200+) .  

Level F ifteen : Ley Line Restoration (800), Summon Al ly 
(600), and Transformation (2000) . 

Spel ls  of Legend :  B lood and Thunder (770). 

Com bat Training: Hand to Hand : B asic .  

Attacks Per Melee : Seven . 

Bon uses : +2 to strike, +3 to parry and dodge, +4 to pull punch, 
+4 to rol l  w ith punch/fall/impact, +9 to damage, + 1 to dis
arm, 84% trust/intimidate, impervious to possession and 
mind control, +2 to save vs ps ionics, + 1 0% to save vs 
coma/death , +7 to save vs magic, +3 to save vs poison, +6 to 
save vs Horror Factor, and +4 on all Perception Rolls .  Criti
cal strike on an unmodified ro ll  of 1 9  or 20, body fl ip/throw, 
and critical strike or knockout from behind. Inflicts 3D6 

S .D .C .  on a restrained punch, I D6 M.D. on a full-strength 
punch, or 2D6 M.D .C .  on a power punch (counts as two at
tacks) .  Dam age bonuses are added to S .D .C .  attacks . 

Weapons of Note: None . Lord Suthue views the use of modem 
weapons as beneath him, and he has no special magical or 
other unique weapons that interest him. He carries a large, 
wicked stone knife for conducting sacrifices (2D6+3 S .D .C . )  
that is enchanted, extremely durable, and can be used to  parry 
magical or Mega-Damage weaponry. The Blood Priest trusts 
his magic and his m inions to protect him. 

Body Armor: None. When in danger, the B lood Priest has 
many magical means of protection, a favorite of which is  Ar
mor B izarre ( 1 80 M.D .C . ,  see page 1 04 of the Rifts® Book 

of Magic for detai ls) .  

Other Equ ipment : Suthue needs very l ittle beyond blood for 
feeding and P .P .E .  to spin his magic, both of which are pro
vided in one way or another by his  cult and his vampire mas
ters . In terms of c lothing, he generally dresses in long, black 
or deep blue robes with hoods. 

His cult keeps several caches of weapons and supplies for 
raids and defense and can lay hands on enough gear to arm 
and armor 2 5  men immediately, and 1 00 cultists within a few 
hours . This is ,  of course, in addition to the resources that can 
be provided by Xavier. 

Vehicle: When trave l ing by mundane means, Suthue is gener
ally driven in an armored hover vehicle of some type, l ike a 
command car or a hover truck. 

Cybernetics :  None ; augmentation interferes with magic . 



The Black Swords 
The fracturing of the Cyber-Knights is a tragic event that 

may ,  with time, prove to alter the fate of Rifts Earth . Like a l l  
broken fel lowships and fal len heroes, thi s  travesty comes in de
grees.  Whi le  many knights chose to fight for Tolkeen, they stil l  
fought under the banner of truth and honor a s  best they knew 
how . Many warriors ' hearts fel l  into darkness as they took up 
pil laging and banditry, choos ing lives as v il lains rather than 
craw ling back to Lord Coake and those who remained loyal to 
the order. 

There are sti l l  others who not on ly turned from the ways of 
justice and truth, but rejected them in favor of jealousy, spite , 
and evil .  These true blackguards have embraced evi l and are 
among the most cruel and despotic of bandits and mercenaries 
in North America. Among the worst of these are the Black 

Swords, a band of fal len knights who have recently emerged to 
wreak terror throughout southern Arizona and New Mexico. 

The evil kn ights burst onto the scene w ith the massacre of 
twenty-seven innocents at the Benson Homestead in southern 
Arizona. Simply in the wrong place at the wrong time, the farm
ers were playing host to a group of six travel ing adventurers 
from Mexico for the evening. The dark knights , accompanied by 
a dozen vampire underlings, fel l  on the unsuspecting victims 
and s lew every man, woman, and child w ithout mercy . Three of 
the adventurers were kil led in the slaughter and the other three 
escaped. The attack carried the message of a new order born 
from the deserts of the South, Cyber-Knights in league with 
vampires .  

The idea of Cyber-Knights work ing together w ith vampires 
seem s impossible - completely counter to everyth ing the 
kn ights stand for. Consequently, the story of the Benson massa
cre has spread across the New West like wildfire. Meanwhile ,  
new tales of the B lack Sword Cyber-Kn ights leading vampires 
in the wanton slaughter of innocent lives continue. It is all any
one can talk about. Speculation flourishes that Lord Coake, him
self, wil l  ride down to sm ite these blackguards , but he has not 
appeared. (Lord Coake has his hands ful l  with Tolkeen refugees 
in the Northwest.) Nobody knows how or why even a fallen 
Cyber-Knight could fal l  so low. It ' s not l ike they are vampires 
themselves, and the few witnesses who have l ived to tel l  the 
tales claim the knights are not mind slaves ,  but wi l l ing partners . 

Although anywhere from 6-20 vampires have been reported 
to run with the B lack Swords, it is the five Cyber-Knights who 
inspire the greatest fear. Al l  are known by name amongst al l  
who l ive in Arizona and western New Mexico, and all are dan
gerous warriors . 

The captain of the Black Swords is Sir Jude, a once-noble 
knight of the order whose quest to el iminate the vamp ires had 

consumed him, but now has made h im an ally to the undead . 
Many speculate he is insane, as only madness m ight explain his 
betrayal . 

His brother in arms is the giant Sir Lunais the Brute, a 
scholar and philosopher trapped within an unbreakable vow of 
allegiance to Sir Jude . 
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Sir Trey Risharde i s  a knight with a heart ful l  of malice, 
trained and sculpted by an evil mentor to get revenge on the 
world for h is sorry existence and crippled body .  

The cowardly and weak knight known as  Sir  John of 

Con rad, abandoned his  fami ly and personal honor for a few 
brief moments of fame and has never looked back. It is said he 
rel ishes his new-found infamy, and is  the worst of the lot. 

Lady Night Runner  is  an enigma even among the Cyber
Knights. Her strong Native American bel iefs, obsession and rev
erence of the undead, and a mind s lowly drifting to insanity , 
have placed her and her teammates in the service of none other 
than General Xavier Stuart . 

Black Sword Tactics 
The B lack Swords ' greatest weapon is fear, which they com

mand in abundance. Whi le  these dark knights are tru ly great 
warriors , they rarely get the chance to prove it in battle .  With 
their growing renown, even the bravest of their enemies think 
twice about confronting them, al lowing their name to grow. In 
certain circ les, these misanthropes could even be called legends, 

built up by the tal l tales of those s lain or defeated by them, and 
by those who fear they might be their next victims .  

These fallen knights are truly vi llains who push the definition 
of all that is twisted and black to new lows. The reputation of  
the B lack Swords i s  one of brutal ity, treachery and wanton mur
der. V irtual ly everyone in the southern portion of Arizona, from 
lowly peasant to traveling adventurer, has heard of the atrocities 
committed by the evil Cyber-Knights. Community defenders 
have been doubled, and everyone checks their locks twice at 
night and prays that these monsters pass them by. Everyone 
knows the Black Swords are out there, somewhere, looking for 
more innocent lives to end on their Psi-Swords . However, no
body knows why they are on this rampage of death and destruc
tion, or why they have thrown in with vampires. To help spread 
their reputation, as of late, the group has forced captives to 
watch the s laughter and atrocities before turning them loose to 
report what they have done .  It is  as if the band wants people to 
know, and are trying to create an air of terror. This has led to the 
recent, widespread myth that the Cyber-Knights are, in fact, not 
human . . . but soulless creatures who have taken the form of 
Cyber-Knights . 

The B lack Swords frequently attack in the company of vam
pires, often leading (as individuals or as a group) as many as 20 
of the undead in an attack or raid.  When a large group of vam
pires are present, the Cyber-Knights stand by and watch as the 
vampires murder unarmed people in the street, and take action 
only ttl aid the vampires and to face any hero or champion who 
might step forward to challenge them . Many a meddlesome ad
venturer and well intentioned hero has fal len to these fiends 
over the last few months .  The most fortunate heroes are kil led 
outright. The least fortunate are turned into vampires to serve 

General Xavier Stuart. Only the noble, four-armed Sir Lunais 
wi l l  not lead the undead into combat, but he always accompa
nies Sir Jude, even now his loyal protector. Lady Night Runner 



does not so much command as run w ith vampires as pack 
leader. 

Now rumors have begun to spread that the B lack Swords 
serve an unknown vampire lord raising an army of undead 
somewhere in the Southwest. Whatever the stories and fears, the 
sight of a Cyber-Knight springing to strike down the helpless 
and innocent alongside the undead is enough to make even the 
strongest warrior shudder. It reeks of pure evi l ,  and base be
trayal of the human race, and one wonders how such a thing 
cou ld ever have come to pass. 

The Black Swords may be found in the company of others, in 
addition to the vampires, uti l izing groups of humanoids in their 
raids and exploits . For daylight objectives, loyal vampire mind 
s laves or undead-worshiping cultists can be used to supplement 
their numbers, although these valuable assets are rarely put at 
such risk. Cultists are too valuable as renewable P .P .E .  batteries, 
and mind s laves are almost always hand selected for their 
unique ski l ls and abilities .  Alternately, bandits and bushwhack

ers are commonly hired to carry out simple harassment and 
raids on behalf of the B lack Swords, particularly Sir John of 
Conrad, who maintains extens ive contacts with Pecos Raiders 
and other thieves and miscreants . Such h irel ings are never used 
in concert with vampires, cu ltists , or vampire m ind s laves, but 
are kept separate for fear that too much information about the 
group' s  activities in Arizona (and Xavier' s  plans) could fal l  into 
the wrong hands . The ent ire campaign is des igned to create an 
atmosphere of terror, to soften up the Arzno mercenaries and,  
with luck, spread their numbers out, isolate the meres in smal l 
bands, and slaughter them in the field. So  far, this tactic, whi le  
creating terror, has done l ittle to  impact the cagey meres and 
heroes of Arzno. In fact, it has only served to heighten their 
read iness and strengthen their reso lve . 
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Sir Jude 
Captain of the Black Swords 

The knight leaned forward in his saddle as he watched with 

the weight of the world on his shoulders. He sat motionless, 

resting on the rise of the front of his saddle. His visor was 

raised as he surveyed the small town before him and clenched 

his teeth. It never got any easier. Dark shadows moved silently 

through the pale moonlight and darted into the bUildings that 

faced the street. He clicked his tongue and gently tapped his 

steed 's metal haunches with his heels. He sighed as he sat up 

straight and the robot horse slowly walked forward and down 

the dirt road toward the center of the town. 

He could hear the screams and shrill shrieks begin, emanat

ing from the houses and stores on either side of him as he rode 

down the center of the street. "Ayudeme por favo! " they cried 

into the night. "El dios ahorra a m ifamilia! " 

The fallen Cyber-Knight remained stoic as he marched 

through town, watching the carnage with a sort of reluctant sat

isfaction. 

A large wolf crossed the street in front of him with its teeth 

crimson and shining. After casting a brief sideways glance with 

its glowing eyes, it ignored the knight and moved on to its next 

kill. 

"They aren 't even worried about you attacking them, " an 

American voice said from behind. "I have to say, that is really 

something. " 

The Cyber-Knight tugged the reins to stop his mount and 

turned his shoulders to face the man addressing him. 



"It 's not really in their nature to do that, " the man marveled 

aloud as he casually surveyed the scene, nodding to himself. 

The man stood and stared up at the rider with cold, gray 

eyes. The knight grunted and lowered his visor before looking 

away. "Not really in your nature, you mean. " He turned his 

horse to leave. 

The creature of the night held up his hand "Don 't leave 

quite yet, Sir Jude. I have a new m ission for you. " 

Sir Jude sees himself as a tragic hero, a l iving martyr for the 
cause of justice and l ight in an unholy and unforgiving world. I f  
times are desperate, h i s  measures are far more so. A crusader 
from his earl iest days,  Sir Jude has always sought to rid the 
world of the ever- increas ing vampire threat found in Mexico . 
How he fel l  from his  station as a demon-fighting paladin to a 
wi l l ing servant of a Master Vampire is a tale for the ages . 

The most important consideration in trying to understand Sir 
Jude ' s  conversion is  the realization that he does not see it as a 
conversion at al l .  S ir Jude spent his  entire youth trying to fight 
back the demon hordes from across the Rio Grande and appeal
ing to his brethren for help.  He cal led for an army of knights to 
be gathered and drive through the Vampire Kingdoms, straight 
to their hearts to destroy them al l .  A lways outspoken and over
bearing, few took his cries for such a crusade seriously .  Every
one knew that the vampire threat was a serious one . Few knights 
denied the severity of the s ituation, but other forces in the world 
prec luded such action. The s iege on Tolkeen turned the heads of 
many Cyber-Knights across the continent, and the monster king
dom of Calgary took priority afterward . Even with Lord 
Coake ' s  support for Cyber-Knights choosing to trave l to the 
Southwest and beyond, Sir  Jude felt betrayed and abandoned by 
his brethren . 

Soon, Sir Jude ' s  quest became an obsession. He became a 
knight of renowned commitment and zeal ,  ceasing his one-man 
war only to ask other Cyber-Kn ights and heroes to tum from 
their "mean ingless quarrel s  and meditations" elsewhere in North 
America and to face the only real threat that ex isted, the vam
pires of Mexico. He managed to raise small armies of hundreds 
of would-be vampire s layers, but time and time again, saw many 
of his fel low knights and other compan ions perish on his fre
quent sorties  across the Pecos Empire and into Mexico. Their 
deaths only fueled his  hatred for the undead and for the 
Cyber-Knight organization who ignored the danger. 

Final ly convinced that he could not possibly draw the selfish 
and cowardly Cyber-Knights of his order to his noble cause he 
made a drastic dec ision. S ir Jude tracked a party of vampire� in 
northern Mexico, fol lowing the pack of giant wolves as they 
swept northward for a n ight of feeding. As they entered a smal l 
vi l lage, they fel l  upon its inhabitants. S ir Jude rode into town 

and whi le s itting atop his robot horse, watched the carnage, but 
did nothing. He became a watcher, a chronic ler. Night after 
� ight he rode amongst the undead and watched them ravage the 
mnocent townsfolk. Often warriors, adventurers, and even other 
Cyber-Knights would come to the aid of the v ictims ,  but Sir  
Jude would engage only those who dared to attack him or ques
tion his honor. 

That quickly changed, however, to S ir Jude becoming a pro
tector of the undead. Those who opposed the vampires were 
s lain by Sir Jude ' s  Psi-Sword, or defeated and made to watch 
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unti l  sunrise and then released to tel l  other Cyber-Knights and 
people what they had witnessed. 

You see, Sir Jude had made a cho ice, to force the hand of the 
Cyber-Knights . To make them get involved, helping the vam
pires tum the world red w ith blood from Mexico to Colorado 
and with the help of a Cyber-Knight. Then, he reckons, th� 
knights wi l l  be forced to take action. He would force other 
Cyber-Knights to leave their personal crusades and come to 
fight the real war. If that meant he had to become a vi l lain, a 
traitor to draw them into the war against the undead, so be it. It 
was worth the price. 

When General Xavier Stuart heard about a famous, heroic 
Cyber-Knight fighting on the side of the undead, he had to see it 
for himself. After meeting S ir Jude, he had convinced the knight 
to j oin his army and help him in his quest for domin ion over 
North America. Sir Jude agreed. When the vampire asked why, 
Sir Jude told him because he had come to real ize that vampires 
had actually brought peace to Southern Mexico and he wanted 
to see the same thing for the rest of the continent. Xavier bought 
it hook, line and sinker, and figured even a crazy Cyber-Knight 
and his associates would make a fme addition to his campaign 
of conquest . Meanwhile,  to S ir Jude ' s  thinking, the enslavement 
and slaughter of men and D-Bees in Mexico would never draw 
the wrath of the Cyber-Knight fel lowsh ip, because they were 
too far away and easily forgotten . However, if the vampire pes
tilence was brought to their doorstep, the Cyber-Knights and 
other heroes would be forced to address the danger and join the 
fray to stop the spread of vampires in their own homeland, and 
motivate them to build an army to purge the menace in Mexico . 
It was the only "noble and civil ized thing to do," he reasoned. 
Force the hand and liberate a nation. 

S ir Jude realizes he is being used by Xavier and doesn ' t  trust 
him in the least. He continues to work with rel ative autonomy 
with the support of the Fort Tombstone vampires . He l eads the 
B lack Swords in the hopes that the atroc ities in which they par
ticipate wi l l  ultimately draw Lord Coake ' s  eyes to the South, 
where he wil l  lead a crusade against the unholy terrors from 
here to southern Mexico. This, as he sees it, i s  the end that justi
fies the means. It' s crazy, to be sure, but it might just work.  Cer
tainly, the Cyber-Knights will ride to the aid of their all ies in 
Arzno. Meanwhile, Sir Jude hopes the escalation in vio lence by 
his Black Swords wi l l  prepare the heroes of Arzno and alert 
them to the menace at Fort Tombstone.  Should they perish, they 
die heroes in a greater cause. 

Sir Jude Stats 

Rea l Name:  Jude Acedelma I I .  

Race: Human. 

Alignment:  Aberrant (was Scrupulous). Sir Jude ' s  actions are in 
many ways the epitome of dedication and commitment to a 
cause that is just and righteous, but his b l ind devotion to his 
quest to the exclus ion of al l  else has twisted his own defini
tion of morality . He can no longer see right from wrong, and 
is an insane monster wi l l ing to sacrifice anyone for his quest 
to battle the Vampire Kingdoms.  

Attributes : I .Q.  1 1 ,  M.E.  1 9, M.A.  2 1 ,  P .S .  22, P .P .  1 3 ,  P .E.  1 8, 
P .B .  8, Spd 1 8 . 

Height: 6 feet ( 1 . 8 m) ;  Weight: 1 80 lbs (8 1 kg). Age: 4 1 .  

Hit Points : 4 1 ;  S.D.C. :  85 . 



P.P. E. : 20; I.S.P. : 40.  

Experience Level : 8th level  Crusader Cyber-Knight . 

Description : To see S ir Jude on the street in plain clothes is 
hardly a memorable experience . He is of average height and 
bui ld, with collar- length b londe hair and brown eyes over a 
flat nose and chin ; altogether a rather plain-looking man . 
There is something in his countenance, however, that is chi l l
ing to the soul . Whi le  once a jovial and spirited man who en
joyed sport and music and all manner of diversion, he is now 
sullen and stone-faced. He never smiles or shows any emo
tion whatsoever. He has the look of a man who is lost within 
himself. In many regards he is  as much one of the " l iving 
dead" as the monsters he abhors . 

Disposition : Sir Jude does everything in his l ife with a fervor 
that most people have trouble even beginning to comprehend . 
The quest and the sacrifices he has made have tom at his 
heart and m ind for years and have finally driven him mad. He 
is now left with nothing but an icy resolve to bring about a 
war against the Vampire Kingdoms of Mexico and liberate 
the people of that country . To that task he is wi l ling to sacri
fice anything and anyone.  Note : Because he does hate vam
pires with all his soul,  he wi l l  do nothing to directly protect 
or rescue Xavier, and he wi l l  take a back seat in the s iege on 
Arzno once the battle is waged . He wants to see heroes an
gered and motivated to the point of carrying the battle into 
Mexico, not see them destroyed. 

Mega-Dam age via Cyber-Armor:  A .R. 1 7 . 

Cyber-Arm or M.D.C. by Location :  

Shoulders (2 )  - 1 4  each 

Back Shoulder B lades (2) - 20 each 

Forearms (2) - 1 5  each 

ThighslUpper Legs (2) - 20 each 

Chest Plate (Main Body) - 74 

Skills of Note: 

O.C .C . Skills : Language : American (98%), Language : 
Dragonese/Elven (98%), Language: Euro (98%), Language : 
Spanish (9 8%), L iteracy : American (85%), Anthropology 
(80%), Body Bui lding, C l imbing (90%/80%), Gymnastics 
(Sense of B alance 76%, Work Parallel  Bars and Rings 86%, 
Climb Rope 79%, Back F lip 89%, Prowl 30%), Horseman
ship : Cyber-Knight (9 1 %/7 1 %), Land Navigation (76%), 
Lore : Demons & Monsters (85%), Paramedic (85%), and 
Swimming (95%) . 

Espionage : Detect Ambush (70%), Intel ligence (65%), 
Tracking (65%), and Wilderness Survival (70%) . 

Othe� Assorted O.C .C . Related Ski l l s : Athletics (General) ,  
Fencmg, Forced March, L iteracy : Spanish (75%), Mathemat
ics: �asic (80%), P ilot: Hover Craft (Ground, 75%), Sensory 
EqUipment (55%), E lectronic Countermeasures (40%), and 
Radio:  Basic (55%) . 

Secondary Ski l l s :  Cook (70%) , Horsemansh ip: Exotic 
(65%/55%), Pi lot: Automobile (74%), P lay Musical Instru
ment: Spanish Guitar (70%), S ing (70%), Spelunking (70%), 
Dowsing (3 5%), and Identify Plants & Fruit (40%) . 

Weapon Proficiencies :  W .P .  Archery, W.P .  Knife, W.P . 
Shie ld, W.P . Sword, W.P . Energy Pisto l ,  W.P . Energy Rifle, 
and W.P .  Rifles at 8th level of experience, and W.P . Axe, 
W.P. Quick Draw, and W. P . Handguns at 4th level of experi-
ence . 1 50 

Special Abilities : Al l  standard Cyber-Knight abi l ities, including 
creating two Psi-Swords (306 M .D .  each) . S ir Jude also has 
an uncanny resistance to Horror Factor in general and is  im
mune to the Horror Factor of any Master, Secondary, or Wild 
vampire (bonuses included below) . 

Psionics : Major psychic, requires a 1 2  to save vs psionics .  Sum
mon Psi-Sword (no I . S .P . cost), Create Psi-Shield ( 1 5) ,  and 
Meditation (0) . Sir Jude has no other psionic abil ities . 

Magic Knowledge : None, but is ful ly versed in the properties 
and abi l ities of vampires and many other supernatural crea
tures through lore and personal experience .  

Com bat  Training: Hand to Hand: Martial Arts, Fencing, and 
Cyber-Knight Zen Combat. 

Attacks Per Melee : Seven . 

Bon uses : +4 to initiative, +2 to strike, +4 to parry and dodge, 
+5 to pull punch, +6 to rol l  with punch/fal l/impact, + 1 to en
tang le, +4 to disarm , and +6 to damage . 65% trust/intimidate, 
+2 to save vs psionics/insanity, +6 to save vs Horror Factor, 
and +3 to Perception Rol l s . B ody fl ip/throw, all hand strikes, 
al l  foot strikes inc luding leap kick, critical strike on an un
modified ro l l  of 1 8 ,  1 9, or 20, al l holds ,  back fl ip, back flip 
escape, + 1 to strike and parry w ith a sword or dagger, and 
+ 1 06 damage with a sword. 

Cyber-Knight Zen Combat Modifiers : W.P .  Paired Weapons, 
W.P . Shield, combat acrobatics, basic combat awareness, +4 
to automatic dodge against tech, c loud sensors, and advanced 
com bat awareness . 

Other Modifiers : Weapons of Note : Most of S ir Jude ' s  
weapon choices stem from h i s  history a s  a vampire hunter. In 
those days, he favored wooden l ances and arrows, with his 
Psi-Swords for hand-to-hand combat. S ince his fal l ,  he has 
mostly taken up the modem equivalents of those ancient 
weapons, and a few others for good measure. 

Vibro-Lance: Mega-Damage : 3 06+6 when on horseback. 
Add 3 06 damage for a charge (counts as two attacks , see 
Horsemanship: Cyber-Knight ski l l  for detai l s  and other bo
nuses) .  Length : 1 3  feet (4 m) . Note : This  weapon can only 
reasonably be used from horseback. 

Com pound Bow: Mega-Damage : Varies with arrow type . 
Heavy explos ive (206 M. D . )  are typical . Sti l l  carries a com
plement of wooden arrows for hunting and enemy vampires 
(206 S .D .C .lHit Points) . Rate of F ire : 6 by W.P .  Archery, 
8th level . Range : 860 feet (262 m) . 

WI-AL18 Assault Laser Rifle: Mega-Damage : 206+2 
M.D . per single shot, or 606+3 per simultaneous triple pulse . 
Rate of Fire: Each single or triple pulse blast counts as one 
melee attack. Range : 1 ,600 feet (488  m) . Bonus : + 1 to strike. 
Pay load: 2 1  single shots per standard E-Cup,--

Extra Ammo:  24 heavy explosive arrows, 3 6  wooden arrows ,  
and 1 2  standard E-Cl ips . 

Body Armor:  When expecting trouble (which is most of the 
time), Sir Jude wears traditional- looking, heavy environmen
tal, ceramic and composite armor. The armor is matted white 
and gray, and looks strikingly l ike bone , although it has no 
other obvious ske letal features .  M .D .C . : Main Body: 1 20, 
Arms :  35 each, Legs:  5 5  each, and Head/Helmet: 50 M .D.C . 
Penalties : - 1 0% to c limb, -20% to prowl swim acrobatics 
and similar physical ski l ls/performances. %en r� laxing or i� 



need of freer movement he wears a suit of lightweight black 
armor with 35 M.D .C .  for the main body, 25 for the helmet 
and 1 0  for each of the arms and legs. The l ightweight armor 
has no encumbrance penalties and is non-environmental . 

Other Equipment:  A gas mask and air fi lter for use with his 
l ight armor, high-powered binoculars, a large flashlight, 200 
feet (6 1 .0 m) of high-strength nylon cord, three pairs of hand
cuffs, a survival knife, a portable fishing rod with half a 
dozen types of lures and hooks, salt and spices for cooking 
and preservation of food, a well-stocked first aid kit, two 
RMK Robot Medical Kits, and an IRMSS Internal Robot 
Medical Surgeon System in addition to a large supp ly of 
high-quality camping gear. S ir Jude travels heavy, with the 
load borne by his robotic steed. 

Veh icle: An obviously-robotic war horse named Troy. Has 3 50 
Main Body M.D.C . ,  runs 75 mph ( \20 km) and can leap 1 5  
feet (4 .6 m )  h igh and 4 0  feet ( 1 2 .2 m )  lengthwise with a run
ning start. See page 1 99 of Rifts® World Book 1 4 :  New 

West for full detail s .  

Cybernetics :  Cyber-Armor only. 

Sir Lunais the Brute 
Rahu-Man Knight and Scholar 

Some rise by sin, and some by virtue fall. 

- William Shakespeare, "Measure for Measure, " A ct 2, scene J 

Sir Lunais was among the greatest champions of the North, 
dedicated to defending the people of the world from the horrors 
of the Calgary Rift. Celebrated for his fearlessness in combat, 
his name was common ly spoken at court among knights and 
well known by the vi l lagers and commoners of the region . 
Known as "The Brute" to many, his  feroc ity in battle made even 
the mention of his name a terror to the demons of the Monster 
Kingdom. His mercy, compassion, and wisdom were equally 
wel l-known. Perhaps above al l  else,  he was known for his loy
alty to the fe l lowship of Cyber-Knights . Even when a fe l low gi
ant, Burkha the Magnificent of Freehold, summoned the hero to 
help defend Tolkeen, the steadfast Sir Lunais chose to fol low 
the wil l  of Lord Coake and stand his ground in the wastes 
around the Calgary ruins. 

Near the end of the Coalition ' s  s iege on Tolkeen, a phantom 
from Lunais'  past returned to haunt him and forever alter the 
course of his life .  Sir Jude, j ust beginning to be shrouded in ru
mor and controversy, came to S ir Lunais to ask for his aid in his  
renewed quest against the vampires in the South . When the giant 
was about to reject any notion to join in Jude ' s  service to the 
vampires, regardless of the purpose, S ir Jude enacted the blood 
oath that the two had sworn years before . S ir Lunais ,  the Brute , 
was left with no option . Bound by his oath to come to his blood 
brother' s  call ,  the two immediate ly left the col d  North for the 
stony deserts of Arizona. 

Cyber-Knights and heroes may try to comprehend Lunais '  
choice, but few can fathom it .  Even the hard-headed and honor
obsessed Crusaders who first estab lished the tradition of the 
Blood Oath find it hard to justify loyalty to the point of aban
doning the light for such an evi l purpose. Meanwhile, stories 
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continue to travel from the Southwest of a giant knight amongst 
the Black Swords who can be no other but the noble S ir Lunais .  

S ir  Jude presented S ir Lunais a s ituation that offered only one 
possible and regrettable course of action. He tries to use his  
friendship and influence with Sir  Jude to stem the bloodshed 
where he can and he, personally, tries to avoid kil l ing women 
and chi ldren, and to keep the other knights from such d ishonor
able acts . He takes l ittle action to attempt to save innocents from 
the vampires,  however, as ide from assuring that they wi l l  not be 



turned into the undead; he wi l l  not al low their victims to be 
added to Xavier 's  legions .  He mourns them all and hopes that 
their deaths wi l l  serve a greater purpose.  

Iron ical ly, Sir Lunais is the only one of the fallen knights to 
s incerely bel ieve that the extreme actions they have al l chosen 
to take (for one reason or another) will actually benefit the peo
ple of the Southwest and Mexico in the end. He, himself, had no 
idea how widespread and serious the vampire infestation is ,  and 
believes that only a great crusade led by Lord Coake can rid the 
world of their evi l .  He believes that the great Cyber-Knight 
leader wi l l  eventually see the seriousness of the ir p light, just as 
S ir Jude plans, and take action . Therein l ies his last hope , that he 
might find redemption in the destruction of the vampires and 
find some quiet comer of the Megaverse to l ive out the rest of 
his  l ife where nobody knows who he is or the pain he caused. 

Sir Lunais the Brute Stats 

Real Name:  Unknown to all  but c lose fami ly (and Sir Jude). On 
Sir Lunais '  home world, the revealing of one ' s  True Name is 
a deeply personal and potentially dangerous act, as it carries 
with it element of the individual ' s  being and can be used for 
evil purposes by wicked practitioners of magic . 

Race: Four-armed giant (Rahu-Man). 

Alignment : Aberrant (was Princ ipled). 

Attributes : I .Q. 20,  M.E. 1 8 , M .A .  1 5 , P .S .  35 (Supernatural), 
P .P. 1 2 ,  P.E. 2 1  (Supernatural), P .B .  1 2 , Spd 1 5 .  

Height: 1 4  feet (4 .3 m);  Weigh t :  455 lbs (205  kg). Age: 2 1 2 .  

M.D.C. : 200 

Horror Factor: 1 0  

P.P.E. : 48 ;  I.S.P . :  1 26 .  

Experience Level: 7th level Champion Cyber-Knight. 

Description : Sir Lunais is  a s ight to behold. Even on a world 
with as many strange beings as has Rifts Earth, this race of 
giant is rare and terrifying . The Brute is a fourteen foot (4. 3  
m) pil lar of muscle and power. His  four arms and giant s ize 
make him look even more alien than the average D-Bee, de
spite his otherwise human appearance. When going into bat
tle, armorless, he seems to be some sort of immortal, 
invincible demigod . Yet in spite of his awesome visage, there 
are warm, kind eyes under his wi ld head of long, j et-black 
hair . His four hands are as l ikely to be holding books as 
weapons, and he never raises his voice. 

Disposition : Sir Lunais, or "the Brute" as he is more often 
known, is honorab le to a fault. It is his dedication to his  per
sonal honor and the Blood Oath he took to Sir Jude that has 
led him from the path of a Cyber-Knight famous for his com
pass ion and mercy, to become one of the most despised vil
lains in the Southwest. The most tragic part about Sir Lunais 
is that he is the only member of the B lack Swords who has 
actually de luded himself into believing that the methods 
adopted by S ir Jude are justified; even their leader doesn' t  
have the fervor that the once-noble  giant does. 

Outside of the atrocities "necessary" for this quest, S ir 
Lunais is a kind and gentle soul . He is an avid scholar and 
versed in virtual ly all  languages and lore that anyone could 
hope to learn. His greatest hope is that someday soon the 
Cyber-Knights wi l l  tum their might toward the Rio Grande 
and ride through the corrupted lands, free ing the humans held 
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in terror throughout the Southwest and into the Vampire 
Kingdoms .  It is a crusade he 'd  l ike to join in the hopes of 
making restitution for the suffering he ' s  allowing to happen 
now . 

Mega-Damage via Cyber-Armor:  A.R. 1 7 . 

M.D.e. by Location : With S ir Lunais '  large size, the base 
Mega-Dam age of his Cyber-Armor is approximately 50% 
greater than the armor of an equivalently experienced human. 
The living armor grows and recovers at the normal rate. 

Shoulders (2) - 1 6  each 

Back Shoulder B lades (2) - 27 each 

Forearms (4) - 1 9 each 

Thighs/Upper Legs (2) - 27  each 

Chest Plate (Main B ody) - 90 M.D.C .  

Skills of Note: 

R.C .C .  Ski l l s :  Speak Dragonese/E lven, Faerie, and Gobblely 

(98%), Literacy : Dragonese/Elven, Faerie, and Gobblely 
(86%), and Mathematics :  B asic (98%) .  

O .C .C .  Ski l l s :  Literacy : American (86%) , Language : Ameri

can, Canadian, and Euro (98%), Lore : Demons & Monsters 
(9 1 %), Anthropology (7 1 %), Paramedic (9 1 %),  Land Navi

gation (78%), Horsemanship: Cyber-Knight (94%/74%), 
Cl imbing (98%/93 %), Body Building, Gymnastics (Sense of 
Balance 9 1  %, Work Parallel Bars and Rings 89%, C l imb 

Rope 93%, Back F lip 98%, Prowl 2 1 %),  Swimming (96%). 

Technical : History (8 1 %),  Law (66%), Language : Spanish 
(66%), L iteracy : Spanish (46%), L iteracy : Euro (7 1%),  Lore :  
Magic (76%), Lore : Religion (8 1 %), and Writing (66%) . 

Other Assorted O.C .C .  Related Skil ls : Athl etics (General) ,  
Wrestling, Astronomy (5 1 %), Mathematics : Advanced 
(7 1 %), and Wilderness Survival (7 1 %) .  

Secondary Skil l s :  Cooking (7 1 %), Fishing (76%), Pilot: 
Hover Craft (86%) ,  Pilot: Truck (70%), Radio: B asic (86%), 
and Read Sensory Equipment (66%) . 

Weapon Proficiencies :  W.P.  B lunt, W.P .  Chain, W.P .  Pole 
Arm, W.P. Shield,  W.P.  Staff, W.P. Sword, W.P. Energy Ri
fle, and W.P.  Heavy M.D. Weapons at 7th level of experi
ence . W.P. Spear, W.P .  Rifles, and W.P .  Mi litary Weapons at 
3rd level of experience. 

Special Abilities : Supernatural Strength and Endurance, and 
natural M.D.C .  in addition to the obvious benefit of having 
four arms. All ski l l  and combat bonuses and penalties from 
the extra l imbs, great s ize , and outlook on l ife are inc luded 
with the relevant stats. 

Psionics : Major psychic, requires a 12 to save vs psionics . In 
addition to Cyber-Knight powers , S ir Lunais has psionic 
powers l ike all members of his race. Summon Psi-Sword (no 
I . S .P .  cost) , Create Psi-Shield {I 5), Meditation (0), Intuitive 
Combat {I 0), Mind B lock (4), Object Read (6), Presence 
Sense (4), Remote Viewing ( l 0) ,  See Aura (6) , Sense Evil 
(2), Sixth Sense (2) ,  Speed Reading (2) , Telepathy (4) , and 
Total Recal l (2) .  

Magic Knowledge : Lore only. 

Com bat Training : Hand to Hand: Martial Arts, Wrestl ing, and 
Cyber-Knight Zen Combat. 

Attacks Per Melee : 1 0  

Bonuses : +6 to initiative, +3 to strike, + 8  to parry, +4 to dodge, 



+9 to pull punch, +S to ro l l  with punchifalVimpact, + 1 to en
tang le, +4 to disarm , +6% to al l  ski l ls  (already included), +2 
to save vs psionics/insanity, +2 to save vs possession, + 1 2% 
to save vs coma/death, +3 to save vs poison/magic, +5 to 
save vs Horror Factor, and +3 to Perception Rol l s .  

Cyber-Knight Zen Com bat Modifiers : W.P.  Paired Weapons, 
W.P. Shield, combat acrobatics, basic combat awareness, +4 
to automatic dodge against tech, and cloud sensors. 

Other Com bat Info:  Body flip/throw, all hand strikes, all foot 
strikes including leap kick, critical strike on an unmodified 
rol l  of I S , 1 9 , or 20,  all holds, body block/tackle, and p in/in
capacitate on a rol l of I S , 1 9, or 20 .  Inflicts 6D6 S .D .C .  (plus 
damage bonus l isted above) on a restrained punch, 4D6 M.D.  
on a ful l-strength punch, and 1 D4x 10 M.D.  on a power 
punch (counts as two attacks). 

Weapons of Note : The Brute much prefers hand to hand com
bat over the use of long-range weapons ,  but is lethal with 
both . Favorite weapons include large pole arms and spears 
for hand to hand, and rai l guns in long-range combat. 

Magic Halberds (2) : These weapons were crafted on an
other world for Sir Lunais ' use. Normally , these combination 
pole arm/axes are two-handed weapons, but the giant eas i ly 
wields each of them one-handed. Mega-Damage: 4D6 M .D .  
each , +6  damage when mounted.  Add  3D6 damage for a 
charge (counts as two attacks, see Horsemanship: Cyber
Knight ski l l  for details and other bonuses) .  Length : 9 feet 
(2 .7 m). Bonuses and Magical Properties : +2 strike and parry 
due to superior balance . The blades never dul l ,  are indestruc-

tible ,  and do double damage to demons. Each is worth 
hundreds of thousands of credits at least. 

Magic Javelins (6) : These are also magic weapons made 
on another world by a powerful alchemist. Mega-Damage : 
2D4 M.D.  each, and are typically thrown . Length : 7 feet (2 . 1  
m). Rate of Fire : 9 by W.P .  Targeting, 7th level .  (The Brute ' s  
extra arms add two attacks t o  the normal rate .)  Range : Due to 
S ir Lunais '  Supernatural Strength, he can throw the javel ins 
an amazing 750 feet (229 m). Bonuses and Magical Prop
erties :  Excel lent balance, indestructible, and can be mentally 
returned to their enchanted quiver after striking a target. As 
wooden weapons, they can do the normal additional damage 
to vampires and other creatures vulnerable to wood. 

C-40R Coalition SAMAS Rail Gun:  Mega-Damage : 
I D4x 1 O  M.D .  for a burst, or I D4 M.D.  per s ingle shot. Rate 
of F ire : Each burst or single shot counts as one melee attack. 
Range : 4,000 feet ( 1 ,2 1 9  m) .  Payload : 400 round belt (good 
for 1 0  bursts). This weapon is extremely heavy, with the gun, 
power pack, and ammo be lt totaling over I SO lbs (S I kg), but 
manageable thanks to the B rute ' s  Supernatural Strength . 

Extra Amm o :  Normally none, but may carry an extra belt or 
two of rai l  gun ammunition into battle, or an extra heavy en
ergy rifle and appropriate ammunition . 

Body Armor:  Between his own natural M.D.C .  and the addition 
of Cyber-Armor, S ir Lunais rarely needs additional body ar
mor. When he does ,  it can be difficult to come by due to his 
large s ize . Armor made from the M.D.C . h ide of some crea
ture wil l  generally have around 1 00 M.D .C . ,  possibly less de
pending on the beast. 

Other Equipment:  Standard for a Cyber-Knight, including two 
weeks ' worth of rations (a lot for the giant Lunais) .  Most no-
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tably, Sir Lunais is never without at least half a dozen books 
and his own personal j ournals and written histories. He car
ries dog-eared cop ies of Traversing Our Modern World by 
Erin Tam and Worlds Within Worlds by Victor Lazlo, both in 
giant print, but his most prized possession is a partial copy of 
Julius Caesar by Shakespeare . He has only the first two
thirds of a human-sized volume (the rest was irreparably 
damaged when he found it) and has read it dozens of times, 
many times penning his own endings, or essays about the po
tential outcome of the story and the intel lectual joy of not 
knowing. There are few things on Rifts Earth as amusing as 
watching this giant crouch over the relatively tiny paperback 
pages, excitedly turning the pages that he knows virtually by 
heart. 

Vehicle : Sir Lunais '  size makes it impossible to ride a normal 
horse and difficult to pi lot most vehicles, but he can pi lot 
many large trucks and hover vehicles . The Brute has a Fury 
Beetle that has served as his  mount s ince his days adventur
ing in Calgary which he can ride using his Horsemanship :  
Cyber-Knight ski l l  at no penalty. The mount, named 
Bucephalus, has a Main Body M .D.C .  of 650 and a maxi
mum speed of 1 50 (approximately 1 00 mphl 1 60 km). Maxi
mum speed can be maintained for 1 D6x 1 0 minutes at a time 
and can run without exhaustion for 24 hours . Ful l  stats and 
details on the Fury Beetle can be found in Rifts® World 

Book 20:  Canada, page 1 53 - 1 54 .  

Cybernetics :  Cyber-Armor only. 

Sir Trey Risharde 
Mangled Body and Soul 

Young Trey Risharde never knew love, compassion, o r  be
longing. His mother died giving b irth to him,  a start in a l ife that 
would see l ittle but tragedy and pain . Trey Risharde was reared 
in a nameless vi l lage somewhere in the pre-Rifts state of West 
Virginia. His entire world consisted of the thick woods sur
rounding his family ' S  cab in where he l ived with his four older 
brothers, a s ister, and an abusive father who took the pain of los
ing his wife out on his youngest son. 

Born with scars, they were made far worse through constant 
abuse by the rest of his family. Trey was born w ith deformities 
in his spine and right arm, severely l imiting his mobi l ity and 
usefulness in a world where phys ical labor was the only means 
of providing any of l ife ' s  necessities. His s ister took on the role  
that her mother had played, cooking and c leaning for the men 
whi le they all worked at trapping, hunting, and cutting timber . 
Trey , unable to help in these more demanding pursuits, was left 
behind to help his sister with housework. Combined with the 
constant abuse and the humil iation of being left out of "man' s 
work," young Trey turned into a b itter child who resented his  
fam ily. 

It was when Trey was 17 years old that his l ife changed. He 
was bringing in water from the well when a seek and destroy 
squad of marauding robots laid waste to his v i l lage and kil led 
his entire family . Trey watched the destruction w ithout emotion, 
almost happy that they got what they deserved. After the robots 
moved on, Trey hid among the ru ins, l iving on stored food unti l  



an adventurer happened by. He was a Cyber-Kn ight, a true vi l 
lain named Sir Edward who took the l ad under his w ing. The 
aging Cyber-Knight taught Trey that the only true freedom was 
power. Under the tutelage of Sir Edward he soon learned what 
power was. Sir Edward saw to it that his pupil ' s  spine and arm 
were bionically repaired, despite the negative effects it had on 
his emerging psionic abi l ities. After two years of harsh disci
pl ine and train ing, the young Trey summoned his  Psi-Sword and 
was kn ighted by his mentor. The two parted ways and have 
never seen anyth ing of each other since, although both are aware 
of the other 's  movements through their ever-growing reputa
tions as blackguards .  

After several years of vi l lainy throughout the Midwest, the 
call went out for mercs to serve Tolkeen against the Coalition 
invasion. Not caring about the great c ity ' s  troubles, Sir Risharde 
took the opportunity provided by the war to lead a troop of ban
dits to raid the camps of both warring factions and looting of a 
number of smal l towns. After the Tolkeen war ended, S ir  
Risharde led his  band into Colorado, where they preyed on trade 
caravans and other bandits who ran through the region. It was in 
th is capacity that he first heard of Sir Jude and his pecul iar tum 
from the fe llowship. With two evil kn ights of such renown in 
such proxim ity, a meeting was inevitable .  

Sir Risharde was immediately invited into the fo ld. By Sir  
Jude ' s  reasoning, having such a d isreputable knight in his band 
wou ld draw more attention to the B lack Swords and win the at
tention of Lord Coake and, hopefully, other Cyber-Knights. 

Sir Risharde simply delights in the chance to cause such un
paralleled pain and suffering upon the poor and innocent popu-
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lace . He also l ikes the promise of position and power that Gen
eral Xavier Stuart has promised him. This  rogue has no higher 
agenda. He is evil and is  happy to serve the vampires .  

Sir Trey Risharde Stats 

Real Name :  Trey Risharde . 

Race:  Human . 

Alignment:  Diabol ic evi l .  Sir Risharde hates al l  the world and 
seeks to bring an end to all that is good and beautiful . 

Attributes : I .Q .  1 3 ,  M.E .  1 6, M.A.  1 4, P .S .  1 2 , P .P .  1 1 , P .E .  1 9, 
P .B .  6, Spd 24. S ir  Risharde ' s  left arm has a Bionic P . S .  of 
20 .  Also see the bonuses provided by Sir Risharde' s armor. 

Height:  5 feet, 7 inches ( 1 .7 m). Weight: 1 70 Ibs (77 kg) . Age: 

26 . 

Hit Points: 54 .  S.D.C. : 56 .  

P.P.E . :  1 3 .  I .S.P. : 34 .  

Experience Level : 8th level Despoiler Cyber-Knight. 

Description : Sir Trey Risharde is a vis ibly twisted and evil man 
who wears a permanent evi l  scowl to complement his black 
clothing and bone-l ike armor. His hair and eyes are dark 
brown and he has obvious physical reminders of chi ldhood 
abuse. He has a crooked nose and a large scar from his left 
ear to his forehead over his left eye, plus another large scar 
on h is  chin that can ' t  be h idden by his th in black beard . If it 
wasn't  for h is  medieval-style armor, it would be hard to iden
tify him as a Cyber-Knight due to his dark appearance, de
meanor, and cybernetics. The mechanical augmentation on 
his right arm and shoulder, and up the entire length of his 
spine, is obviously mechanical and adds to his gruesome ap
pearance . Otherwise,  his short, stocky stature is not very im
posing, but as it i s ,  he is a terror to cross paths with, be it in 
peace or in battle. 

Disposition : S ir Risharde has a heart full of poison and hate . He 
loathes the Cyber-Knights and the ir fe l lowship, and despises 
al l  peace and beauty.  He longs only to bring pain to the 
world.  

Mega-Dam age via Cyber-Armor :  A.R. 1 7 . Reduction in ar
mor is compensated for by the b ionic enhancement, netting 
approximately the same protection as would be provided by 
Cyber-Armor alone .  

M.D.C. by Location : 

Cyber Armor: 

Shoulder (right) - 1 4  M.D .C .  

Back Shoulder B lade (right) - 20 M.D .C .  

Forearm (right) - 15  M.D .C .  

ThighsiUpper Legs (2) - 20  each 

Chest Plate (Main B ody) - 69 M.D .C .  

Bionic :  

ShoulderiUpper Arm (left) - 50 M.D.C .  

Forearm (left) - 25 M.D.C .  

Forearm Flame ThrowerNibro-B lade - 3 0  M.D.C .  

Hand (left) - 12  M.D.C .  

Skills of Note: 

O.C .C .  Skil l s :  L iteracy : American (85%), Language : Ameri
can, DragoneselElven, Spanish, and Euro (96%), Lore : 



Demons & Monsters (80%), Anthropology (70%), Paramedic 
(85%), Land Navigation (76%), Horsemanship : Cyber
Knight (9 1 %/7 1 %), Cl imbing (92%/92%), Body Building, 
Gymnastics (Sense of Balance 90%, Work Paral lel  Bars and 
Rings 86%, Cl imb Rope 89%, Back Flip 98%, Prowl 3 0%), 
and Swimm ing (95%). 

Pilot and Pi lot Related Ski l l s :  P i lot: Hover Craft (85%), Nav
igation (55%), Read Sensory Equipment (70%), and Weapon 
Systems (5 5%) . 

Technical Ski l l s :  Armorer (80%), Computer Operation 
(80%), and Computer Programming (60%). 

Other Assorted O.c .c . Related Skil ls : Athletics (General), 
Basic Electronics (55%), Basic Mechanics (70%), Demoli
tions (8 1 %), Mathematics :  Advanced (80%), Recognize 
Weapon Quality (65%), and Running. 

Secondary Skil ls : Pi lot: Automobi le  (74%), Pilot: Truck 
(68%), Literacy : Spanish (65%), Optic Systems (65%), Ra
dio: Basic (80%), and Radio :  Scramblers (70%). 

Weapon Proficiencies : W.P . Battle Axe, W.P . Knife, W.P . 
Shie ld, W.P . Sword, W.P . Energy Rifle, W.P . Grenade 
Launcher, W.P . Heavy M.D . Weapons, and W.P . Heavy Mi l
itary Weapons, all at 8th level of experience . W.P . Handguns,  
W.P . Energy Pistol, and W.P . Mi l itary F lamethrowers at 4th 
leve l of experience . 

Special Abilities : All  standard Cyber-Knight abi l ities, including 
creating a Psi-Sword or Psi-Battle Axe (204 M. D. Normally 
306,  but halved due to the interference of bionics and cyber
netics) . Sir Risharde could summon two Psi-weapons, but is 
unab le to summon one in his left hand due to his bionic aug
mentation . 

Psionics : A major psychic, requ ires a 1 2  to save vs psionics . 
Summon Psi-Sword (no r .S .P . cost), Create Psi-Shield ( 1 5) ,  
Meditation (0) ,  Alter Aura (2) ,  Mind Block (4) ,  and Resist 
Fatigue (4) . Due to his bionic and cybernetic enhancements, 
Sir Risharde ' s  psionics are all  used at half damage, effect, 
and duration . 

Magic Knowledge : None . 

Com bat Training: Hand to Hand : Martial Arts and Cyber
Knight Zen Combat. 

Attacks Per Melee : Six . 

Bonuses : +4 to initiative, +2 to strike, +4 to parry and dodge, 
+5 to pull punch, +6 to rol l  with punch/fall/impact, + 1 to en
tang le, +4 to disarm, +5 to damage with his bionic left arm, 
+8% to save vs coma/death, +2 to save vs poison/magic,  +3 
to save vs Horror Factor, and +3 to Perception Rolls . 

Cyber-Kn ight Zen Com bat Modifiers : W.P . Paired Weapons, 
W.P . Shield, combat acrobatics, basic combat awareness ,  +4 
to automatic dodge against tech, c loud sensors, and advanced 
combat awareness . 

Other Com bat Info:  Body flip/throw, al l  hand strikes, all foot 
strikes including leap kick, critical strike on an unmodified 
roll of 1 8 , 1 9, or 20, all holds, back flip, and back flip escape . 

Weapons of Note : S ir Risharde is, and always has been a 
heavy-weapons nut . His  sophisticated taste and appreciation 
for such weapon types leads him to select only the highest 
qual ity in weapons and equipment . 

Vibro-Sword : Mega-Damage : 204. Length : 2 feet (0 .6 
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m). A bionic enhancement housed in the left forearm ; often 
used as a companion to his Psi-Sword. 

Flame Thrower:  Damage : 606 S .D .C. per melee . Mega
Damage is not possible . Rate of F ire : S ingle shot, burns for 
1 04 melees . Range : 20 feet (6 . 1 m) . Payload: 12 shots . The 
napalm-l ike chemical m ixture is inserted into the bionic arm 
in a secure metal canister. 

WI-GL4 Revolving G renade Launcher: Mega-Damage : 
Varies with grenade type . Fragmentation does 406 M.D . to a 
1 2  foot (3 .6 m) blast area, and Armor P iercing does 1 D4x l O  
M.D . to a b last area o f  3 feet (0 .9 m). Fragmentation i s  used 
against personnel while Armor Piercing is used versus hard 
targets such as vehicles and fortifications . Rate of F ire : S in
gle shot . Range : 1 ,000 feet (305 m) . Pay load : 24 rounds . 
Once the in itial load has been expended, Sir Risharde gener
ally switches to an alternate weapon since reloading takes 
two ful l  melee rounds . 

JA- 1 2  Laser Rifle : Mega-Damage : 406 M.D . per single 
shot, or 1 D6x 1 0+ 1 0  per multiple pulse burst (three simulta
neous shots) for the laser . Grenades do 3D6 M.D . to a 1 0  foot 
(3 .0 m) radius . Rate of F ire : Each s ingle or triple laser blast 
counts as one melee attack. The grenade launcher is s ingle 
shot only . Range: 4,000 feet ( 1 ,2 1 9  m) for the laser, or 2,000 
feet (6 1 0  m)  for the grenade launcher. Payload : 30  laser shots 
per long E-Clip ( 1 0  bursts) . The attached energy canister 
holds an additional 30 shots for the laser. The grenade 
launcher uses a four shot pump-action magazine . Bonus : + 1 
strike on an Aimed, s ingle shot from the laser. 

Extra Ammo:  Risharde always has a case of grenades for the 
WI-GL4 on him but generally only has an extra 1 2  Fragmen
tation and 12 Armor Piercing availab le during combat. He 
also carries another 8 rifle grenades and 1 0  long E-Clips . 

Body Armor: While S ir Risharde does have some protection 
from his bionic enhancement, it is  not enough to keep him 
from having to rely on armor for protection. L ikewise, unlike 
most true 'Borgs, S ir Risharde sti l l  requires the environmen
tal protection provided by environmental body armor (EBA). 
He shows the same discernment and taste in armor as he has 
in weapons , and wears a su it of captured CA-6EX Coalition 
armor provided by General Xavier and detai led in the same 
bone-white and gray colors as Sir Jude ' s  armor. He has mod
ified the Coalition exoskeleton to allow for his bionic left 
arm (uses B ionic M .D .C. , no armor present) . M .D .C . : Main 
Body : 200, Arm (right) : 1 00,  Arm (left): 87,  Legs :  1 20 each, 
and Head/Helmet :  1 00 M .D .C . Penalties : -30% to prowl ,  
- 1 0% to  swim, acrobatics, and similar physical skil ls/perfor
mances . No penalty to climb. Features :  HUD Multi-Screen, 
Computer & Video Link, Optical Enhancem ents, Laser 
Distancer, Laser Targeting (+ 1 to strike), adds +8  P .S . to the 
right arm, + 1 4  to Spd, + 1 0  feet (3 .0 m)  to the length and 
height of leaps, and reduces the rate of fatigue by 50%. See 
page 1 02 of Rifts® World Book 1 1 : Coalition War Cam

paign™ for full  details . 

Other Equ ipment : S ir Risharde is provided whatever he needs 
through his relationship with the B lack Swords, but tends to 
hoard vital equipment for his  own use should things turn sour 
and he be forced to bail out . He keeps a three week supply of 
water and food rations as well as an extra pair of V ibro
Swords, two energy pistols ,  two JA- 1 2 Laser Rifles, a Stake 



Driver, a TW Wood Rail Gun, two cases of extra standard 
E-C lips (48 cl ips) and two cases of rifle grenades for the 
WI-GL4 ( 1 44 total grenades ;  one third p lasma, one third 
fragmentation and one third armor piercing), and other basic 
gear secretly stored away in a h idden p lace at the town of 
Howard. Note: He also has a three week supply of water and 
food rations, an energy pistol and six long E-Clips in a com
partment of his hovercyc le .  Risharde also carries a s i lver 
cross and half a dozen wooden stakes on his person in case 
he is  ever forced to fight h is way free from his vampire com
rades .  

Vehicle: The fallen knight can ride a horse, but Sir  Risharde ' s  
love for heavy armor and all things mechanical makes i t  nec
essary to ride a robot horse or modem vehicle. He, person
ally, prefers hovercycles to all others, but in a pinch he ' ll use 
whatever he has to . He pi lots an NG-480 Turbo hovercycle 

with all of the bel l s  and whistles. It includes extra armor and 
a mini-miss i le pod launcher. Top speed is 1 85 mph (296 km) 
and the missi le launcher has a payload of 1 2  mini-missi les 
(typ ically fragmentation, 5D6 M.D .  to a 20 foot (6. 1 m) ra
dius) . See page 6 1  of Rifts® World Book 1 3 :  Lone Star for 
further information . 

Cybernetics:  Cyber-Armor, plus a bionic spine, left shoulder, 
and the entire left arm and hand. The bionic forearm contains 
a flamethrower and Vibro-Sword as noted previously. 

Sir John of Conrad 
Even from his earliest days he felt inferior to  other 

Cyber-Knights, particularly to his brother and father. Sir John is 
the younger son of S ir Donavan Leona, a well respected and 
powerful Courtier Knight. John and his brother, Pedro, fol lowed 
in their father ' s  footsteps and j oined Sir Coake ' s  brotherhood . 
S ir Donavan trained his  o lder son, while John was trained by his  
friend and companion, S ir Antonio, thinking that it was im
proper for a knight to take on two apprentices at once. 

S ir Pedro had early success while Sir John 's efforts met with 
bad luck and fai lure. Sir John was a poor candidate for knight
hood to begin with . He lacked the physical attributes, conviction 
and moral fiber necessary to be a Cyber-Knight . To make mat
ters worse, S ir John felt abandoned and betrayed by his father, 
and b lamed his tutelage under Sir Antonio for his own fail ings . 
Each of his  brother ' S  triumphs made him feel  all the more 
worthless and incompetent. Before he knew it, S ir John was so 
eaten alive by envy, rage, and hatred for his brother Pedro that 
he was barely able to master the summoning of his Psi-Sword 
and complete his Cyber-Knight training. 

S ir John could have become a noble knight, but he saw only 
his own inequities as insurmountable fai lures, and came to be
l ieve the other Cyber-Knights must laugh at him behind his  
back . He loved his father and brother, but felt he could never 
measure up to their stature and the jealousy continued to eat into 
his very sou l .  

Whi le  campaigning with his brother in  the monster-fil led 
deserts of Utah, the two Cyber-Knights were set upon by Worm 

Wraiths. Sir Pedro immediately and enthusiastically took the 
fight to the demonic raiders .  S ir John hes itated. S ir Pedro fought 
hard to destroy most of the Worm Wraiths ,  but without the help 
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of his  brother, he was overmatched and fel l  to the monsters . 
Meanwhile ,  Sir John stood by mute and helpless to do anything 
but watch as his brother was cut down by a volley of laser fire . 

Shocked back to reality by seeing his brother fall ,  S ir John 
charged and dispatched the few remaining Worm Wraiths . 
Wracked w ith shame, sorrow and guilt, he fled, leaving his  
brother' s  remains among the dead carcasses of the monsters , 
and never looked back. A l ittle  while later, he found himself at 
the vi llage of Conrad. The town had been set ablaze by the ma
rauding Worm Wraiths ,  and it had been the flames that had 
lured him and S ir Pedro to the area to investigate. As he sat 
there mute and exhausted, a group of vi l lagers rushed over to 
warn him about the Worm Wraiths .  He calmed them down and 
told them that they had nothing to fear for he had already dis
patched the last of the Wraiths .  They m isunderstood what he 
meant and they assumed he had ki l led them all s ingle-handedly . 
He quickly became  known as Sir John of Conrad, who van
quished a dozen Worm Wraiths and saved a vil lage . Before he 
knew it ,  songs were sung about his  deeds, and he was cheered 
by fe l low Cyber-Knights and citizens throughout the New West . 
Somehow, Sir John never found the voice to correct the mistake , 
and though ashamed of himself, he basked in the glory . Fate had 
other plans . 

Unknown to Sir John, his  brother, Pedro, sti l l  l ived. Shortly 
after the battle with the Worm Wraiths, a group of desert mu-

tants recovered the body of S ir Pedro and put their magical and 
psionic abi l ities to work to heal his grievous wounds. Through 
their craft, they were able to restore him to l ife .  When S ir Pedro 
was told no other human body had been found, he assumed his  
brother, John, was s lain, and his body carried away by the sur
viving Worm Wraiths .  Lost in grief and angry, Sir Pedro 
pledged he would rid the world of Worm Wraiths and rode into 
the prairies of the New West s lay ing Worm Wraiths wherever 
he found them - avenging the presumed death of his brother by 
their hands . Ironically, Pedro ' s  one-man crusade would  be at
tributed to Sir John. When word reached John, he had no idea 
who might be laying waste the demonic Worm Wraiths ,  but he 
glad ly accepted the credit. The twisted young knight welcomed 
the praise and adm iration of the people,  never suspecting that 
his own brother was alive and the source of his new-found fame .  

A s  is  always the case with a foundation built upon l ies and 
deception, the truth became known and the peop le turned on Sir  
John , sending him into hiding and Sir Pedro into a fury . The eI
der brother, now realizing he ' d  been left for dead and his  deeds 
sto len by his sibling, vowed to bring S ir John before his father 
and the Cyber-Knights for judgment. 

Wishing to escape such a fate, Sir John fled south, where he 
took to leading bandits and h ighwaymen. His reputation and 
honor forever destroyed, he took no issue with turning to ban
ditry . Sir John hid his identity as a Cyber-Knight, going instead 
by the name of Antonio J ohnson. He encountered Sir Jude and 
his band of vil lains after two years of bushwhacking and pil lag
ing. Eager to increase his profits and strike out at the Cyber
Knights, he welcomed the opportunity to ride with S ir Jude and 
the vampires of Tombstone. If he were to be an outcast, he 
wou ld destroy the family name,  and maybe several Cyber
Knights in the process .  

Sir John doesn' t  care about the vampires ' cause, just  the pay
off. For him, that payoff is k i l l ing Cyber-Kn ights and other 



heroes, ru ining the fami ly name (when it becomes known who 
he i s  and that he rides with vampires), and whatever wealth and 
power he can gamer through his al l iance with the undead . 

More capab le than he has ever been able to bel ieve, himself, 
Sir John is a valuable asset to the B lack Swords and General 
Xavier. His  knowledge of the subtle and treacherous side of 
combat is very useful to both groups .  He has devised many a 
winning strategy, acquired important information via intimida
tion and torture, and he is especial ly good at predicting how vir
tuous knights and heroes (all of whom he despises) wi l l  react to 
certain situations. The latter is easy, for he simply imagines how 
his noble brother or father would respond, and then devises a 
counter-strategy to defeat or, better yet, destroy them utterly . 
More than any of the other B lack Swords, S ir John is l ikely to 
be found in the background, watching a battle from afar, direct
ing and adv ising General Xavier Stuart or his Secondary Vam
pires and making deals in  back alleys for himself. He disl ikes 
engaging in open combat himself, but is adept at advis ing and 
coaching others . When he attacks an adversary, it is usually 
from the shadows, without warning and with loyal vampire 
henchmen at his s ide to do most of the dirty work. Deception , 
subterfuge, treachery and assass ination are h i s  favorite, per
sonal, tactics. He typically keeps at least a pair of loyal vampire 
minions at his side, and can often be seen in the company of 4-6 

Secondary Vampires (leve ls  3 -6) or advi s ing the leaders of pla
toons of undead or vampire minions. 

S ir John is  starting to become power hungry. He l ikes h is  po
sition of respect and leadership among the vampires, and con
s iders General Xav ier Stuart to be his friend. Furthermore, when 
the Cyber-Knights come, he prays that his brother and father are 
among them , and that he gets the opportunity to watch them die . 
Perhaps even get in the k i l l ing blow himself. Although Sir John 
is, for the first time in his l ife ,  happy among the vampires, he i s  
a self-serving opportunist who wi l l  be  the first to  bug out should 
the war seriously begin to tum against his undead all ies . He has 
no loyalty to anybody but himself, and l ike most rats, worries 
only about his  own skin. 

Sir John of Conrad Stats 

Real Name :  S ir John Leona, also known as Antonio Johnson . 

Race:  Human . Alignment:  Miscreant. 

Attributes : I .Q .  1 1 , M .E. 1 1 , M.A. 7, P .S .  1 3 ,  P.P. 1 0, P.E. 1 0 ,  
P . B .  9,  Spd 1 1 . 

Height: 5 feet, 8 inches ( 1 .7 m) .  Weight: 1 3 5  lbs (6 1 kg) . Age: 

25. Hit Points : 2 1 .  S.D.C. : 56. P.P.E. : 1 6 ; I.S.P. : 1 6 .  

Experience Level : 3rd level Cyber-Knight (Robber Knight) . 

Description : S ir John has dark hair, skin, and eyes,  and is of ob
vious Hispanic descent. He is thin and carries himself more 
like a thief in the n ight or creature of darkness c l inging to the 
shadows than a noble Cyber-Knight l ike his  father and 
brother. His  goatee and short-cropped hair, intended to make 
him look more regal, succeeds only in making him look 
mousey and sinister. Everything about S ir John, from his 
clothing to his body language, reveals his backstabbing na
ture and cowardice . 

Disposition : S ir John is a weasel ,  bul ly, torturer, assass in, and 
all-around sorry excuse for a human being. He is a petty, bit
ter, and self-absorbed misanthrope who never takes responsi-

1 57 

bi l ity for h is  actions .  He blames his father, his brother, the 
Cyber-Knights, fate and c ircumstance for everything he is 
and every vi le  thing he ' s  done. The man can never be trusted 
to do anything except save his own skin. He cares nothing 
about anyone but h imself. If ever there was a fal len Cyber
Knight who is the antithes is  of what the Cyber-Knights stand 
for, it is Sir John of Conrad, l iar, coward, thief and killer. 

Mega-Damage via Cyber-Armor: A.R. 1 6 .  

M.D.C. b y  Location : 

Shoulders (2) - 8 each 

Back Shoulder B lades (2) - 1 5  each 

Forearms (2) - 1 0  each 

ThighlUpper Legs (2) - 1 5  each 

Chest Plate (main body) - 50 M.D .C .  

Additional Armor: A concealed Naruni force field generator 
( 1 60 M.D .C . ;  se lf-regenerating) with a Bandito Arms 
Branaghan M.D .C .  overcoat (3 8 M.D.C.)  on top of that. 

Skills of Note: 

O.C .C .  Ski l l s :  L iteracy : American (60%), Language : Ameri
can, Dragonese/Elven, Spanish, and Euro (90%), Lore : 
Demons & Monsters (55%), Anthropology (45%), Paramedic 
(60%), Land Navigation (56%), Horsemanship: Cyber-

Knight (76%/56%), C l imbing (67%/57%), Body Bui lding, 
Gymnastics (Sense of Balance 65%, Work Paral le l  Bars and 
Rings 7 1 %, Cl imb Rope 79%, Back F l ip 85%), and 
Swimming (70%) . Espionage : Intel l igence (3 5%), Detect 
Ambush (45%), Interrogation (35 %), and Imitate Voices and 
Impersonation (4 1 %/2 1 %) .  Rogue:  Concealment (28%), Find 
Contraband, Weapons, and Cybernetics (24%), Palming 
(30%), Prowl (45%), and Streetwise (28%). Other Assorted 
O.C .C .  Related Skil l s :  Athletics (Aerobic) and Mathematics :  
Basic (80%). Secondary Ski l l s :  Detect C oncealment (3 5%), 
Literacy : Spanish (40%), P ilot: Automobile (64%), Pilot: 
Hover Craft (60%), Radio :  Basic (55%), and Research 
(50%). Weapon Proficiencies :  W.P .  B lunt, W.P .  Knife, W.P .  
Shie ld, W.P.  Sword, W.P.  Energy Pistol, W.P .  Energy Rifle, 
and W.P. Handguns at 3rd level of experience . 

Special Abilities : Al l  standard Cyber-Knight abi l ities, including 
creating two Psi-Swords or Psi-Daggers (2D6 M.D .  Each). 

Vulnerabil ities : S ir John suffers some skill penalties due to his 
low M.A. ,  and his  cowardice and l ies sometimes work 
against him ,  espec ial ly when facing anybody who has been 
used or betrayed by h im in the past. 

Psionics : A Major Psychic, requires a 1 2  to save vs psionics. 
Summon Psi-Sword (no I .S .P .  cost), Create Psi-Shield ( 1 5) ,  
and Meditation (0) . S ir John has no other psionic abi l ities .  

Magic Knowledge : None . 

Com bat Training: Hand to Hand: Martial Arts and Cyber
Knight Zen Combat. 

Attacks Per Melee : Five (3rd level Cyber-Knight) . 

Bon uses : +4 to initiative, +2 to strike, +3 to parry and dodge, 
+6 to pu l l  punch, +3 to disarm, +3 to rol l with impact, + 1 to 
save vs Horror Factor and +3 to Perception Rol l s .  

Cyber-Knight Zen Combat Modifiers : W.P.  Paired Weapons, 
W.P. Shield, and combat acrobatics .  

Weapons of Note : Sir John favors weapons that are easy to 
conceal and quick and s ilent to use .  To this end, he typically 



uses laser pistols and small blades .  He l ikes the Wi lk ' s  laser 
rifles for their light weight, good balance, and accuracy , but 
would much rather do his damage through subterfuge (or 
better yet, get someone else to do it for him).  In terms of con
cealment, nothing beats the Psi-Daggers he can make appear 
at wi l l . 

Vibro-Knives (2) : Mega-Damage : l D6 M.D.  S ir John al
ways has at least a pair of small Vibro-B lades concealed on 
his person . 

Silver Daggers (2) :  He also has a pair of s i lver plated dag
gers ( l D6 S .D.C .lH.P .  damage; double to vampires) and a 
s i lver cross he keeps around his neck, under his garments .  

Wilk's 210 "Pocket Pisto l" :  Mega-Damage : I D6 M.D.  Rate 
of Fire : Single shot only. Range : 400 feet ( 1 22 m). PayW: 
3 shots . Recharged directly , does not use an E-Clip. 

Wilk's 457 Laser Pulse Rifle: Mega-Damage : 3 D6+2 M.D.  
per single shot, or 1 D6x 1 0 per multiple pulse burst (three s i 
multaneous shots) . Rate of F ire: Each s ingle or triple laser 
blast counts as one melee attack. Range : 2,000 feet (6 1 0  m). 
Payload : 30 shots per long E-C lip. Bonus :  + 1 to strike on an 
Aimed shot . 

--

Extra Ammo: 1 2  long E-Clips .  

Body Armor:  Sir John does not l ike to advertise the fact that he 
is (or was) a Cyber-Knight. Consequently, he wears average, 
everyday body armor and clothing. Among his favorite ar
mors is his Naruni force field generator ( 1 60 M.D.C.)  and the 
Bandito Arms Branaghan armor with overcoat, generally 
without the helmet . M.D. C . :  Main Body :  38 (+28 with over
coat), Arms :  1 8  each (+8 with overcoat) , Legs: 24 each (+ 1 2  
with overcoat), and HeadlHelmet: 4 0  M.D.C . Penalties : 
L ight; -5% to c l imb, prowl,  swim, acrobatics, and similar 
phys ical ski l l s/performances when wearing the overcoat. 
This armor is  non-environmental .  

If going into battle with the B lack Swords, or in need of 
environmental protection, Sir John wears a suit of Crusader 
armor with the same color patterns as Sir Jude ' s  armor. The 
l ight armor offers sufficient protection to Sir John, who 
rarely gets involved in a general melee, but sits back and di
rects others or stays on the edge of the battle. M.D .C . :  Main 
Body :  55 ,  Arms:  20 each, Legs : 30 each, and Head/Helmet: 
35 M .D.C .  Penalties : None. 

Other Equipment:  S ir John carries a full complement of camp
ing and survival gear, plus more than his share of food and 
water. He is well-prepared to s l ip away in the middle of the 
night if things get too rough, or if he starts catching too many 
dirty looks from the rest of the B lack Swords . He also carries 
far more currency than the other Cyber-Knights in his party, 
total ing nearly a m il l ion in Coalition and B lack Market cred
its, plus another 200,000 credits in precious metals ,  gems, 
and Black Market items .  

Vehicle: Sometimes rides a horse, but a l so  enjoys piloting his 
NO-230 Prowler. The hovercycle has a top speed of 1 90 mph 
(304 km), main body M.D .C .  of 80 M.D. ,  adds +5% to Sir 
John ' s  piloting ski l l ,  and al lows h im to prowl at his ski l l  pro
ficiency while pi loting it (40%). For ful l  details ,  see pages 
58-59 of Rifts® World Book 1 3 :  Lone Star. 

Cybernetics :  Cyber-Armor only. 
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Note:  S ir Jude despises Sir John, but sees him as serving an im
portant purpose in his plot to bring the Cyber-Knights to war 
against the vampires .  After all ,  S ir John is reason enough to 
bring his famous father and valiant brother to the Southwest 
and s ince they are knights of great influence, they are l ikel; 
to bring others with them. 

Lady Night Runner 
Native American Traditionalist & Vampire Ally 

Lady Night Runner is an interesting character within the 
B lack Swords.  She has no personal affiliation with Sir Jude and 
his marauding crew of miscreants , but in her own way, she is an 
ally of Xavier and the Fort Tombstone vampires. 

Night Runner was raised in the Casper Preserve in Wyoming, 
constantly fighting back demons from the Black Hill Nexus .  She 
was raised in the strictest Traditionalist fashion and has never 
felt comfortable with anything m odem. In the summer of 1 02 
P .A . ,  Night Runner and her warrior party were being overrun by 
demons from a random Rift. After nearly an hour of combat, 
half of her companions lay dead amongst the piles of demon 
corpses. Sti l l  the evil creatures poured from the Rift. Had it not 

been for the timely arrival of a pair of Cyber-Knights, the mon
sters might have overwhelmed the valiant warriors and swept 
their vi l lage. By the time the Rift closed, nearly all of Night 
Runner' s  companions were dead or wounded, and one of the 
Cyber-Knights laid cold on the ground. 

Night Runner was surprised to find that the surviving knight 
was a Native American, Sir Bending River, a descendent of 
Modem Indians who was raised at the Nimipu Preserve in 
I daho. His companion was Lady Beth, a peer and friend for 
many years of adventure. Honored by the lady Cyber-Knight' s 
sacrifice, N ight Runner volunteered to take her p lace at his side . 
Such is how the Traditional ist was taken in and trained as a 
Cyber-Knight . 

N ight Runner' s training was unusual . For one, her Tradition
alist views made much of the normal training impossible .  A dif
ficult student, she refused so much as to hold an energy weapon 
or wear modem armor, much less rece ive Cyber-Armor. She 
had no love for the White Man or his technology and so had a 
great deal of difficulty in accepting the Cyber-Knight code to 
help all people regardless of race and background. In fighting 
demons and monsters, she excel led. She was zealous in her 
studies of strategies, tactics and combat against supernatural be
ings, and she also progressed in her Zen combat, delighting in 
destroying machines of war with her Spirit Bow. However, re
gardless of training, she has never been able to conjure a Psi
Sword or Psi-Shield, despite developing other ps ionic powers . It 
was only during her travels with S ir Bending River that she was 
eventually able to create a Psi-Tomahawk or Psi-Spear. 

Psi-Sword aside, Night Runner was soon a fully trained and 
educated Cyber-Knight traveling the world with S ir Bending 
River. The male Cyber-Knight held with the great C ircle of Life 
and that was something she greatly respected. Even though he 
had no totem, Night Runner enj oyed his  company and their trav
els in the early days of their camaraderie .  She saw the fringes of 
the Coal ition States, visited Tolkeen and the Colorado Baronies 
and many other places .  At first, her travels fil led her w ith awe

' 
, 



but awe quickly turned to resentment and b itterness . Visits to 
"civi lized" kingdoms only convinced Night Runner of the evi l s  
perpetrated by civil ized people against the environment. They 
sickened her, and she felt d irty by her exposure to them. 

It was at this point that Night Runner began to receive her 
"messages from the gods ." First in whispers, and then more 
clearly she heard the nameless voices instructing her. She be
came more withdrawn and secretive, unti l ,  in the middle of the 
night, she finally fled from S ir Bending River. Lady Night Run
ner wandered the wilderness, heeded the words of the voices ,  
and sought out new challenges for her warrior ski l ls . 

After nearly a year of wandering and liv ing off the land, she 
happened across a war party of Papago Indians hunting down 
vampires . Having always studied these deathless creatures with 
fasc ination, Lady Night Runner joined the party to observe . 
When they fmally fel l  upon the vampires ,  the Cyber-Knight was 
shocked. She didn ' t  see evil monsters , but unique creatures of 
her own totem ! The voices in her head applauded her recogni
tion of kindred spirits and beckoned her to join them. She left 
the battle and fol lowed the undead to their lair . Arriving after 
first light, she waited through the day until  they awoke from 
their s leep the next night . She begged to be made one of them 
and marveled that they must be gods themselves, for they defied 

the great C ircle of Life . They did not merely go from birth to 
death, but then also from rebirth to undeath . . .  truly as only the 

blessed could do . 

The vampires, recognizing something unique in this woman, 
took her to meet w ith the ir master. Xavier Stuart immediately 
embraced his good fortune . A lways keeping a keen eye open for 
unique opportunities ,  he discussed with N ight Runner his plans . 
She saw wisdom and purity in the p lan, and swore her al le
giance to her "spirit brothers ." She would help them destroy the 
civi l ized world and bring about the advent of a new, more natu
ral order. Again the voices in her head applauded her decision 
and cheered her good judgment and wisdom . 

Ever since, Lady N ight Runner has stood with General Xa
vier Stuart in his campaign for conquest, and he has (for now) 
kept his word not to attack the Indian tribes in the area. He has 
no intention to keep his promises to the lady knight, but for the 
time being he has no reason to betray her, as any attack on the 
Indian preserves is a long way off in his plans . When S ir Jude 
and his B lack Swords were added to the mix, Lady Night Run
ner was ass igned by Xavier to be a guide and tracker for the 
other fal len Cyber-Knights . She grudgingly accepted when he 
confided in her that he didn ' t  trust S ir Jude or the giant, and 
needed her to keep a watchful eye on them. She frequently 
heads off on her own, but is  constantly encouraged by her 
voices to continue to serve her undead spirit brothers and toler
ate the evil Cyber-Knights . 

Lady Night Runner Stats 

Real Name :  Eamemeohe taa ' eva. 

Race:  Human (Cheyenne Indian) . 

Alignment:  Aberrant (was Anarchist) . The voices in her head 
often encourage her to engage in acts of murder and evi l ,  as 
well as point out things they observe and things she should 
be careful of. 

Attributes : I .Q . 1 1 , M .E . 7, M .A . 1 8 , P. S . 1 9, P .P . 1 4, P.E . 1 9 ,  
P.B . 1 1 , Spd 25 . 
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Height :  5 feet, 8 inches ( 1 . 7 m) . Weight:  1 1 0 lbs (49 .5 kg) . 
Age : 27. Hit Points :  3 5 . S.D.C . :  96 . P.P.E. : 2 1 . I .S.P. : 45 . 

Experience Level : 5th level Cyber-Knight. 

Description : Night Runner isn't  a raving beauty, but is young 
and graceful with an earthy quality that many would call at
tractive. She wears the traditional garb of her people, consist
ing of animal hides and beaded charms and jewelry . Her 
black hair hangs to the m iddle of her back and is always 
braided with fetishes and symbolic beads . Her nearly-black 
eyes seem to have a fire l i t  deep within them, and her narrow 
jaw is always locked into a look of firm resolve . She exudes 
a sense of purpose and confidence despite her youth and ex
treme view of the world. 

Disposition : Lady Night Runner is h ighly disturbed, but doesn ' t  
real ize it . Her  multitude of ever-worsening mental conditions 
makes her actions and general personality increasingly with
drawn and private, with outbursts of violence and erratic be
havior. A lthough she is  d isruptive to the rest of the group, 
she enjoys the company of others, even if she isn ' t  crazy 
about the people she is with . She despises the civil ized peo
ple and the White Man in general . Technology and TW 
magic are both seen as abominations that destroy nature . She 

reveres vampires and sees them as harbingers to a new, 
better, more natural way of l ife, even if the undead are the 
lords and masters of humans . This outlook is due, in part, to 
her Bat Totem, which makes her secretive and disruptive to 
groups, and makes her see vampires as kindred spirits . 

Insanities : Schizophrenic, borderline m ultiple personality disor
der. (Or is it the voice of the Vampire Intel ligence, disguised 
to sound like many and having fun man ipulating a mentally 
ill and tortured soul ?) Night Runner hears voices encouraging 
and justifYing her most anti-social , anti-technology, violent 
and evil thoughts and tendencies . Also Delus ion :  bel ieves 
that vampires are superior beings within (or above) the great 
Circle of Life, and Obsessive-Compul s ive Disorder: con
stantly wipes and c leans her hands, particularly after partak
ing in the atrocities of the B lack Swords and her vampire 
brethren . 

Mega-Dam age via Cyber-Armor:  None . Due to her Tradition
al ist views , Lady Night Runner decl ined the standard me
chan ical augmentation . 

Skills of Note: 

O.c .c . Ski l l s :  Literacy : American (70%) , Language : Ameri
can, Dragonese/Elven, Spanish, and Euro (96%), Lore : 
Demons & Monsters (65%), Anthropology (55%), Paramedic 
(70%), Land Navigation (74%), Horsemanship: Cyber
Knight (82%, see Trick Riding), C l imbing (77%/67%), Body 
Building, Gymnastics (Sense of B alance 75%, Work Parallel 
Bars and Rings 77%, Cl im b  Rope 83%, B ack F l ip 95%), and 
Swimming (80%). Totem Skil ls (Bat) : Detect Ambush (55%) 
and Intel ligence (3 8%) . Hunting and Wilderness-type Skil l s :  
Camouflage (45%), Prowl (57%), Sniper, Tracking (50%), 
and Wilderness Survival (60%). Technical Skil l s :  Lore : Indi
ans (50%), Lore : Magic (40%), and Lore:  Religion (45%). 
Other Assorted O .C .C . Related Ski l l s :  Mathematics : Basic 
(65%), Trick Riding, and Running. Secondary Skil ls : 
Cooking (60%), Hunting, Preserve Food (45%), S ing (5 5%), 
Skin and Prepare Animal Hides (55%), and Track Animals 
(45%) . Weapon Proficiencies :  W .P . Archery, W.P . B lunt, 



W.P . Knife ,  W.P . Spear, W.P . Tomahawk/W.P . Axe, W.P . 
Paired Weapons, W.P . Rifles, and W.P . Handguns at 5th 
leve l of experience . W.P . Chain and W .P . Targeting at 1 st 
leve l of experience . Note: Lady N ight Runner does not have 
W.P . Sword or W.P . Shield. 

Special Abilities : Standard Cyber-Knight abi l ities, including 
the abi l ity to create two Psi-Spears (206 M.D . each) or Psi
Tomahawks (206 M.D .) . Lady Night Runner has never been 
able to summon a Psi-Sword or Psi-Shield. 

Totem Abilities : Lady Night Runner is of the Bat Totem, which 
gives her the ski l ls noted above . It also provides +4 to Spd at
tribute, +2 to initiative, and + 1 to dodge . These bonuses are 
already included with the appropriate stats . It also means that 
Lady Night Runner is rare ly surprised and all enemies prowl 
against her at -20% on their skil l  percentage . 

Vulnerabil ities : Night Runner suffers some skil l  penalties due 
to her low M .E. 

Psionics : A Major Psychic, requires a 1 2  to save vs psionics . 
Summon Psi-Spear/Tomahawk (no I . S .P . cost) , Meditation 
(0), Death Trance ( I ) , Mind B lock (4), N ightvi sion (4) , See 
the Invisible (4), and Summon Inner Strength (4) . Night Run

ner was a natural Minor Psychic before becoming a Cyber
Knight. 

Magic Knowledge : Lore only . Lady Night Runner has begun 
looking into magic in an effort to find out what being is 
speaking to her mind. 

Com bat Training : Hand to Hand : Martial Arts and Cyber
Knight Zen Combat. 

Attacks Per Melee : Six . 

Bonuses : +6 to initiative, +2 to strike, +3 to parry, +4 to dodge, 
+5 to pull punch, +5 to rol l  with punch/fall/impact, + 1 to en
tangle, +2 to disarm, +4 to damage, 50% to trust/intimidate, 
- 1  to save vs psion ics, - 1  to save vs m ind control ,  -2 to save 
vs i l lusions ,  - 1  to save vs any battles of wil l ,  -1 to save vs in
sanity, - 1  to save vs possession, +2 to save vs poison/magic, 
+8% to save vs coma/death, -1 to save vs Horror Factor, and 
+ 3 to Perception Rolls .  

Cyber-Knight Zen Combat Modifiers: W.P . Paired Weapons, 
combat acrobatics, basic combat awareness, and +4 to auto
matic dodge against tech . 

Magic Fetishes :  Lady Night Runner has several magic items 
provided to her by Indian shamans . 

Spirit Short Bow (Major  Fetish) :  Mega-Damage : Varies 
with arrow type . Spirit arrows, conjured magically by the 
bow, do 406 M.D . against Mega-Damage opponents or 406 
S .D .C . against mortal foes . Normal arrows may also be fired 
from the bow, typically doing 1 06 S .D .C . Al l  damages are 
doubled against A l ien Intell igences and their essence frag
ments . Rate of F ire : 5 by W.P . Archery, 5th level . Range : 
880 feet (268  m) . 

Armor Fetish (Minor Fetish):  Made from the shell of a tur
tle, this fetish provides Mega-Damage protection to the 
wearer. Mega-Damage: 45 M.D.C . Regenerates at a rate of 5 
M.D .C . points per day. 

Ear Fetish (Minor Fetish) :  Made from the ears of a bat, this 
fetish provides the user w ith sharp hearing and awareness, 
worn braided into her hair . Lady Night Runner is + 1 to initia
tive, + 1 to rol l  with impact, and all surprise attacks or attacks 
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from behind against the Cyber-Knight make her attackers -2 
to strike . These bonuses have not been inc luded above . 

Tracking Fetish (Minor Fetish) :  A necklace made from the 
teeth and toes of a bat gives Lady Night Runner a + 1 0% bo
nus to Tracking ski l ls ,  either by sight or smel l . This bonus 
has not been included in the given ski l l  percentage above . 

Weapons of  Note : As a Native American Traditionali st, Lady 
Night Runner uses only the weaponry that existed prior to the 
White Man ' s  invas ion of the West. So, a s ix-shooter or bolt
action rifle is about as high-tech as it gets for this Cyber
Knight. That being said, Lady N ight Runner heavily uti l izes 
magical Indian fetishes and her Psi-Spears . 

Stone War Club :  Damage : 204+ 1 S .D .C . Length: 1 . 5 feet 
(0 . 5 m). 

Hunting Rifle: Damage : 406 S .D .C . s ingle shot. Rate of 
Fire : S ingle shot only . Range : 2,000 feet (6 1 0  m) . Payload : 5 
shot internal magazine. 

Extra Amm o :  Two dozen wooden arrows and a box of rifle 
shel ls  ( 1 44 bullets) . 

Body Arm or: When in need of extra protection, in addition to 
the Armor Fetish (detailed above),  Lady N ight Runner wears 
armor made from the skul l  and w ings of a B lack-Winged 
Monster-Man (see pages 1 06- 1 07 of Rifts® World Book 1 5 :  

Spirit West) . The helm i s  carved from the monster ' s  sku l l  
and provides 3 5  M .D .C . of protection, and portions of the 
wings form a type of cape or cloak that provides 60 M .D .C . 
of protection . The Traditionalist Cyber-Knight refuses to 
wear any type of modem armor, but may wear armor made 
from the h ides of creatures such as Fury Beetles and dino
saurs . 

Other Equ ipment: Standard for a Cyber-Knight, but with no 
technological gear of any type . Everything about Night Run
ner' s gear is as it would have been at the turn of the 1 9th cen
tury , including clothes made of animal hide, skins used for 
bedding, etc . 

Veh icle : Of all of the B lack Swords , Lady N ight Runner is by 
far the best rider. She rides a nameless Appaloosa pony, bare
back, us ing only a simple rope bridle . She never pilots or 
rides in any modern vehicle . 

Cybernetics: None. 
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● 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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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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Dead Reign™ RPG
It is the aftermath of the zombie apocalypse. Civilization is gone, the 

dead reign, and the living fight to survive against impossible odds. Tales 
of zombies, human survival and horror as a fast-paced, easy to learn 
game and sourcebooks.
● Zombie combat rules, vehicles and equipment.
●● Six iconic Apocalyptic Character Classes and Ordinary People 
with 40+ occupations to choose from.
● Seven types of zombies plus the Half-Living.
● Secrets of the Dead and tips on fighting zombies.
● Death Cults, their Priests, power over zombies and goals.
● 101 Random Scenarios, Encounters and Settings.
● 100 Random Corpse Searches and other tables.
● Quick Roll Characte● Quick Roll Character Creation tables (10 minutes).
● A complete role-playing game by Siembieda and others.
● $22.95 retail – 224 pages – Cat. No. 230. Available now.

Civilization Gone™
Dead Reign™ Sourcebook One
ItIt has been months since the dead rose to attack the living. Civiliza-

tion has crumbled. There is no army, no government, no help coming. 
You are on your own and things are only getting worse.
● Madmen and Psychopaths including the Zombie Master, Ghost 
Walker, Backstabber, Messianic Leader, Zombie Lover, Deathbringer 
and others.
● Bandits and Raiders who prey upon other survivors.
● Street Gang Protectors and their mission to save lives.
● Phobia and Obsession tables. Many adventure ideas.
● House and home resource and encounter tables.
● Random encounter and survivor camp creation tables.
● Additional world information and survival advice.
● $12.92 retail – 64 pages – Cat. No. 231. Available now.

Dark Places™
Dead Reign™ Sourcebook Two
Secrets of survival, including using railroad tracks and the urban 

underground to travel unseen and undetected by zombies.
● Worm Meat, Bug Boy, Sewer Crawler and Impersonator Zombies.
● “Live Bait” zombie lures with human beings as bait.
●● Traveling the rails and boxcar encounter tables.
● Traveling sewer tunnels, steam tunnels & other dark places.
● The pitfalls and dangers of the urban underground.
● Diseases, infection and additional world information.
● Random encounter tables, boxcar content tables, and more.
● $12.92 retail – 64 pages – Cat. No. 232. Available now.

Endless Dead™
Dead ReignDead Reign™ Sourcebook Three
The zombie hordes grow in number and strangeness. Can humankind 

survive? Where is the military?
● New types of zombies like Fused Zombies and Walking Mass Grave.
● New O.C.C.s including Wheelman and Zombie Hunter.
● Info & tables for weaponizing vehicles and vehicle combat rules.
●● Random encounter tables for military bases, police stations, gun 
stores, buildings, suburbs, industrial parks, small towns, farmland 
and wilderness.
● Tables to make Survivor caravans, hideouts, Safe Havens & more.
● Timetable for setting zombie campaigns & many adventure ideas.
● $16.95 retail – 96 pages – Cat. No. 233. Available now.

Fear the Reaper™      Graveyard Earth™      Beyond the Supernatural™ RPG      Nightbane® RPG series
Other horror titles from Palladium Books®

© Copyright 2012 Palladium Books Inc. All rights reserved. Rifts®, Palladium Books®, Megaverse®, Nightbane®, Heroes Unlimited, Dead Reign and other published book titles, names, slogans and likenesses are trademarks of Palladium Books Inc.

Can YOU survive the Zombie Apocalypse?



Palladium Books® Check List & Order Form
Dept. P-16, 39074 Webb Court, Westland, MI 48185

Name:                                                                           Address:                                                                                                                   

City:                                                                                   State:                        Zip/Postal Code:                      Country:                        

Credit Card Number:                                                                                      Expiration Date:                            Visa       MasterCard

Telephone Number:                                                            Signature:                                                                          AMEX       Other

The Rifter® Series
       090 Best of The Rifter® – $12.95
       170 The Rifter® #70 – $13.95
       171-172 The Rifter® #71 & 72 – $24.95
       173 The Rifter® #73 – $13.95
       174 The Rifter® #74 – $13.95 (Spring)
       175 The Rifter® #75 – $13.95 (Summer)

Splicers®

       200 Splicers® RPG – $23.95
Note: Sourcebooks coming soon.

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 (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™ – Screen-

play & Sourcebook – $12.95

Weapons Books
       401 Weapons and Armor™ – $8.95
       402 Weapons and Castles™ – $8.95
       403 Weapons and Assassins™ – $8.95
       404 Weapons & Castles of the Orient™ – $8.95

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™ – $12.95 (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 – $22.95
       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
       515 Aliens Unlimited™ – $24.95
       516 Heroes Unlimited™ G.M.’s Guide – 

$24.95
       517 Century Station™ – $24.95
       518 Gramercy Island™ – $24.95
       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 (manga size) – $16.95
       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

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 1 – $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 Two™ – 

$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

       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.

www.palladiumbooks.com

       874 Rifts® WB 30: D-Bees of North 
America™ – $24.95

       875 Rifts® DB12: Dimensional Outbreak 
– $24.95

       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
       885 Rifts® WB 32: Lemuria™ – $24.95
       886 Rifts® Black Market™ – $24.95
       887 Rifts® WB 33: Northern Gun™ One 

– $24.95
       888 Rifts® WB 34: Northern Gun™ Two 

– $26.95
       889 Rifts® Sourcebook: Coalition States, 

Heroes of Humanity™ – $20.95
       890 Rifts® World Book: Secrets of the 

Atlanteans™ – $24.95 (coming)
       891 Rifts® World Book: Sovietski™ – 

$24.95 (coming)
       892 Rifts® Sourcebook: The Disavowed™ 

– $16.95 (coming)
       893 Rifts® CS: Heroes of Humanity™ 

Arsenal Sourcebook – $16.95 (coming)
       894 Rifts® Haunted Tech™ – $16.95 (coming)
       2510 Rifts® & The Megaverse® Art Book 

– $22.95
       2510-HC Rifts® & The Megaverse® Art 

Book, Hardcover – $50.00
       2510-CML Rifts® & The Megaverse® Art 

Book, Collector’s Masterwork Edition 
– $125.00

Miscellaneous Products
       600 Deluxe Revised RECON® RPG – 

$22.95
       2536 Rifts® Coffee Mug – $10.00
       2537 Gamer Coffee Mug – $10.00
       2539 Rifts® Dice Bag – Black – $8.00
       2545 Dead Reign™ Coffee Mug – $10.00
       2554 Palladium Bookmarks, Set One – $5.00
       2555 Palladium Bookmarks, Set Two – $5.00
       2560 Palladium Fantasy® Coffee Mug – 

$10.00
       2561 Property of Chi-Town Library Pencil 

– $0.50 each
       2562 Future Visions™ – The Artistry of 

Charles Walton II – $13.95
Note: T-tshirts and other products can be 
found online: www.palladiumbooks.com

Rifts® Miniatures
       MI8002 Xiticix Pack – $18.00
       MI8004 Coalition Dog Pack – $18.00
       MI8005 Men of Magic Pack #1 – $18.00
       MI8006 Cyborgs Pack #1 – $18.00
       MI8007 Simvan & Ostrosaurus Pack – 

$18.00



www.palladiumbooks.com
®

Rifts® World Book 28: Arzno – Vampire Incursion™
Vampires and mercenaries – what more could you ask for? 
Arzno offers exploration and adventure in the American Southwest, where you will find the Great Trade Road, the 
Waste, the Grand Canyon, Arzno: city of mercs and magic, and vampires.
UnknownUnknown to the residents of Arzno, there is a new danger looming: an invasion of the undead, spearheaded by a 
fierce vampire General who is ready to make his bid at conquering the Southwest. The only people who stand in his 
way are the heroes of Arzno. Thus, they have been marked as the first to be destroyed.
● The City and Territory of Arzno described and mapped.
● New Techno-Wizard gizmos, weapons, armor, power armor, and vehicles.
● The vampire legions of General Xavier Stuart.
● The sinister Blood Cult – willing servants of the undead.
●● The mysterious, ghost-filled forest known as the Waste.
● Other notable people, places and vampires.
● World information and adventure ideas.
● 160 pages written by Jason Richards; additional text by Kevin Siembieda.

$20.95
Cat. No. 868
ISBN-10: 1-57457-157-5
ISBN-13: 978-1-57457-157-8ISBN-13: 978-1-57457-157-8

One game system – 
a Megaverse® of adventure™

Also from Palladium Books®

Rifts® Lone Star™
● The CS Lone Star Complex.
● Bandits of the Pecos Empire.
● Dog Boy variations and other CS mutants.
● 176 pages by Kevin Siembieda.

Rifts® New West™
● More than 20 O.C.C.s.● More than 20 O.C.C.s.
● Gunslingers, Bounty Hunters, Psi-Slingers & more.
● Lyn-Srial Sky Knights & Cloud Magic.
● Monsters, dinosaurs, D-Bees like the Fennodi & others.
● TW weapons and vehicles; Bandito Arms & more.
● 224 pages by Siembieda & Kornmann.

Rifts® Spirit West™
● Native● Native American people, culture & warriors.
● Shamans and their fetishes and unique magic.
● Spirits, Gods and Totem Animals.
● Key people, places and background.
● 208 pages by Wayne Breaux Jr.

Other Palladium RPGs
● Beyond the Supernatural™ – horror.
● Heroes Unlimited™ – supe● Heroes Unlimited™ – super-heroes.
● Ninjas & Superspies™, and more.
● Palladium Fantasy RPG®
● Nightbane® – horror and science fiction.
● Splicers® RPG – Mega-Damage setting.
● Rifts® Chaos Earth® – how it all began.

Available
in stores
everywhere
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