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TheUltimateRIfts® Reference

The ultimate Rifts® reference. That is the idea behind this book.
That's what you, our fans, have requested. Of course, putting it &l to-
gether was not an easy task. The Rifts Megaverse® is infinite. Limited
only by one's imagination. The Rifts® world, war, dimension, conver-
sion and sourcebooks aready in print only touch upon a fraction of
those possibilities and number over 40 titles. Rifts® is arich, exciting
and expansive playing environment the likes of which have never quite
been seen in gaming, but it has dso gotten abit unwieldy.

The Rifts® Game Master Guide is designed to make the Rifts
Earth environment more manageable. How?

By presenting the crucial data and information in one essy to man-
age reference book. This means we have collected al the skills, weap-
ons, equipment, power armor, robots, vehicles, bionics, psonics,
experience tables, combat and other data into ONE big reference book.
We could not squeeze everything we wanted to include into this tome,
even after going with nine point type and 350 pages! But it does have
the essentials.

Magic is so huge it has gotten its own, equally big book - The
Rifts® Book of Magic. Likewise, we could only provide an "index" of
the hundreds of different O.C.C.s R.C.C.s and monsters. And equip-
ment from the Rifts® Dimension Books (alien worlds) had to be left out
too, but at least there are only four of those with another 2-4 in the de-
velopment stages.

Stll, the Rifts® Game Master's Guide is the ultimate reference
to Rifts Earth, and reduces the need to lug around two dozen world
books to run or play a Rifts® campaign tojust a handful.

Exploring the
Rifts® Megaverse®

Rifts®, by itsvery nature, isan expansive gaming environment with
truly endless possibilities.

The hundreds of cheracters, concepts and places presented in
Rifts® are impossible to contain or condense in one or two tomes.
That's a good thing, because we don't want to be hamstrung or limited
in our adventuring. We want ALL the options. However, that does not
mean one can thoroughly play al of those options. The Megaverse is
just too dam big. But that's okay.

Think about it. Even a world traveler like my wife, Maryann, can
not claim to have seen or experienced the entire world. Soon, shell be
able to proudly claim she has visited every continent on Earth. Quite a
feat. While that claim will be true, she can NOT claim to have seen ev-
ery country or city on Earth. Nor can she say that she has seen every
culture or society. Heck, she can't even claim to have seen atenth of
them, and Maryann has been traveling the world for something like
twenty years now. Even if she spent the mgjority of her time traveling
around the world, she could never see every place.

The point is, our tiny blue planet isjust too big, and life too short, to
honestly see and experience it all. The same applies to the game world
of Rifts®. And the Rifts® role-playing environment is even worse, be-
cause the characters can travel to virtually anywhere in the infinite
Megaverse®! As exciting and dynamic as that concept is, the redlity
means making choices.

The Game Master and his/her players must pick and choose which
characters to play and what part of Rifts Earth and/or the Megaverss®
to play in today.

The reality ofinfinite choices is a certain amount of indecision, frus-
tration and aflat out impossibility to see and do it all. Like Maryann in
her world travels, al one can hope for is to enjoy exciting snippets of

the grester Megaverse. That may leave some players with a sense of
missing out on something cool and fun. When there are hundreds of
characters to choose from and dozens and dozens of cool adventure s-
tings presented in books, it can be hard to pick the "right one" Just re-
member, the decision is tough because there are so many aluring and
fun possibilities - endless possibilities. But that doesn't mean you are
missing out if you don't explore them al! 1t means that you should pick
one or two or ten (as the case may be) and have a blast with it! When
you get tired of that one or want a change of pace, there are scores of
new and different possibilities to explore. That is the beauty of Rifts®.
Youreally are limited only by the imagination.
That is dso the beauty of role-playing.

The Beauty of Role-Playing

You see in this day of amazing technology, lightning fast commu-
nications and constant, exciting innovation, there is nothing that comes
close to role-playing. That's because we utilize the ultimate computer,
the one that can think for itself, imagine and dream - the human mind.

No machine can match it. No machine can "imagineg' and "create"
fictional characters, places, and idess that exist only in the mind of that
individual and share it with others. No machine can read words and
"sg' them as pictures and events as if watching a motion picture.
Computers can not imagine brave and noble heroes, exotic D-Bees,
fabulous diens, terrifying monsters, treacherous villains, alien worlds
or magic or super abilities that defy logic. But we can. We human be-
ings can unleash the power of the imagination to create incredible
works of art, vision, and imagination. We can use that power to cure
disease, build, bridge impossible barriers, travel to the moon, and see
ourselves as something more than animals. That amazing power is what
we tap when we role-play.

We role-playing gamers use our power of imagination to creste and
tell sories Sories each and every player in the group helps to mold
through his or her character's actions and interaction with others in the
gaming group. Together, we create a shared experience visualized in
our heads. Together we shape an epic story of adventure and heroism.
We remember it the same as we would a grest movie or a book, only
the memories are sharper and much more persond because we, through
our fictional characters and bold imaginations, were part of the story.
Our interaction, camaraderie, quick thinking, and a little luck of the
dice saved the day. Heck, maybe even saved a world! And the only
place this epic battle took place and is recorded, is in the minds and
hearts of the participants. Man, oh man, you can not get any more
unique, specid and persona than that.

Our imaginations beat the best computer graphics or Hollywood
specid effects hands down, because the human mind can think of and
visualize ANYTHING! And the suspense, excitement and action can't
get any more vivid, because you are there - through your fictional char-
acter. You are the "actor" playing the knight, thief, cyborg, Juicer, spell
weaving Line Walker, dragon or D-Bee. More than an actor, you are
helping to write the script - to build the story. Y ou, the player, through
your character, your imaginary playing piece, can change events as
they unfold. Together, working with the Game Master (the architect
and director of our adventuring), you and your fellow players can be
the hero or the goat. And if one faters, his buddy (another fictional
character under another player's complete control) is there to lend a
hand, sword or magic spell. It doesn't get any more interactive than
that!

In caseyou can't tell, | love role-playing games. To meit isthe ulti-
mate gaming experience. It is storytelling taken to the max. It is pure,
unbridled imagination, adrenaline, friendship, laughs, fun, cleverness,
acting, writing and art al rolled into one explosive shared experience.

It ismagic.



Magic, because you turn words and ideas into adventure. Magic be-
cause every group of players can take the same game and concepts, and
run in a million different directions. It doesn't matter if the group plays
the game serious and dramatic or lighthearted, full of humor and silli-
ness, or as power-crazed "hack n' dash" maniacs kicking down doors
and smashing the bad guys into oblivion. It doesn't matter as long as
the players are having fun.

That's the beauty of role-playing, it can be twesked to satisfy every
taste. While you or | might not play "hack ‘n dash," it doesn't matter
that thousands of others do. What matters is that the imagination is un-
lesshed and everybody is having fun. Everything dse is a matter of per-
sonal taste.

If agaming group loves to power game, go for it.

If you love dramaand pseudo-redlism, go for it.

If you prefer puzzles and mystery, enjoy them.

If your thing is military drama, that's good too.

If you prefer strong, character-based action adventures, or comic
book style gtories, or love stories, or sword and sorcery, or a combina-
tion of it all ... or something completely different, go for it. It isall per-
fectly acceptable.

Of course, there are genera "styles of and approaches to play, as
well as "schools of thought”" who tend to think their particular approach
isthe best (hey, don't we all?). | have come to redlize that isjust human
nature. Hence the constant debate and sometimes name calling be-
tween self-proclamed serious or sophisticated gamers and the
so-caled power gamers or twitchers. But in the end, neither isright or
wrong. It al comes down to FUN. Fun and unleashing the imagination
to have a night or afternoon offun with your friends. What brand of
fun, action and zaniness a particular group of gamers takes to is up to
them. There is no WRONG way to play. Not if everybody in the gam-
ing group is having fun. At least from my point of view as the game de-
sgner.

So if you had fun exploring one of Palladium's worlds, whether you
wove your way through some clever, dramatic plot, or shot up monsters
and villains in an orgy of butt-kicking action; if you unleashed your
imagination and enjoyed things you never imagined before, and had
fun doing it - welcome to my world. My Megaverse. OUR Megaverse.
| hope you come back to enjoy it many, many times.

- Kevin Siembieda, 2001

Rifts® Lexicon

The following is an aphabetica listing of select names, terms and
slang common to Rifts Earth. Scettered among them are a few notable
"game" terms as well.

'‘Borg: Sang for "cyborg." Usualy refers to a full conversion cy-
borg.

‘Bot: Slang for "robot." Usually referring to robots with a computer
brain or artificial intelligence rather than the giant robot vehicles pi-
loted by aliving being.

‘Burb or 'Burbs: Slang referring to the tent cities, shanty towns
and more forma and nice communities (from towns and cities to
farms) that inevitably crop up around major metropolises, especially
the great walled tech-cities of places like Chi-Town, Iron Heart and
Quebec City.

Burster: A type of psychic with pyrokinetic powers above and be-
yond the normal range for that psionic ability. Basicaly they can burst
into flame and manipulate fire. See the Rifts® RPG for details, and see
Rifts® World Book 12: Psyscape™for a range of other types of psy-
chic characters.

Coadlition States: The greatest human technological power in North
America. Free Quebec comes in second. Chi-Town (northern Illinois
and Missouri) isthe Capital.

Coming of the Rifts: The mythical time in which magic returned,
the ley lines surged with renewed energy at unprecedented power levels
and the planet Earth was forever transformed. The Dark Ages followed,
lasting for about 200 years before human civilization began to rise
again in 2287 A.D. (1 P.A.). See PA. for a brief, but more complete
time-line.

Cowboy: The Cowboy, Gunslinger, Gunfighter, Sheriff and other
Old West style Occupational Character Classes (O.C.C.9) with a dis-
tinctive Rifts flavor are common to the region known as the New West.
See the World Book of the same name for complete details.

Crazy: Crazies are those who have undergone M.O.M. (Mind Over
Matter) conversion. Mental and physical augmentation via cybernetic
brain implants to make them physically stronger and faster. It so usu-
ally gives the Crazy some psionic powers. One of the unfortunate side
effects isthat it dso makes the character athrill junkie, hyper and usu-
ally more than a little bit crazy, hence the moniker. Roughly compara-
bleto a Juicer.
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Creatures of Magic: Some players seem to have trouble making
the distinction between creatures of magic and the supernatural. Crea-
tures of magic are long-lived life forms that have human-like intelli-
gence, pearsondities, and foibles, but to whom magic is an innate,
sometimes ingtinctual ability. That isto say, magic is as much anatural
ability to them as the five senses are to humans. Such creatures of
magic include al types of dragons, Faeries and Faerie Folk, the
sphinx, the unicorn and similar life forms. All crestures of flesh and
blood (even if M.D.C. flesh and blood) rooted in the physical world.

By comparison, supernatural beings have very little in common with
humans. Mogt are immortal and primordia beings whose bodies are ei-
ther ethereal/spirit-like or energy in nature. Even those trapped in a
physical body possess unnatural powers in that body and may shgpe
change or fire or channel energy (whether that energy be fire/heat,
magic or emotions, etc.). Most are dso creatures driven by instinct and
base emotions, and who possess natural "supernatural powers” In fact,
many are the embodiment of one or more base and vile emations such
as hate, greed, envy, etc,, and are ingtinctively driven to torment, hurt
and kill "mortals.

Credits: The common designation for money and monetary units.
One credit isroughly equivalent to one dallar. It is an eectronic mone-
tary unit placed on acredit or debit card. Also see Money and Universal
Creditsin this section.

D-Bee Slang for "dimensiona being," typicaly referring to a hu-
man-like (or at lesst bi-pedal) adien from ancther world. A D-Bee is
typically “humanoid” in appearance, meaning a basic human body
shgpe - one head, 2-4 human-like arms and hands, two legs, etc. Those
who look extremely dien or mongtrous are generally considered, well,
alien or mongtrous, athough sometimes any intelligent aien being is
lumped into the category of "D-Bee"

Most D-Bees (95%) are Hit Point and SD.C. creatures. Only a few
have Mega-Damage hides or supernatural strength. None are supernatu-
ral beings. Having supernatura P.S. or PE. does not automatically
make one supernatura. A “true” supernatural being is a demon, demi-
god, godling, god, alien intelligence or similar inhuman being that de-
fies our understanding of biology and the laws of physics. They are
more than mere mortal humans or D-Bees.

Dead Boys Sang for Coalition Soldiers. They got this dubious
nickname because they dress in black, the standard body armor has a



skeletal appearance, the CS army uses the death's head motif on every-
thing, and because they dedl out "desth" to D-Bees, practitioners of
magic and anybody who opposes them. See the Rifts® RPG and Rifts®
World Book 11: Coalition War Campaign for information about the
Coalition Army. Sourcebook Four, to learn about the Coalition Navy.
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Demons: So-cdled "demons' and devils and Deevils are evil super-
natural beings. Some are attractive, but most look monstrous and fright-
ening. Many can disguise their appearance (but not their vile nature)
through metamorphosis and other shapechaging abilities or magical
powers. Most seek out mortals (humans and D-Bees) for their own s&
distic pleasures or prey upon them like cattle.

Sub-Demons are the weakest and most downtrodden of their kind.
Brodkil, Gargoyles, Gurgoyles, and Imps are al sub-demons.

Lesser Demons are the rank and file of demonkind. The foot sol-
diers, if you will, of the more powerful demons who command them.
Most have a low to average intelligence, are extremely aggressive and
war-like.

Greater Demons are much fewer in number than Lesser Demons.
For every hundred lesser demons there is only one greater. These are
the lieutenants and commanders of demonkind. Most are more intelli-
gent and much more powerful than their "lesser" brethren.

Demon Lords are the deific powers who rule the less powerful de-
monic hordes beneath them.

Alien Intelligences are generally acknowledged as the most power-
ful of demonic lords and are often powers unto themselves. Many are
conquerors and invaders, commanding great legions of demons and/or
mortal minionsto conquer and endave an entire world, sometimes hun-
dreds of worlds. While others are enigmatic figures who keep to them-
sdves while they loose some secret conspiracy for their own
amusement or simply to undermine a competitor or to have fun at the
expense of others. They are the worst of the worst, and incredibly pow-
erful.

Also seethe supernatural.

Dog Boys The humanoid, canine mutants created by the Coalition
States via genetic manipulation of dogs Dog Boys are engineered,
grown and conditioned to fight on the side of the CS as loyd soldiers,
police and rescue operatives. See Rifts World Book 13: Lone Sar for
complete details on these and other CS mutants.

E-Clip: Traditional automatic wegpons have an ammo-clip. A car-
tridge that holds bullets and is dapped into the weapon to supply its
ammunition. An "E-Clip" isthe equivalent for energy wespons like la
s guns, ion blagters, particle beam rifles, and plasma gectors, among
others. Instead of feeding the weapon bullets, an E-Clip is effectively a
powerful battery that feeds the weapon energy to fire X number of en-
ergy blasts. Typicaly, the more powerful the blast (i.e. the more dam-
age it inflicts) the fewer shots are available from that weapon. See the
Weapons section of this book for more data and detals on E-Clips and
E-Power Packs.

Erin Tarn: Arguably the most famous and beloved celébrity in
North America, perhaps the world! Famed historian, scholar and out-
spoken critic of the CS and injustice everywhere.

Great Cataclysm: The cataclysm that destroyed most of human
civilization marked by the Coming of the Rifts. The Gresat Cataclysm
caused worldwide, and literally earthshattering calamities: Earthquakes,
storms, floods, fires and mass destruction on a biblical level, followed
by plagues, starvation, war and dimensional anomalies and distortions,
and the appearance of invading demons, monsters and D-Bees. Sea
level rose, civilization collapsed (in many cases, wiped from the face of
the planet) and Earth was reborn as an aien environment, place of
magic and dimensional nexus to countless alien worlds. Also see PA.
for more time-line data

Humanoid: In Rifts® the term is used broadly to include any
non-human/D-Bee who is rather "human-like" in appearance; bipedd,
stands upright, intelligent, and socid. In other words, an alien being
with "human characteristics."

Juicer: A Juicer is a character who has undergone physical aug-
mentation via chemical means to make them more dert, physically
stronger and faster. Unfortunately, the character becomes reliant on his
"juice" (the drugs) and literally "burns out" in under ten years, and
dies! A tragic figure that can be a hero or fiend. See the Rifts® RPG
and World Book 10: Juicer Uprising™for more on this O.CC.
Roughly comparable to a Crazy, athough both are strikingly unique.

Ley Lines: Natural lines of energy that radiate from the very planet
and run in a gtraight line. That energy is the stuff of magic and can be
drawn upon by practitioners of magic to power magic spells, magic rit-
uals and to open dimensional portas. A ley line can run afew thousand
feet/meters, afew miles or severa thousand miles long. Most are about
a half mile to a mile wide, with an additiona two miles (3.2 km) of
magica influence (i.e. a mage can draw on the ley line up to two
miles/3.2 km away). They radiate afaint blue energy that can barely be
seen during daylight, but can be clearly seen on heavily overcast days
and at night .Where one or more intersect (a nexus point) the ley lineis
most powerful.

M & M: Slang for "metal and man" or "meta man," usualy refer-
ring to a Headhunter because these warrior adventurers are usualy a
partial cyborg or heavily augmented with bionics. But can refer to any
partial cyborg.

Mega-Damage (M.D.): In the Rifts® setting, humans and most
D-Bess are Hit Point/S.D.C., but they wield such advanced technology
and/or powerful magic, that they have weapons and armor that is mea
sured in Mega-Damage. Handguns, body armor and vehicles with the
firepower and armor of a 21st Century tank. Likewise, supernatural be-
ings, creatures of magic and some D-Bees are Mega-Damage beings
with skin like the armor of a battleship and supernatural strength.

Mist (or “to mist™): A grim term used by high-tech soldiers, mer-
cenaries and warriors that refers to "killing and vaporizing" an oppo-
nent/enemy with an energy weapon; i.e. "Mist him" (kill him), or "mist
the bodies' (vaporize them, leaving no or minimal evidence), or "mist



the truck” (vaporize it). Particle Beam and ion weapons are especially
good at vaporizing things, but actually, any Mega-Damage weapon at-
omizes SD.C. materids, including living beings.

Money: The most common unit of money on Rifts Earth (and, con-
veniently, the entire Megaverse) is the "credit." One credit is effec-
tively the same as one dollar. However, there is no paper or coin
denominations. Instead, electronic credits are monetary units placed on
a debit card. One hands the retailer the debit card and the appropriate
number of "credits' is electronically subtracted. Payments to an indi-
vidual are electronically input onto the plastic debit card.

A number of nations/kingdoms have their own brand of credits
backed by their own, independent banking institution. These "locd"
credits are often redeemable only at the sponsoring kingdom/nation or
business, forcing the individual to spend his money in that community.
Sometimes a neighboring kingdom or national merchant operation (like
the Black Market) will accept arival's credits, especialy if the two do
alot of trade with one another. However, mogt "civilized" places and
businesses will accept Universal Credits. Note: A number of electronic
and DNA based measures are in place to prevent illegal use, robbery
and fraud. For example, cards encoded with the owner's genetic code
can only be used by that individual and all transactions must require his
direct involvement and approval.

Universal Credits are electronic currency accepted at most places
throughout Rifts Earth and by the Splugorth, Naruni, Phase World, the
Three Galaxies and most people and places associated with them.

Gold & Gems. Some merchants and communities prefer, quite liter-
ally, "cold, hard cash" in the from of precious metas and stones, such
as gold and diamonds. Likewise, most banks and worldly businesses
will accept precious stones and metals and turn them into "Universal
(or other) Credits" taking 10% of the value as their service fee
Typically, when gold, gems or jewelry are used as currency, the item
will be ascribed a value in "credits" Thus, a diamond worth 6,000
credits is treated as 6,000 credits, and any "change' is likely to be
given to the character in the form of a debit card with “x” number of
credits.

Trade and Barter. Much of Rifts Earth is a desolate wasteland with
pockets of habitation. Many places are low-tech and have little or no
use for "credits' and perhaps not even technology. Here, one can trade
goods (furs, the meat of afreshly killed animal, a bolt of fabric, agun,
etc.) and services (labor, heding, cooking, hunting, ridding one of a
problem, etc.) for another item or service. Sometimes an item offered
or wanted in trade has no practical purpose (a piece of jewelry, artwork,
animal's tooth, etc.) and other times it is very practica (shove, gun,
clothes, etc.); it al depends on the wants and needs of the buyer and
ler. Moreover, some item or service that has worth in one commu-
nity may have no value (or need) at another. While magic and psionic
powers can often win one favor and trade goods, it is unwelcome in
some aress and can get the individual using it or offering it locked up in
jail or much worse.

Natural Twenty: A game term that means a "20" is rolled for a
combat action without the use of bonuses and other modifiers. A "mod-
ified twenty" would be aroll of anumber less than 20 on the actud die,
say an 18, which becomes a 20 or higher thanks to a bonus. Thus, 18
+2 to dtrike equals atwenty, but NOT a"naturd 20."

A natura 20 is the best one can roll in combat and is an automatic
strike or success. It can only be dodged or parried if the opposing char-
acter dso happens to get a "natural 20" (hey, it does happen). At Palla
dium, we usualy let a natural 20 accomplish exactly what the player
wants for his character on that combat action with perfect execution or
precision (i.e. he shoots exactly what he was aiming at, even if it is a
one in amillion chance, or the perfect and/or effortless parry, dodge,
disarm, knockout punch, roll to save, ec.). And a natura twenty is a-
ways impressive to pectators and may impress lowly villains to surren-
der or flee, expecidly if there are severd powerful or impressive
combat actions.

Non-Player Character (NPC): A game term that refers to any
“character” NOT created and played by one of the "players." Hence, it
is a“non” player character. Such characters are typically played by the
Game Master and include villains, store clerks, bartenders, the fair
damsdl in distress, and al incidental characters who are encountered by
and interact with the "player characters.”

OC.C. The acronym for Occupational Character Class. An O.C.C.
is a character class based on an occupation and orientation. The O.C.C,,
the skills sdlected, and alignment all define the character and his or her
abilities.

PA.: Short for Post Apocalyptic calendar. The P.A. dating system
started in North America about 109 years ago and marks the end of the
Dark Age that followed the Great Cataclysm. The Dark Ages lasted for
nearly 200 years.

Once and for dl, here is the time-line for the Coming of the Rifts
and the Great Cataclysm:

December 22, 2098 A.D. marks the Coming ofthe Rifts and the be-
ginning of the Great Cataclysm. Note: Most people in the world do
