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Introduction

Welcome to Rifts® World Book Ten: The Juicer Upris-
ing™. When presented with the challenge of writing a book
about this major event in the history of Rifts Earth, I decided to
concentrate on four major elements which I think are what you,
kind readers, will be most interested in.

First of all, the Juicers. Always one of the most popular
0.C.C.s in the Rifts® Megaverse®, Juicers can be tragic heroes,
daredevils, or evil villains. This book tries to expand on the role-
playing possibilities of this character, offer new Juicer variants
and skill packages, and answer some of the questions about the
lives, origins and ultimate ends of these super-human warriors.
There are technological Juicers, mystical Juicers, even some Ne-
cromantic mixtures of technology and dark magic; use them as
friends or foes as you will.

But the book is not just about Juicers. Several city-states and
kingdoms of North America are described in varying detail. As
the first in the new batch of Rifts® books concentrating on
North America, World Book Ten will start exploring the conti-
nent in greater detail, followed by other information-rich books
like Rifts® World Book 11: The Coalition War Campaign™
(often referred to in this book as the CS War Machine),
Psyscape™, Lone Star™, and the New West™

Additionally, more technology and equipment was included
in this book. Although this is not a “hardware book” like
Triax™ and Rifts® Mercenaries, you will find a few, new ex-
otic weapons and vehicles, most of them uniquely suited to the
Juicer psychology and needs, but which can be of use to other
adventurers as well.

Finally, the Juicer Uprising itself. Rather than an adventure,
I have outlined some of the salient events and points of a major
revolt aimed at the Coalition city of Newtown, and then de-
scribed a number of possible scenarios and sub-plots for Game
Masters to develop. This means any GM can easily blend the
Uprising into his campaign, and develop this danger-fraught
situation as he sees fit. Mercenaries or heroes, opportunists or
saviors, any character may play a role in the Uprising, even to
the point of changing the ‘“history” of the world.

So strap on your armor and make sure your E-Clips are
charged before you join the Uprising in World Book Ten, and
enjoy!

—C.J.Carella

Prelude to Destruction

We who are about to die, salute you.

You fear us, as well you should. We have nothing to lose. We
are the walking dead, and we won’t mind at all if we send others
on their way ahead of us. We kill and we die; it’s all the same to
us. Mess with us at your peril.

Your lords and masters made a terrible mistake. It’s all right
to fear us, vilify us, to call us psychopaths and pathetic thrill
seekers. It's even okay to try to kill us — it’s going to happen
sooner or later, right?

But you should never have given us hope. Even worse, you
shouldn’t have taken that hope away.

You Coalition dogs tried to fool us with promises of long life
and power. You thought we would become your cannon fodder,
and kill and die in your name. Now we know your promises were
lies. Big mistake, “Squishies.”

This day, all the Juicers on the continent declare war on the
Codalition States and all their allies. We hold the Prosek family,
General Underhill and Lybock personally responsible for this
betrayal. We are coming for you, Prosek. Think about it and
tremble.

— Julian the First
Mega-Juicer, Commander of the Juicer Army for Liberation

Proclamation transmitted
on all Radio Frequencies:
“Hey, Killers!

“Y’all know the Coalition Dead-Heads been lyin’ to us about
the Prometheus Treatment. They ain’t gonna give it to us. They’s
afraid of the likes of us. But the treatment exists! They were
gonna hold out on us, help a few to show they weren’t kiddin’,
and then send us to get killed at Tolkeen!

“But they screwed up. We’ve found where they been conduct-
ing the research to make their immortal Juicer army. Yeah, you
heard me right. ‘Immortal.” We can have all our powers, be the
toughest bastards on the block, and we get to live a hundred, two
hundred, three hundred years! We'll be the rulers of the world!

“The Prometheus Treatment is in Newtown! The Dead-Heads
kept their labs hidden away from their big cities. Bad idea,
‘cause now they’s too far away to send enough help before we
take the town and the secret of immortality for us. It's our
chance to get back our lives.

“Let’s get ‘em!”

Graffiti Found on
a bunker outside Newtown:
“I don’t care who'’s right — Let’s go kill something.”




The Juicer
Revisited

Juicers are a strange and unique group. Some are people who
have sacrificed their lives for the sake of power, others are un-
witting or unwilling victims, and many are desperate or driven
people who do not care about the consequences of their actions.
Avengers, psychos and misfits, they are feared by many people
on Rifts Earth, often with good reason. After all, a person who
does not care about whether or not he or she lives or dies has lit-
tle regard for the lives of other people. The other side of the coin
is the dedicated warrior, who has literally already sacrificed his
life for some cause, be it revenge, the protection of the weak, or
some obscure obsession.

In these pages, the history, lives and myths of the Juicer are
explored.

Pre-Rifts Origins of
the Juicer Procedure

The first Juicers were developed in Pre-Rifts Germany, dur-
ing the tense period that preceded the Great Cataclysm. The
search for the perfect super-soldier became a new type of “arms
race” as dozens of researchers worked feverishly on one of the
many avenues of research that might lead to a superior warrior.
While companies like Mindwerks (see Rifts® Sourcebook Two:
Mindwerks™ for details) developed the M.O.M. (Crazy) conver-
sion, and genetic research organizations like the Tex-Am Com-
plex and the Achilles Project (see Rifts® World Books Six &
Nine: South America I and II) worked on creating mutant ani-
mals with human intelligence, corporations like Uberchem In-
corporated worked on the Juicer process. Uberchem was one of
the pioneers in drug enhancements, and its patents and tech-
niques were applied (and copied) in dozens of places worldwide.

At first, Juicers were only used by ruthless Third World dicta-
tors and other madmen who cared nothing for the lives of their
soldiers. As the augmented soldiers started making an important
contribution in the battlefield, however, more and more nations
started keeping small forces made up of Juicer “volunteers”;
often in secret to avoid public scrutiny.

Mindwerks’ research created an uproar regarding human aug-
mentation utilizing brain implants (see Rifts Sourcebook Two:
Mindwerks). Leaks reporting the 100% mortality rate of the
Juicer Process on all volunteers in under eight years created a
public furor regarding the inhumanity of augmentation experi-
ments on human beings, volunteers or no. Outrage swept Ger-
many and raised serious questions in other parts of the world,
particularly in the United States and Japan. Mindwerks was the
last company to knuckle under to the pressure. Uberchem, al-
ready on shaky financial grounds, collapsed almost immediately,
“orphaning” dozens of advanced Juicer research projects. How-
ever, this was not the end of the projects. The U.S. government
and some American corporations covertly purchased many of
the patents and hired a number of former Uberchem employees.




The resurrected research did not last long before the Great Cata-
clysm all but obliterated civilization on Earth. Thus, the secrets
were lost — for a while.

Early Juicers

The early pre-Rifts Juicers were not too different from their
contemporary counterparts. Many of them did not undergo the
full, terminal process, however, but instead used the less severe
JAEP (Juicer Augmentation Enhancement Program) treatments
which gave the users only a fraction of the Juicer’s power, but
did not kill the enhanced humans if they did not overindulge (de-
scribed in Rifts® World Book Five: Triax™ and the NGR). The
people of “civilized” nations, like Germany, considered the vol-
unteers who underwent the fatal augmentation to be insane patri-
ots or barbarians to be shunned by “right-thinking folk.” At the
same time, however, many others, especially the young and
members of the “counterculture,” were fascinated by the concept
of men and women who accepted a short life in return for god-
like powers.

Juicers were often romanticized in novels, movies and video-
games. A few pre-Rifts relics have been preserved, and have
greatly contributed to the prevailing Juicer “mythos.” Among

them is Reginald Wallazek’s novel trilogy, The Deathdance
Saga. The Deathdance Saga chronicled the (utterly fictional) ad-
ventures of Julian Amici, a European mercenary and secret agent
who used his Juicer powers to uncover evil government con-
spiracies. The novels spawned a myriad of sequels, movies,
video-games, and even a worldwide chain of interactive game
parks. Julian Amici became as popular in the 21st Century as
James Bond had been in the 20th, particularly among young
teenagers who loved the idea of a doomed, misunderstood, yet
heroic character. The anxieties caused by the new “cold war”
may have had something to do with the popularity of an aveng-
ing Juicer who was capable of defeating any foe but was help-
less to stop his inevitable fate.

Copies of the Deathdance Saga have been found in many
pre-Rifts ruins. Although these books and films, both on paper
and disks (computer and video), are banned in the Coalition
States, manufacturers in Ishpeming (Northern Gun), Lazlo, New
Lazlo and Kingsdale have produced a number of restored edi-
tions, as well as new, modern versions and spin-offs. Sales are
huge and many copies have been smuggled into the Coalition
States. Computer games and movies, mostly pirated from an-
cient copies from before the collapse, are also fairly popular
among the technological elite. Outside major kingdoms and
technological enclaves, books are almost unknown, however, an
oral tradition based on these stories has been created after travel-
ers and merchants shared their renditions of the novels or movies
they had seen/read with local peasants and farmers. In some
places where Juicers are not popular, Julian Amici is seen as an
evil “bogey-man” which mothers used to scare their children: “If
you’re not good, Julian Amici will come for you!” At others, he
is a symbol of justice and heroism, no less real than other mytho-
logical figures. In some villages, Julian Amici is believed to be a
real person who has somehow managed to survive and is alive
and well! More than one youngster who undergoes the lethal
Juicer Process has been inspired by these legends.

It may be no coincidence that the self-proclaimed leader ol
the Juicer Uprising calls himself “Julian the First.”

Juicers After the
Great Cataclysm

During the “Dark Ages” following the Great Cataclysm, most
technology was lost. Most surviving groups of people did their
best to unearth or rediscover as much knowledge as possible.
Among the first priorities were weapons and armor; the threat of
bandits, supernatural creatures and D-Bee marauders were the
most important concerns. Unearthing tools and knowledged re-
garding building and manufacturing were next. Human augmen-
tation quickly became another major priority; Juicers and similar
“super-humans” had a much better chance of surviving fights in-
volving monsters and alien beings. To protect their loved ones,
many people willingly sacrificed their lives to become the en-
hanced warriors. After all, life was so hard that very few people
had any certainty that they would survive five or six more years
under any circumstances! Life expectancy, for the lucky, was
age 26 — augmentation offered the augmented warriors the
hope that those they protected had a fighting chance to survive
and rebuild.

In most places, of course, the technology was utterly lost. The
bio-comp systems necessary to create Juicers were complex,
very advanced machines, far beyond the capabilities of most sur-
vivors. A few made do with pre-existing systems and models un-
til the computers broke down or the drugs ran out. Others tried to
make do without the bio-comp system, resulting in the deaths of
many would-be Juicers through overdoses and other mishaps.
Enclaves like the NGR in Europe, the Silver River Republics in
South America, and the future nation of Ishpeming/Northern
Gun in North America, were the only places where the knowl-
edge was kept alive. As communities grew and dispersed, they
carried with them some of this precious scientific heritage. In
other places, desperate scavengers in the ruins of old cities un-
earthed books and computer files that would lead to the redis-
covery of old technology. Even so, Juicers did not make their
return in numbers until the first years of the Post-Apocalyptic
(P.A.) era. It took that long (a Dark Age estimated to have lasted
300 years) for humankind to rebuild even a fraction of its former
might.

As noted previously, most redevelopment focused on the
military sciences; the tools of war were crucial for survival. As a
result, many civilizations started creating Juicers, Crazies and
mutants, or turned to magic or alien champions to protect them.
The Coalition States were the main exception. Although at first
they may have relied on at least some Juicer soldiers (since the
official history of the Coalition is so thoroughly rewritten to re-
flect current propaganda, nobody knows for sure), the CS soon
made it a point to turn its back on all forms of human alteration.
Its leaders turned to power armor, armored vehicles, robots and
trained mutant animals. Far more efficient, its leaders insisted,
was to use (intelligent) mutant animals and robots to fight and
die for Humankind than the needless sacrifice of human life. For
the CS, the idea of putting human lives at risk was stupid and de-
structive. The preservation of humankind and what made them
human was more precious than ever in this new world of mu-
tants, aliens and monsters. As a result, they regarded most types
of augmentation as deforming and dehumanizing, so such proce-
dures were outlawed in CS territories.






Juicers Today
Circa 105 P.A.

Despite the Coalition’s laws and persecution, Juicers are
fairly numerous in many parts of North America. Kingdoms like
Ishpeming make extensive use of these augmented warriors, and
offer the conversion process for sale to those who can afford it.
Unlike the “super-soldiers” of the past, most Juicers become
what they are for selfish reasons, not patriotism or a just “cause.”
Some see themselves as heroes and heroines, but many others
just want to enjoy life to the fullest while they can, regardless of
the consequences.

Becoming A Juicer

The road to power and glory is not an easy one. People be-
come Juicers for a multitude of reasons, and those who wish to
become Juicers often fail to achieve their dreams. Some com-
mon patterns among those who choose the short life of the su-
per-warrior are described below. They can be helpful for players
wishing to develop a Juicer character, and for Game Masters

who wish to treat Juicer non-player characters as something
more than combat monsters to throw at the adventuring party.

Common Juicer Volunteers
“Are you nuts? Y ou wanna die or something?”
“We all die, old man. I wanna live the good life first!”
— Conversation overheard outside a Body-Chop-Shop

Who wants to become a Juicer?

The shortcomings of the process are obvious and well-publi-
cized; most notably, a very shortened life span and violent death.
Coalition propaganda depicts Juicers as insane psychopaths who
will die horribly in a few years and, thus, have no respect what-
soever for human life or decency (in many cases, true). Still,
there are many for whom even these facts and dark reputation
are no deterrent. Among them are the following:

The Young and the Stupid: Many people in their late teens
and early twenties feel immortal, and think that nothing terrible
is really going to happen to them. Most of these people have no
combat experience and do not realize that death has no respect
for age or youth. Also, despite the warnings, propaganda and
cautionary tales, many people actually do not believe the process
is lethal! Even if it is, they reason, they still have a chance to de-
tox after three years (a long time in their minds). Their plan is
simple, they tell themselves: undergo the process, make a pile of
money and “retire” after three years. Easy and exciting, they fig-
ure. They are wrong.

Mercenary recruiters for independent kingdoms love this type
of foolish “volunteer.” They can hire them relatively cheaply
(the cost of the Juicer conversion plus some form of stipend or
salary), plus these new Juicers are likely to be loyal as long as
they believe there is hope. Eventually, however, Juicers who
hang around others of their kind see the price of power first-
hand. They soon realize that they are probably doomed to die in
the throes of a drug-induced bio-overdrive or blasted to atoms on
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the battlefield. Even worse, most of them soon become totally
addicted to both the enhancing drugs and, more importantly, to
the feeling of super-human strength, speed and physical perfec-
tion. They get a rush when people whisper in fear, “Oh my god,
a Juicer,” and often mistake fear, hate and awe with respect and
power. Their carefully crafted plans soon collapse and they be-
come addicts with no way out, or bitter, often mentally twisted
men and women who feel life has handed them a raw deal.

Most Juicers of this ilk end up with an anarchist, miscreant or
diabolic alignment, always looking out for number one. Many of
them start with unscrupulous or even good alignments, but the
discovery of their predicament often leads them astray.

The Obsessed: Some people follow the Juicer’s path with
their eyes open, knowing full well the consequences, and not
caring. Among them are those who want to be able to strike back
at a former tormentor or oppressor. This enemy could be any-
body, from an individual to an entire species. Many former vic-
tims of supernatural predators such as vampires or the minions
of the Splugorth have undergone the Juicer conversion for a
chance to get revenge on them. Some would-be revolutionaries
or former enemies of the Coalition States have done the same,
hoping that in the five to seven years they will have left to live,
they will be able to do enough damage to compensate for their
sacrifice. Personal conflicts are also a common motivation;
many are the tales of Juicers who lived for the day when they
could confront somebody who offended or brutalized them or
their loved ones. Bullied children often dream of gaining the
Juicer’s powers so they can teach their tormentors a lesson.

The biggest problem these avengers have is the high cost of
the Juicer process. Unlike the more mercenary Juicers, the ob-
sessed do not want to spend two or more years of their lives
working off their debt. Instead, they try to sell whatlittle worldly
goods they have, or raise the money through more illicit means.
A few pretend to accept the terms of an employer, and then es-
cape as soon as they undergo the Juicer conversion. These oath-
breakers are often pursued by their angry ex-employers, beaten,
enslaved and/or executed.

Most obsessed Juicers are anarchist, aberrant or diabolic;
their driving goal has become so important that they will gladly
sacrifice not only themselves but anybody or anything to achieve
it. Some may hesitate before harming the innocent — after all,
many of them were former victims themselves — but others
simply don’t care anymore.

The Insane: You don’t have to be crazy to be a Juicer, but it
helps. A significant percentage of these augmented warriors are
indeed psychotic or delusional. Some think they will beat the
odds and survive longer than the allotted five to seven years;
others are so far removed from reality they only have a vague
idea of what is happening to them. The worst of the lot are the
true psychotics, people who have no respect whatsoever for hu-
man life, and who do not have normal emotions and feelings.
These madmen have no remorse or compassion, and often kill
for no good reason. Fortunately, psychopaths do not survive
long in civilized areas; as soon as their true natures are revealed,
they are often killed by lynch mobs, champions of justice like
Cyber-Knights, and even their fellow Juicers. However, psycho-
Juicers in the wilderness can indulge in their insanity without
fear of reprisals, especially among the most brutal outlaw gangs
that terrorize the countryside.



The Poor: The gap between the haves and the have-nots is
much wider in the post-apocalyptic era than it has ever been. On
one extreme are the wealthy and powerful, who own technologi-
cal and magical conveniences that are far better than the most
decadent 20th Century billionaire could have imagined. On the
other, are the destitute people living in conditions that would not
have been tolerated in 20th Century America — conditions, in
fact, no better than those endured by medieval peasants, if not
worse. The poor of Rifts Earth live in squalid villages or slums,
eking a meager living and are constantly exposed to plagues,
bandits, and supernatural predators. The life expectancy of these
unfortunates is lower than it has been since the Industrial Age;
surviving to age thirty when you are poor is an accomplishment.
To these unfortunates, the poorest adventurer is incredibly
wealthy. Owning an energy weapon and M.D.C. armor, each
worth tens of thousands of credits, is an incredible achievement
to people whose average income is often less than one thousand
credits per year!

Faced with such a life, many people will do anything it takes
to escape it. Even the Juicer’s short life looks like a better option
than what they have. So, many people will volunteer for the con-
version. Some reason they can make their money and quit before
the Juicer process kills them. Some have written off their own
life as lost, but hope to make enough money to help their family
to escape their life of poverty or subjugation under a foul ruler.
Others simply don’t think ahead.

Many of these Juicers feel a great deal of hatred for the
wealthy; some become bandits and commit atrocities against
anybody they consider to be rich. A number of them, on the
other hand, embrace the decadent culture of the affluent and
powerful, and do their best to forget their humble origins. Some
never manage to acquire either wealth or glory and die an
anonymous death. Very few actually manage to help those they
left behind.

Unwilling Juicers: Not every Juicer chooses his fate. A sig-
nificant number are forced into it. Unwilling Juicers are basi-
cally slave-warriors, pressed into service, made to endure the
Juicer process, and used as cannon fodder by their enslavers. Al-
though slavery is illegal in most of the larger kingdoms, a
number of small nations and groups have no such qualms.

The largest slave market in the world is the monster-popu-
lated continent of Atlantis. There, the Splugorth and their min-
ions use humans as anything from servants to food. Juicers are
not an exception. Many slaves are turned into Juicers and used
for labor or forced to fight in the arena for the entertainment of
the masses. These Juicers are either the human technology vari-
ants or more powerful and grotesque bio-wizardry Juicers (for
more information about bio-wizardry Juicers, refer to the Splu-
gorth Juicers section; general information about bio-wizardry,
alien symbiotes and other Splugorth technology can be found in
Rifts World Book Two: Atlantis).

Slave Juicers are slightly better off than normal slaves and
forced laborers, inasmuch as they have valuable skills and abili-
ties — and also have a good chance to escape and maybe get re-
venge on their tormentors. Ex-slaves can make great tragic
characters — doomed to die through no fault of their own, but
willing and able to right some wrongs before their demise.
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The Juicer Procedure

“This Won’t Hurt A Bit.”
— Handwritten sign over a Body-Chop-Shop in Ishpeming.

Contrary to popular opinion, Juicer conversion is neither in-
stantaneous or painless. It requires two surgical procedures, a pe-
riod of adjustment, and often serious side-effects. Some people
come out of the operations without Juicer powers, with reduced
or altered forms of those powers, or as physical wrecks, weaker
than when they started!

Undergoing the Juicer procedure can take as long as two
months. First, the operations installing the bio-comp and the
IRMSS internal housing each take 2-6 hours, and the patient
must convalesce for at least two days in between the operations.
Rushing the procedure increases the chance of a catastrophe by
15% (i.e., reduce the chance of success by 15%, or by 20% if
both operations take place on the same day; see below). After
the bio-comps and nano-machines are in place, the new Juicer
must undergo a period of adjustment as his body is modified and
enhanced by the drugs. Over the first week, the Juicer will get
one half of his final bonuses. For example, a Juicer whose
strength has been raised from 14 to 26 will only have a P.S. of
20 for the first week. Initial combat and initiative bonuses are
likewise half those provided by the end of the procedure. It will
take 2D4 weeks for the full benefits (bonuses) to manifest them-
selves. Sadly, many neophyte Juicers go out looking for trouble,
relying on their abilities and often getting themselves killed be-



fore they are fully empowered and capable of handling them-
selves.

A competent doctor with the proper equipment can perform
the procedure with a 98% chance of success without ill effects.
This chance will decrease proportionally with the skill and shod-
diness of most body-chop-shops. In an illegal “bodybuilding
clinic” in the Coalition States, unscrupulous cyber-docs will use
substandard techniques -and implants, often “recycled” bio-
comps and injection collars, usually taken from the corpses of
dead Juicers! If characters undergo the Juicer conversion in the
course of play, the Game Master might want to reduce the
chance of success by 6% to 48% (giving a range of 50% to
92%), depending on the type and quality of body-chop-shop
used by the would-be Juicer. Then roll percentile dice using the
modified chance of success. If the roll succeeds, the Juicer proc-
ess is performed normally, with only the common dangers and
side effects listed under Dangers and Side Effects. If the roll
fails, however, a mistake has been made! Roll on the following
table:

01-30%: Reduced bonuses: Reduce one of the physical bo-
nuses (P.E., P.S. or P.P.) by half! Everything else remains the
same.

31-50%: Poorly calibrated bio-comp: The bio-comp system
overdoses the Juicer, increasing his attributes but greatly de-
creasing his life span! Add 1D4 to any two physical attrib-
utes, but reduce the character’s life span by 1D4 years!

51-60%: Narcolepsies: This strange phenomenon is caused by a
faulty bio-comp circuit in charge of monitoring the Juicer’s
health level. Occasionally, the bio-comp will think the Juicer
is severely injured, and will place the victim into a temporary
healing coma! Consequently, the Juicer has a 1-5% chance of
suffering Narcolepsies (sudden states of unconsciousness) for
no apparent reason every day; this chance is reduced to 1%
during combat or strenuous activity. Roll at the beginning of
each day: 01-05% means the Juicer will suffer an attack of
Narcolepsy during the day; roll 4D6 to get the time (military
time; i.e. 400 to 2400 hours, or 4:00 a.m. to 12:00 a.m.) of
day when the Juicer will, for no apparent reason, collapse into
a coma. This period of unconsciousness will last 2D4 min-
utes. A sudden impact (being struck or attacked) has a 50%
chance of snapping the character out of this state.

61-70%: HSS Syndrome: Roll on the HSS table.

76-85%: Metabolic-Induced Voracity: See the MIV entry be-
low.

86-90% : Psychosis: Roll on the Random Insanity Table.

91-97%: Roll on the Last Call Effects Table. The Last Call
Effects will affect the Juicer from the beginning of his new
life, causing many people to think he or she is nearing death!

98-00%: Near-lethal backlash! The victim rejects the poorly-
administered drugs. The bio-comp needs to be removed, and
the patient suffers the effects of undergoing Detox! All physi-
cal attributes are reduced to 8+1D4 (or the original attribute
-2, whichever is lower), and the victim is permanently weak-
ened. The Juicer procedure can be attempted a second time,
but also reduce the chances of success by an additional -10%!

Dangers and Side Effects

Even during their first 1-3 years of life, Juicers are not ex-
empt from side effects, possible malfunctions in their bio-comps,
and other dangers. Power always has a price, and the more pow-
erful the Juicer is, the steeper — and more lethal — that price
becomes. A significant percentage of Juicers are never able to
lead a normal life, even by the standards of what is normal on
Rifts Earth.

Among the most common side effects of the Juicer conver-
sion are the following:
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Hyper-Strength Syndrome (HSS)

This condition is common among Juicers with a P.S. of 30 or
higher, or any Juicer variant with supernatural P.S. HSS suffer-
ers are not always able to control their strength, and often end up
breaking things and hurting people without meaning to. The con-
dition comes about when the Juicer’s nervous system does not
develop well enough to cope with the increased strength of his
body. Symptoms include clumsiness when handling fragile ob-
jects, sudden bouts of trembling, muscle spasms, and jerky, un-
coordinated movement. About 27% of all super-strong Juicers
are afflicted with this syndrome, but among Titan Juicers (see
the Juicer Variant Section), the chance is even greater: studies
show a 40% chance of being afflicted with HSS.

During character creation, the Game Master or the player
may roll (at the G.M.’s discretion) to determine if a super-strong
Juicer (P.S. 30+, or any level of supernatural P.S.) suffers from
HSS. A roll of 01-27% (or 01-40% for Titan Juicers) means the
character is afflicted with that syndrome. In that case, roll on the
following table.

HSS Symptoms Table:

01-20% Tremor/Spasms: The character is afflicted by occa-
sional muscle spasms. His muscles start trembling uncon-
trollably, causing the character to drop objects, knock things
down, etc. The spasms are not overwhelming or paralyzing.
Furthermore, adrenaline seems to keep them under control, so
the spasms do not affect the Juicer’s combat performance
whatsoever; they tend to occur during quiet moments. Every
day, there is a 5% chance that the Juicer will suffer the
spasms at some point. To determine the time of the spasm,
roll 4D6; a 4 is 4:00 am. and a 24 is 2400 military time
(12:00 a.m.); however, if the character is in combat or physi-
cally active, the adrenal surge produced by the bio-comp sup-
presses any spasms. The episodes last 1D4 melee rounds,
during which the Juicer is at -20% to any skill roll and will
accidentally inflict 1D6 S.D.C. damage to any thing or person
in his grasp (drop, crush, bump, knock over, etc.).

21-40% Severe Tremor/Spasms: As above, but the muscle
spasms are more frequent and may happen any time, even in
combat! Every day, there is a 15% chance the character will
be afflicted by one or more spasms; roll four times a day (as
many as four attacks each day)! To determine the time of
each spasm, roll 4D6; a 4 is 4:00 a.m. and a 24 is 2400 mili-
tary time (12:00 a.m.). Each episode lasts 2D4 melee rounds
(30 seconds to 2 minutes). The effects are as above, except
that if the Juicer is in combat, he is at -4 on all combat actions
during the episode, and -30% on all skills.



41-55%: Clumsiness: When handling fragile objects, the char-
acter may accidentally break them or crush them between his
fingers. The save roll is equal to the Juicer’s P.S. bonuses to
S.D.C. damage! So, a Juicer with P.S. 30 will need a 15 to
save. The character adds M.E. bonuses (if any) to his saving
roll. Also, if the player states that his character is very care-
ful, taking two to three times the amount of time normally re-
quired to carry out a task, the Game Master may assign an
additional bonus of +2 to +10, depending on circumstances.
Fragile objects include glass cups or vials, ceramic plates,
chopsticks, binoculars, books, etc. Metal objects, any M.D.C.
object (includes most weapons) and other solid objects are
not damaged by these spasms.

56-70% Major Clumsiness/Danger to Others: In addition to
the clumsiness symptoms above, the Juicer also risks injuring
people while hugging them, bumping into them or even
showing affection. The save is the same as above, but the
Juicer has a +2 bonus, although circumstances (a passionate
embrace or similar display of affection, for instance) may re-
duce or even eliminate the bonus. If the save is failed, the
“victim” can take 1D4 S.D.C. plus the Juicer’s hand to hand
damage bonus in accidental injury. M.D.C. creatures and
S.D.C. creatures with a P.S. or P.E. of 22 or higher are tough
enough to not take damage from such accidents, so no save is
necessary. Characters in M.D.C. body armor are also safe.

71-80% Tremor/Spasms and Clumsiness: The Juicer is af-
fected by both occasional muscle spasms and the clumsiness
associated with HSS. Effects as per the two entries, above.

81-90% Severe Tremor/Spasms and Clumsiness: As above,
but the tremors are more severe; see individual entries for de-
tails.

91-95% Tremor/Spasms and Major Clumsiness: Occasional
spasms accompanied by a dangerous inability to control one’s
strength. See individual entries for details; reduce bonuses to
save by half.

96-00% Severe Tremor/Spasms and Major Clumsiness: The
Juicer is racked by severe spasms in addition to being a dan-
ger to others. Double the penalties and damage inflicted by
these conditions.

Metabolic-Induced Voracity (MIV)
— Juicer Gluttony

This condition is common among Juicers with exceptional
speed and reflexes (Spd. 80+ and/or P.P. 26+); Juicers with such
high attributes have a 20% chance (roll during character crea-
tion) to experience MIV symptoms. Hyperion Juicers (see the
New Juicer Variant Section) have a 30% chance of developing
MIV, regardless of their actual attributes.

Basically, MIV is caused by the bio-comp system’s demands
on the Juicer’s metabolism. To keep up with the incredible en-
ergy demands on their body, MIV sufferers must consume a
minimum of 10,000 calories a day, the equivalent of five or six
meals, but will not feel satiated until they consume at least
20,000+ calories! The Juicer will be in an almost constant state
of hunger unless he has something to eat almost every hour;
meats, junk-food, nuts of all kinds and fatty foods are preferred,
as they have a higher caloric value. Sights like Juicers spreading

butter over a cheese pizza, or eating chunks of fried lard are
common, as the craving for fat takes over.

Despite the incredible amounts of food eaten, MIV Juicers
(also known as “gluttons”) never gain weight; in fact, many be-
come rather thin (for a Juicer) despite eating three to ten times as
much as a normal human.

If the MIV Juicer misses a day’s meal (consumes under
10,000 calories), he experiences a feeling of coldness, light-
headedness, and weakness. Reduce all combat bonuses and in-
itiative by -1. The character will feel mild anxiety and be
afflicted by pangs of hunger. If he sees food, he will feel a nearly
irresistible urge to drop anything he’s doing and consume a meal
(usually not applicable to life threatening situations). If this oc-
curs at a wholly inappropriate moment, like during combat, a
save versus insanity (plus M.E. bonuses, if any) is necessary to
resist the urge. The weakness passes as soon as the Juicer con-
sumes enough food.

Eating less than 10,000 calories (but at least 2,000) a day will
severely weaken the Juicer: reduce all combat bonuses by -1 (cu-
mulative) per day. If the Juicer spends a day without eating any-
thing (for a Juicer that’s less than 500 calories), all his bonuses
and melee attacks are halved, and the character will be racked
with hunger pains. After a second day without food, the bio-
comp will slow down the Juicer’s metabolism to save the char-
acter’s life. However, this means speed and P.P. are temporarily
halved and all Juicer reflex bonuses are temporarily lost! The
starving MIV Juicer must save versus insanity to avoid flying
into a frenzy at the first sight of food. A failed roll means he
charges in and devours whatever he can get his hands on (and
will fight, perhaps kill, to get it)! This condition will continue
until the Juicer has eaten enough to allow his metabolism to
speed up again. There are stories of some MIV gluttons resorting
to cannibalism to satisfy their urges!

Juicer Psychosis
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Insanity is a common price for the power acquired by Juicers.
The problem is, the so-called “Juicer Psychosis” is sometimes
hard to differentiate from the overconfidence most Juicers (justi-
fiably) feel. Added to this is the fact that many volunteers for the
Juicer process were mentally ill to begin with, so it’s difficult to
establish a link between the Juicer conversion and inevitable in-
sanity. However, kingdoms where Juicers are employed in great
numbers have the statistics to prove that a significant number of
them develop mental problems within a few years after their
transformation. The “Juicer psychosis” can actually be one of
many different mental disorders, ranging from delusions to a
lack of conscience and remorse.

Some 15-25% of all Juicers develop mental or emotional dis-
orders at some point in their lives. The chance of insanity in-
creases over the years, to the point that almost a fourth of all
Juicers in their last months are mentally ill. Game Masters wish-
ing to add that risk into their games should make a percentile roll
on the following table every “campaign year” (or so) of the
Juicer’s life, starting with the second year. In the second year, a
roll of 01-05% means an insanity has developed; 06%+ means
no insanity. Every year after that, add +5% to the chance; by the
sixth year, the chance of random insanity becomes 25%.



Juicer Psychosis Table — By Kevin Siembieda

Note: Psychosis is a severe mental disorder characterized by
deterioration of normal intellectual and social functioning, and
by partial or complete withdrawal from reality.

01-10 Obsessed with death. This character loves to fight and
likes to kill; it gives him a rush as good as any chemical re-
lease. Some even become serial killers or mass murderers
who slaughter people without hesitation, as if trying to mur-
der as many people as they can before their own end.

11-20 Fascination with death in all its forms. The Juicer ex-
amines and tends to study ways one can die (and kill), imple-
ments of death, how the human (and nonhuman) body
reacts/responds to the threat of death/fear reactions, tolerance
to pain, survival responses, and even the philosophical con-
cepts of death, the soul, life after death and so on. It’s inter-
esting to note that the character is not afraid of death and is
not morbid about it, simply fascinated. Others may find him
to be disturbingly callous and ghoulish.

21-40 Super-species syndrome: A common symptom is the
belief that Juicers are a “separate, new species” or the “next
step in human evolution” and that all non-augmented humans
are inferior beings, not worthy of much, if any, respect or
consideration. Regard for the life, laws and the needs of non-
Juicers is minimal.

41-50 Superman syndrome: The Juicer thinks he’s stronger,
faster, smarter, and better than anybody else. He tends to re-
spect only brute strength, power, ruthlessness and other Juic-
ers. As a result, the character accepts foolish challenges, takes
dangerous risks and always underestimates his opponent or
the chance of failure/defeat. Crazies are often seen as loud-
mouthed rivals. If it’s any consolation, the character is usu-
ally cheerful, helpful and positive.

51-55 God syndrome: The Juicer believes he is “god” and as
such, above the law, judgement, and comprehension of all
creatures. The least offensive are cocky, arrogant, bossy, con-
descending and trivialize everything that does not directly in-
volve them (they are the center of their universe). The most
extreme honestly believe they are truly a superhuman “god”
and act accordingly as directed by their alignment, so some
are reasonably benevolent “gods” while others are cruel,
vengeful or malicious.

56-60 They’re out to get me: The character believes that most
people hate and fear him out of jealousy, because he’s better
than they are. As a result, he believes “they” are out to get
him (torture, kill, imprison, cheat, discredit him, etc.). Blames
all of his misfortunes on others and sees conspiracies every-
where. Tends to be a loner and distrusts everybody except fel-
low Juicers and the occasional comrade.

61-65 Ordinary laws are meant for ‘“ordinary” men: The
Juicer’s sense of superiority is such that he ignores the laws
of any place he visits. The character isn’t necessarily mean
about it, nor blatant or deliberate about breaking the law, he
just doesn’t think about them and refuses to pay the conse-
quences when accused of breaking them.

66-70 Cocky daredevil — “I can do anything” The character
is usually friendly and cheerful, but accepts any challenge,
takes stupid risks, will fight at the drop of the hat to defend
his honor or the honor of his friends and allies (even if they
ask him not to), brags and showboats. His antics often get
him in trouble and endangers those around him.

71-80 Manic depressive: Alternate severe depression one week

(nobody loves him, he’s a loser, and he’s going to die in a
few years; -10% on all skills, and reduce all combat bonuses
by half) with manic episodes the next week (everything is
great, he’s the best there is, life is grand! +5% on all skills
and +2 on initiative).

81-87 Hysterical aggressive reaction: The Juicer reacts in an-

ger and violence to a particular thing or occurrence. This
“trigger” is usually a response to accusations and criticisms
about his character, such as being called a coward,
sissy/wimp, cheater, ugly, stupid, crazy, etc. The reaction
may also be a response to the actions of others, usually some-
thing that was traumatic to the character sometime in his
youth. This can include things like a child being beaten, acts
of torture or cruelty, seeing someone attacked by an animal,
D-bee, CS trooper or monster, etc.

In most cases, the Juicer flies off the handle ranting and
raving like a lunatic, shoving and threatening or challenging
his accuser or the perpetrator of the “trigger” action — i.e.
“How would you like it if I slapped you around like that,
punk!” Shove. Shove. “You want to hit somebody? Huh?
You want to hit me!? Come on, you bastard, hit me!! What’s
wrong? I’'m not a helpless little kid (or woman, or D-bee, or
dog, etc.), is that the problem? I should beat the snot out of
you and see how you like it, huh? What do you think about
that, huh? Get the ... out of here before I kick your ass!” The
slightest act of antagonism, aggression or intolerance toward
him, like a shove back, pushing him away, a smart remark,
ignoring him, etc. will send the Juicer into a fury and he will
attack the person or thing that set him off.

88-94 Hysterical aggressive reaction to fear/phobia: In this

case, the “trigger” is something the character has a phobia
about, except instead of cringing in fear, the Juicer lashes out
to destroy whatever is the object of his fear. This is usually a
tangible thing like spiders, snakes, a particular monster, etc.
For example, if a Juicer has a phobia about spiders and sees
an itty-bitty spider dangling from the shelf behind the bar in a
saloon, he’s likely to shout something like, “Oh my god!
Look out! Get out of my way,” and leap over the bar and ka-
rate kick or chop the spider, shouting, “Did I get it? Did I get
it? God, I hate spiders.” Of course, in the process he may
have caused a panic (after all, it takes a lot to scare a Juicer)
and caused damage by his extreme actions. If the phobia is
something like a fear of the dark, he will fight (to the death)
anybody who tries to put him someplace dark or who tries to
take away his light, or do anything to get out of it.
Remember, this is an unreasoning response driven by ter-
ror. Consequently, the character’s actions may not make
sense. For example, the Juicer who is afraid of spiders will
scream his battle cry and lunge into battle with a giant, mon-
ster spider even though it can be easily avoided (it may not
have even seen him). Similarly, he may attack a spider-like
D-bee or demon without the slightest provocation and kill
without regret or reasoning (he can’t help himself). Obvi-
ously, this can draw his fellow adventurers into some serious
(and pointless) conflicts (and the reason why the phobia
shouldn’t be caused by intelligent beings that are too com-
mon, like practitioners of magic, cyborgs, CS troops, etc.)

95-00 Jekyll and Hyde: The Juicer hears a voice in his head and

feels powerful emotions contrary to his original alignment.



There will be moments, especially when under stress, angry
or drunk, that the voice speaks so loudly and convincingly
and the contrary emotions are so strong, that the Juicer will
respond to them. The response is the opposite of the charac-
ter’s normal, original personality and can be frightening, as if
the Juicer is a completely different person. When he returns
to normal, the character may regret his actions, but there is
little he can do when his other personality takes over. Conse-
quently, if the Juicer is a principled or scrupulous good char-
acter, his opposite, Hyde personality will be one of the evil
alignments. As a result, in the heat of combat or under stress,
the Hyde personality may surface and engage in acts of cru-
elty and intimidation, torture, belittling others, killing an un-
armed foe out of anger or spite (or even shear pleasure), and
SO on.

Non-Human Juicers

The Juicer Process is a human development. Although aug-
mented soldiers, including cyborgs, exist in several parts of the
Megaverse, Juicers (and Crazies) are relatively rare. As a result,
very few methods to transform non-humans into Juicers are
known to exist. The one major exception is Atlantis, where
Splynncryth’s bio-wizards have experimented with their own
versions of the Juicer Process and use magic and symbiotes to
augment slave-warriors. Some examples include:

True Atlanteans: As a race of long-lived and generally wise
people, most Atlanteans find the concept of “burning out” for
the sake of a few years’ worth of power to be utterly disgusting
and downright stupid. Exceptions do exist, however, from Atlan-
teans who are forced or tricked into accepting such a modifica-
tion to occasional unstable and insane individuals. Since their
physiology is mostly human, True Atlanteans can undergo the
Juicer Process. The physical bonuses of the Juicer conversion
are gained in full. However, given the extremely long life spans
of Atlanteans and their extremely powerful metabolisms, they
tend to live longer than normal juicers. Typical Atlanteans can
survive the Juicer Conversion for up to 10 +1D6 years. Atlan-
tean Juicers who live as much as 15 or 16 years are not uncom-
mon. However, given that their normal life span is 500 years or
more, Atlanteans have a great deal more to lose.

True Atlanteans have a slightly better chance of surviving the
detox process: add +25% (to a maximum success rate of 98%)
to the Detox Success Ratios in Rifis® Ultimate Edition, page
80. In the seventh year, Atlantean Juicers still have a 25%
chance to survive; in their eighth year it drops to 12%, the ninth
year it is 5%, and on the tenth year it is 1%. Atlanteans who
have been Juicers for more than ten years have no chance of sur-
viving the Detox process. The consequences of a successful
Detox are the same for Atlanteans as for humans.

Dwarves and Elves: Both of these races can undergo the
Juicer Process. Dwarves can actually use the normal Juicer proc-
ess used on humans, without undergoing any penalties. Elves re-
quire specially tailored drugs for their different metabolism;
treatments have been developed in Kingsdale and New Lazlo,
although in the latter nation, Juicer conversion is illegal (per-
formed by underground body-chop-shops). Dwarves can un-
dergo the regular conversion, and can be Titan Juicers (although
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their height is “only” six to seven feet (1.8 to 2.1 m), Mega-Juic-
ers and Dragon Blood Juicers; both the Phaeton and Hyperion
Juicers require reflex enhancements that literally burn out the
Dwarven nervous system! Elves can be of any Juicer type.

The big difference for elves and dwarves is their longer life
spans. Regrettably, although they live two to six times as long as
normal humans, both elves and dwarves do not, on the average,
survive much longer than humans once they undergo the Juicer
conversion. Dwarves add an additional 4D6 months to their life
expectancy; Elves add 1D4x10 months, which means that at best
they could survive a little over ten years as Juicers, a fraction of
their normal life expectancy.

As a result, few Elves will willingly consent to the Juicer
modification; only those who are driven by revenge, insanity or
similar obsessive behavior will consent. Dwarves are only
slightly less reluctant. In some Earth D-Bee communities, some
Dwarven warriors form “berserk societies” and consent to the
change to better protect their people. These berserkers are fear-
some enemies.

Ogres: These Neanderthal-like humanoids are so close to hu-
mans that they can undergo any of the Juicer conversions.

Trolls, Orcs, Goblins and Giants: These D-Bees come pri-
marily from the Palladium World and similar places of magic.
So far, no variant of Juicer augmentation works on them.

Gargoyles and Brodkil: Although these beings have only
minor supernatural attributes, the only place where a Juicer proc-
ess that works for them has been developed is Atlantis (see the
Bio-wizard Juicers described elsewhere). Human drugs and bio-
comps will not work on these creatures, as their life signs and
genetic structure are very different. Only the Splugorth bio-wiz-
ards have had enough experience in these matters to develop a
comparable type of augmentation for these beings.

Dragons and other Shapeshifters: Most shapeshifting su-
pernatural beings, including Changelings, Pleasurers, Night-
banes, Werebeasts and Dragons are unable to use the Juicer
Process. Such beings are too alien for any bio-comp to work on
them.

Supernatural Beings: So-called demons, vampires and other
supernatural beings (and most alien life forms) cannot become
Juicers! Such beings are too alien for any bio-comp to work on
them.

Mutant Animals: Most mutants have a high chance of being
allergic to the chemicals used for the Juicer Process. The dan-
gers are so extreme that most places will not even try to experi-
ment with the drugs; roughly 80% of all mutants exposed suffer
lethal or near-lethal experiences; some of the drugs (and one can
never be sure which one) cause some mutants to suffer from
shock, inflames mucous membranes (including lung tissue,
which causes death by suffocation), blindness, epileptic convul-
sions, and worse. In some cases, the mutants in question experi-
ence uncontrollable growth of muscle tissue, until they become
unmoving blobs of flesh, too heavy to even walk.

After several failures, most places discontinued attempts to
use the Juicer conversion on mutant animals. The one exception
was Los Alamo, where a steady trickle of mutant animals (refu-
gees from Lone Star) gave researchers the opportunity to experi-
ment. Right now, dog humanoids (the Dog Pack/Psi-Hound
R.C.C.) can be granted the Juicer conversion, but only in that



city-state. Even there, the failure rate is over 20%, so very few
mutant animals willingly undergo the conversion. Only “regu-
lar” Juicer bonuses apply; none of the variant Juicer conversions
has been successfully applied. However, the Juicer Psi-
Hound/Dog Boy completely loses his sensitivity to magic and
the supernatural (all mutant dog powers numbers 1-4)! Further-
more, mutant dogs who “get juiced” have a life span of only five
years +2D4 months.

Other mutant animals are being experimented on at Los
Alamo, but results are not promising. In particular, any mutant
animal with supernatural powers (like many of the sub-species
described in Rifts South America One and Two) cannot accept
the Juicer process.

Wolfen: Los Alamo and Kingsdale have developed a combi-
nation of chemicals that will successfully transform Wolfen and
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The Rise & Fall of the Juicer

Bright-burning candle
Soon embraces the darkness...
A Juicer lives life.

— Haiku written on the gravestone of Achilles Smith, Juicer

If a Juicer does not (and most don’t) try the detox process
(which is itself a painful and dangerous procedure with no guar-
antees of success), he is doomed to die. The end can come sud-
denly, or the dying man can linger painfully for several weeks.
Sooner or later, the first warning signs that a character does not
have long to live will start to appear. The symptoms might be

other canines like the Coyle and Kankoran into Juicers, but not
mutant canines (see Rifts Conversion Book One for stats on
Wolfen, Coyles and Kankoran). Kingsdale is the major center
for this type of conversion in North America; Atlantis also has
facilities for it. Besides the common Juicer process, the only
variants that have been successfully applied to Wolfen include
the Hyperion and the Titan Juicers. Attempts to create Phaeton
and Mega-Juicers have so far, failed miserably. All other side ef-
fects, bonuses and penalties are the same (use the Wolfen stats
normally, and then add in the Juicer bonuses).

Some Wolfen are attracted to the Juicer process because they
feel it makes them ideal warriors, destined to die gloriously in
combat. Even those who do not undergo the conversion will re-
spect Juicers, even non-Wolfen ones. Others consider the proc-
ess to be dishonorable and even obscene.

mere inconveniences (except for the fact they are reminders of
one’s coming death) or might cause the Juicer almost crippling
agony. A Juicer exhibiting terminal side effects is said to be on
his “Last Call.” Juicer’s on Last Call can experience any of the
symptoms below, starting in the last year of his/her life. Every
month of the last year, roll percentiles; a 01-15% chance means
one of the symptoms occurs; the roll is at +1% every month after
the first. By the last month, there is a 26% chance of experienc-
ing one of the following maladies.

Last Call Symptoms Table:

01-20% Headaches: Pounding migraine headaches are a com-
mon complaint of Juicers on Last Call. They can be the result
of blood pressure problems, or, more often, the gradual death
of brain cells (see memory loss, below). Whatever their
cause, these headaches can be extremely intense (reduce all
skills by -15%). Sufferers become short-tempered and easily
provoked, sometimes lashing out at the slightest provocation.
The migraines can occur as often as six times a day (roll 1D6
to determine how many episodes happen on a given day).

21-40% Memory Loss: As the Juicer starts to burn out, some
sections of his brain may actually die; the most common ar-
eas are those that store memory, especially long-term mem-
ory. Commonly, Juicers start to forget details about their
early lives, although 90% retain full memories of the last five
to ten years of their lives until they die.

41-50% High Blood Pressure/Nosebleeds: As the bio-comp
pushes the body well past its breaking point, many Juicers
suffer from excessive blood pressure levels, enough to kill a
normal man. Common symptoms include a lack of skin rud-
diness, specially around the face, giving the Juicer a con-
stantly flushed look. Nosebleeds often occur whenever the
Juicer is upset or tense, as the high pressure actually bursts
the delicate nasal blood vessels. Acrobatic and gymnastic
skills are performed at -20%; they tend to make the character
feel dizzy and faint.

51-60% The Shakes: As the body is pushed beyond it limits,
the Juicer develops a slight, but constant body tremor. Reduce
skills that require a delicate touch by -5% and aimed shots
and targeting are -1 to strike.

61-70% Reduced Healing: The body just can’t respond like it
used to, even when pumped with augmenting drugs. As a re-



sult, the Juicer’s healing factor is reduced by half (only heals
two times faster than a normal human and is +10% to save vs
coma).

71-80% Muscle Cramps: The stresses put on the Juicer’s body
will eventually destroy the muscle tissue, abused by the drugs
that conferred the character super-human strength. The first
symptom of this deterioration are muscle cramps, which can
be extremely painful, although not overwhelming (the bio-
comp releases drugs that block the pain, allowing the Juicer
to carry on and continue destroying his body). All physical
skills are -5% and reduce the speed attribute by 10%.

81-00% Addictions: Juicers nearing the end start acquiring im-
munities to some of the drugs that power their body. Drugs
that used to enhance their reflexes, block pain and relieve
boredom and tiredness start losing their effectiveness. The bio-
comp responds by injecting ever-increasing dosages into the
Juicer’s bloodstream, but often the Juicer starts suffering with-
drawal anyway. Many of them deal with the withdrawal symp-
toms (which include depression, sleepiness and listlessness) by
using other drugs like tobacco, alcohol, barbiturates and oth-
ers. The interactions between the Juicer chemical dispenser
and these drugs are often unpredictable and dangerous. Roll on
the Effects of Drug Addiction Table in Rifts® Ultimate Edi-
tion, page 21, to determine possible side effects.

Death

“I'll never forget how my best friend Gordon checked out. We
were enjoying some down time after we did the Singapore job.
He bought it in a brothel room in Bangkok. One second, he was
Jjust laughing at one of my jokes. The next, pink froth explodes
out of his mouth. He grabbed his chest; I'll never forget the look
of dumb surprise that came over his face. He must have known
the end was near, but I guess he never really believed it until it
happened. By the time I stood up, he was gone.

“I swear: I'm not going to wait for it to hit me. When the time
is near, I'll pick a fight I cannot win and check out with both
guns blazing...”

— From Totentatz Comes to Town: A Julian Amici Novel
Reprinted by New Lazlo Press, New Lazlo

After Last Call comes death, popularly known as “checking
out.” Most Juicers do not wait for the inevitable and instead, try
to die in combat in as heroic a manner as possible. Unfortu-
nately, the end can come suddenly and with little warning. A
Juicer may be feeling perfectly well just before dropping dead.

Common causes of death include heart attacks, strokes, or to-
tal burnout, a state in which the Juicer’s entire system shuts
down. Some more exotic (and gruesome) ends include the
“Juicer Meltdown,” a curious phenomenon in which the Juicer’s
cells literally break down, with symptoms somewhat similar to
the Ebola virus, resulting in the liquefying of the victim’s inter-
nal organs, fatal in a matter of hours. Suicide is very common
among those who feel what they think may be fatal symptoms.
Drug overdoses, caused by either manipulating the bio-comp to
provide excessive dosages, or by taking other drugs, is also a
common way to “check out.”
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Juicers & the Law

North America is fragmented in over a hundred independent
kingdoms, plus cities, towns and nomadic communities, so there
is no such thing as “the law of the land.” In most places, the law
is what the largest group with the biggest guns say it is, regard
less of right or wrong. However, in the more civilized places of
Rifts Earth, governments and societies have passed their own
bodies of law, and many if not most of them have made special
provisions for Juicers.

In pre-Rifts nations, when the Juicers and Crazies first made
their entry into world affairs, several laws were passed dealing
with augmented humans. First, Juicers were considered to al-
ways be armed and dangerous, due to their incredible physical
abilities, and any crimes committed by a Juicer, even without
weapons, were treated as if the Juicer was armed, thereby having
stiffer penalties. If a Juicer got into a fight with a normal human
and killed him, he would be charged with murder, and self-de-
fense could only be claimed if the normal human had military
weapons! Similar laws apply in many kingdoms of Rifts Earth.
Juicers who get into bar fights with non-augmented humans risk
being tried for murder, attempted murder, or assault with a
deadly weapon, even if they were only using their hands and
feet.

In many places, the Juicer Conversion is banned outright. The
Coalition States is the best known such nation. In the CS, cap-
tured Juicers can be executed on the spot or, more commonly,
subjected to involuntary detox, a fate worse than death for most
Juicers. Many an unfortunate Juicer has been captured, detoxi-
fied and then made into a “poster child” for anti-Juicer propa-
ganda, with pictures and films of the weak, half-insane wretches
paraded across Coalition cities as a living example of “the hor-
rors of the Juicer Process.” Other kingdoms have also outlawed
Juicers, refusing to grant them entry or even shooting them on
sight.

A few places have taken a middle road, requiring any Juicers
entering their territories to report to the authorities, keep them
informed about their whereabouts, and promise to obey the law.
If the Juicer breaks any laws, he or she is expelled or worse, and
suspicions will fall on him just because of who he is. A dispute
involving a Juicer and a normal human will be usually resolved

in favor of the latter, unless the Juicer in question has a good
reputation.

Of course, there are also many towns and kingdoms where
Juicers are all but the rulers of the land. In the more primitive
communities, two or three Juicers, equipped with M.D.C. weap-
ons and armor, would be a law unto themselves, able to do any-
thing with impunity. Even in a larger and better-defended town,
a group of Juicers and other riffraff can get away with a lot, pro-
vided they do not push the locals over the edge (if the inhabi-
tants of a town feel they have nothing to lose, they may launch a
suicidal attack on their tormentors). Of course, Juicers (and any-
body else, for that matter) who abuse their power always risk
retribution, from the arrival of a group of Cyber-Knights and
other champions of good, to a vengeful villager poisoning the
Juicers’ food and water.



Making a Living

Becoming a Juicer is expensive; prices range from 50,000
credits (in the few kingdoms where the Juicer process is readily
and legally available) to 400,000+ credits in areas like the Coali-
tion States, where only underground labs can perform the neces-
sary operations. Furthermore, the drugs needed to keep the
Juicer in top shape are very expensive: although the dispensing
system usually has enough “juicer” for 10-12 months of opera-
tions, refills cost 2,000 to 50,000 credits, depending on their le-
gality and availability. Consequently, Juicers have to make more
money than most people in North America ever see (a common
farmer or unskilled worker makes less than 2,000 credits a year;
a skilled worker may make as much as 10,000 credits; advanced
cities can raise these averages by 100-200%, but most people
live under much poorer conditions). Since Juicers are designed
for combat, most of their occupations will be in the secu-
rity/military fields. Among them are the following:

Mercenaries: Some 50%+ of all Juicers pay off their conver-
sion by serving in a kingdom’s army for 1-3 years. Many con-
tinue selling their services after their “tour of duty” is over. See
Rifts Mercenaries for more information and ideas on the merce-
nary occupation. Juicers are considered to be elite soldiers, and
command pay rates 100% to 300% as high as regular troops.

Adventurers: One might consider this a mercenary occupa-
tion, but while the Juicer and his comrades may occasionally
hire themselves out to perform jobs for others, they are more
often explorers, freebooters and opportunists in search of adven-
ture and glory, as much as wealth. These characters make most
of their money from the booty they acquire along the way.
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Bodyguards: Rich merchants and landowners often hire
these super-soldiers as house guards and/or bodyguards. In some
places, a Juicer bodyguard is considered to be a status symbol,
and a Juicer who knows how to handle himself can expect to
make in excess of 100,000 credits a year. Such a job requires
more than combat skills, however. Since the Juicer will be “mix-
ing-in” with the rich and powerful, his/her manners will be al-
most as important as his skill with the gun or the knife. Trusted
bodyguards are also used as troubleshooters (often literally) and
sent out on missions similar to the ones assigned to spies/assas-
sins (see below).

Spies and Assassins: Juicers in pre-Rifts times were almost
always used as secret agents and assassins, and that tradition
continues to the post-apocalyptic days, although with less fre-
quency. A number of highly-trained Juicers hire their services
for covert operations. Some wealthy kingdoms and city-states
have a small group of Juicer secret agents (often partnered with
Crazies, D-Bees, psychics or men of magic), used for missions
where overt force would lead to war or worse. Some nations use
them to deal with political enemies, rival kingdoms, and “secu-
rity threats.” Among their tasks are simple espionage (stealing
national secrets, acquiring intelligence data on enemy troops,
equipment or development), assassinations, kidnappings, etc.

In addition to kingdoms, some large corporations also use
Juicers for their own secret purposes. Industrial espionage is
common, although Juicers are most commonly used to sabotage
the operations of rival corporations. In recent years, the rise of
Naruni Enterprises, a transdimensional weapons dealer, has
prompted several Earth weapon manufacturers to send spies,



saboteurs and assassins to steal Naruni’s secrets, or, failing that,
to weaken or destroy the company and its employees. For more
information on Naruni Enterprises and their role in Earth’s af-
fairs, refer to Rifts Mercenaries and the Rifts Dimension Book
Two: Phase World.

A well-trained spy (see the Juicer Assassin O.C.C.) can ex-
pect to make 120,000 to 200,000 credits a year, plus bonuses for
dangerous or tricky missions and/or a percentage of booty. On
the down side, if killed or captured, his employer will disavow
any knowledge of the Juicer or his mission.

Crime: Why work for a living if one can just take what’s
needed from the weak and defenseless? Many evil and anarchist
Juicers will do just that, resorting to a number of criminal activi-
ties to get money and other valuables. The most common Juicer-
related crime is plain banditry. Gangs of Juicers and other
outlaws prowl the countryside of many regions, robbing trading
caravans or raiding villages and towns. The more daring bands
venture into the Coalition States’ territory; although there is
more booty to be had in the CS, there is also a much greater risk
of being captured and typically, executed on the spot. Other
common crimes include “protection rackets” in which the Juic-
ers threaten store owners into paying them a monthly fee in re-
turn for “protection.” People who refuse to pay soon find
themselves beaten, robbed, or worse. Some of these groups will
actually try to honestly protect their “customers” from other
criminal gangs, but many are just concerned with terrorizing
their victims and taking their money. A few Juicers are also in-
volved in the Black Market as bodyguards and enforcers. Link-
ing with the Black Market is also a sure way to have access to
the expensive and illegal chemicals they need to survive. Al-
though it is said that crime does not pay, a successful criminal
can make millions of credits — or he can get killed by the
authorities, other criminals, or can vengeful victims.

Blood Sports: In some parts of North America, Juicer com-
bat sports have become extremely popular. Many people now
work off their frustration and anger by watching Juicers and
other enhanced humans do battle like the gladiators of old.
Blood sports like Deadball, Murderthon and Juicer Football are
seen by large crowds in such kingdoms as Los Alamo, Fort El
Dorado and Old Bones. Video disks of these events are also sold
throughout the continent; they are illegal in the Coalition States,
but can be purchased through the Black Market or in the ‘Burbs.
In fact, some Juicer sports are held in the ‘Burbs of Chi-Town,
right under the noses of the CS security officers (many of whom
are bribed to look the other way). Occasionally, a Coalition offi-
cer will spearhead an attack against such places and practices,
but only a few events are ever disturbed by police action. In
other nations, like Lazlo, blood sports are also forbidden, and
also still practiced in secret.

Fame and fortune are possible, as is an untimely (even for
Juicers) death. A successful sports figure can earn hundreds of
thousands of credits in salaries, purses, and even advertising en-
dorsements. Successful gladiators are pampered and showered
with praises and luxuries. They are still risking their lives, in
some cases more often than a veteran mercenary, and the mortal-
ity rate among these athletes (many of whom are forced to com-
pete without armor and other protection) is very high. For more
information about Juicer sports and the people who participate in
them, refer to the Juicer Gladiator O.C.C. and the Juicer
Sports Section.
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Others: Other occupations where Juicers participate include
entertainers (in wandering carnivals, as described in Rifts World
Book One: Vampire Kingdoms), test subjects used to experiment
with the Juicer chemicals and to create new variants, scouts and
guides (see the Juicer Scout O.C.C.), and almost any occupa-
tion that could benefit from the increased strength and reflexes
common to most Juicers.

The Juicer Culture

“If it’s dangerous, do it. If it' s suicidal, do it NOW!”
— Graffiti painted outside a Juicer Bar

Tragic heroes or psychopathic villains, the Juicers have be-
come a part of North American culture. The Juicers themselves
have adopted their own “sub-culture,” where toughness and
recklessness are considered to be virtues, and living on the edge
is seen as the only way to truly live. “You are not truly alive un-
til you dance with Death” is a common Juicer saying. Taking
chances is, for the Juicer, a form of self-expression.

Over the years, Juicers have developed their own group mys-
tique and ideals. Among them is the desire to skirt on “the
edge,” constantly risking their lives for glory and money, the
creation of an establishment that caters only to Juicers and other
augmented beings, and even the growth of gangs of Juicer
Wannabes who imitate their idols and often get themselves
killed before managing to become Juicers themselves.

The Edge

It s like this.

Imagine you're walking down the street, minding your own
business, and then two street scum decide to screw with you.
Maybe they don’t notice the drug harness — myself, I hide it un-
der my cloak; I don’t like to advertise — or maybe they are just
high on something, or just plain crazy. They ask you for money,
you tell them to go play with themselves, and one of them
reaches for a gun or a vibro-blade.

That’ s when it starts to happen.

That little computer they built into you starts pumping chemi-
cals into your bloodstream. The world slows down around you,
and everything feels sharper, clearer, more real than anything
you'll ever feel, before or after. You can count every hair in the
young punk’s face, you can smell his fear and anger, you are

aware of everything around you. I guess that's how a god would
feel.

You have all the time in the world. T he punk’s weapon is only
halfway out of its holster, and you still have time to think of a
battle plan, enjoy the scenery, and even think of a snappy joke,
before you need to make your move.

Finally, you decide it’s time to act. The punk is ten feet away.
You close in. To the punk and his friends, it’s like you just tele-
ported. They are flies trying to swim through molasses, and you
are a hawk soaring through the sky. What to do, what to do...
You could draw your gun and drill the punk between his eyes,
but you are feeling artistic, so you just wind-up and give him a
good haymaker, powerful enough to dent ballistic armor. So the
punk manages to clear his weapon, but you just batted his head
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clean off his shoulders. The other punks try to run. You can
catch them —they’d need a car to get away from you — or you
can let them go, enjoying the high while it lasts.

Finally, the danger is over, and you come down. Things stop
being so clear and beautiful anymore. You may even get the nag-
ging suspicion you are back to being a human. Sometimes, |
need to remind myself I'm not, and I have to leap off a building
just to get the rush going again.

You never feel so alive until you spit into the face of Death.

— From A Juicer’s Diary,
by Crazy Lou, Juicer. Printed by Kingsdale Books.

Since they have already sacrificed any reasonable chance of
living a long life, Juicers have created an entire mythos around
flirting with death. To them, the best way to truly feel alive is to
put everything on the line, time and time again, to risk death.

The typical Juicer is the ultimate “adrenaline junkie”; living
for the high they get when their are fighting for their lives. Their
bio-comps, which increase adrenaline and pheromones (natural
body chemicals that heighten pleasure or strong sensations),
make this addiction worse: Juicers feel pleasure whenever they
are exposed to danger: risking life is their ultimate “high.” And
like all drug addicts, they will do stupid things to feel that high
again and again. This state of being in danger, and the fear and
excitement (natural and chemically-induced) it induces is craved
by Juicers, so many of them make a point of living on the edge
their entire lives. The stereotypical Juicer will do almost any-
thing on a dare, from picking a fight against hopeless odds to at-
tempting suicidal vehicular stunts, acrobatic maneuvers, and
other dangerous challenges.

Juicer Philosophies: Over the years, a romantic image of the
Juicer has become commonplace even among the Juicers them-
selves. In the eyes of some, a Juicer is somebody who has sacri-
ficed his life in order to live life to the fullest, even if it’s for a
brief time. A common myth among Juicers is that they are the
only ones who appreciate life, because they know how short
their time really is. Many young and impressionable people actu-
ally seek Juicers for their “wisdom” about life. If the Juicer in
question is feeling charitable (many questioners walk away with
bruises and broken bones, and precious little wisdom), he may
share his philosophy with the “squishy” (a Juicer term for non-
augmented humans). Most of the time, this philosophy boils
down to a disregard for consequences (“We all die sometime, so
why give a crap about anything?”’), and the search for immediate
gratification (“Anything you wanna do, do it now, before it’s too
late.””). These beliefs are one more reason why many Juicers are
often hated and feared, even outside the Coalition. More than
one teenager has been seduced by the “Juicer philosophy” and
become a criminal or worse. Many concerned parents will never
allow their children to come near a Juicer.

Of course, not all Juicers buy into the nihilist philosophy.
Some actually espouse the opposite viewpoint: To them, their
short lives means they only have so much time before they can
make a difference in the world. “Life is meaningless without a
goal,” these Juicers will often say. Many of them actually envy
“normals,” because they have, in the words of a heroic Juicer,
“the time to learn from their mistakes, unlike us, who will rarely
get a second chance.” Their belief is that friendships, kindness
and good deeds are the only lasting legacy they can leave be-
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hind, and they seek to live on in the memories of others. These
characters have a high regard for life and never try to recklessly
endanger others, or take life away without a thought.

Finally, a third group of Juicers makes no pretense in believ-
ing in any philosophy or meaning in life. They may be bitter
about their inevitable doom, or they simply don’t care about
such things. Some may be good, others evil, but they completely
reject any belief that their Juicer status gives them any insight
into the deeper questions of life. They do what they have to do to
live their life as they see fit before it’s gone.

Juicer Bars & Clubs

The wannabe tries to smile grimly and look tough, but all he
manages to do is look young and scared. Then he tries to come
in. Lara, our bouncer, tries to be nice; she’s got a soft spot for
the young and stupid. “Juicers only, squishy.”

“I'm a Juicer, and I can prove it,” he says, and that's when I
know there’s gonna be trouble. I should have noticed the symp-
toms: the kid had dropped a tab of Crash. “Lara, he’s...” I start
to say.

“I'm gonna kick your ass!” the kid screams, and he tries to
punch Lara in the face. Crash makes you stronger and faster
than human; it also makes you dumb enough to think it’s enough
to take on a Juicer. The sad thing was, the kid moved fast
enough to make Lara react as if he posed a real danger. Her re-
flexes take over her, and before I can get to the door the kid's
gotten his neck broken.

Lara looks at me. Even under all the face paint, I can see her
guilty expression. I shrug. “It don’t mean nothin’.”
— From A Juicer’s Diary,

by Crazy Lou, Juicer. Printed by Kingsdale Books.

Some of the more tolerant cities and towns in North America
have allowed the construction of a few establishments that cater
exclusively to Juicers, or more commonly, to Juicers, Crazies,
augmented humans and the occasional D-Bee. There, the super-
humans can gather together to swap tales, relax among their
kind, and keep track of any new rumors or news. Humans are
only allowed if a Juicer is with them, and even then the
“squishy” may get picked on, insulted or otherwise bothered by
some customers. In some Juicer Bars, violence is a common oc-
currence; usually, the bar and stage (if any) are protected by
M.D.C. mesh cages, and the furniture is either easily broken (to
prevent major injuries) or made of M.D.C. materials (to keep the
cost down).

In addition to Juicers, Crazies, and D-Bees of unusual size,
strength or speed, supernatural creatures may be welcome to
some of these bars. Few non-augmented humans manage to im-
press Juicers enough to be welcomed into their ranks, those who
do have to be extraordinary individuals. Sometimes, the patrons
demand a test of the newcomer’s “worth.” These tests can con-
sist of a simple bout of arm-wrestling (often against a Titan
Juicer or similar powerhouse), or a hand to hand duel (usually
only a fistfight to first blood, but in some places it’s a major
brawl or a fight to the death!). Juicers respect strength and
toughness.
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Many of these bars have wall-mounted plaques in honor of
famous Juicers. Only the most impressive deeds will entitle
somebody to this honor. The acts do not have to be good (or
evil) to qualify; there are plaques honoring people who saved en-
tire cities from destruction, next to ones depicting notorious vil-
lains. There is always room for more plaques. Some Juicers hope
to do something heroic (or foolish) enough to one day get their
own metal plaque commemorating their name, birth and death,
and a brief description of their deed(s). Some plaques are more
sophisticated, and can project a holographic picture of the Juicer,
or have a memento of the deed (weapon, horns, skull, etc.)
mounted with it.

Juicer bars are a good place to get information and find em-
ployment, as long as the people asking the questions are Juicers
themselves. People who may be deadly rivals outside the bar
will often treat each other in a friendly, or at least polite manner,
and may help each other with a quick bit of news or even a
warning of some danger. These bars try to live by the ideal that
Juicers should stick together.

Juicer Wannabes

Some people, especially in the ‘Burbs, free towns and other
lawless, violent areas of the world, admire and respect Juicers.
There is even an ever-growing group of young people, usually in
their teens, who pretend to be Juicers. They are the so-called
“Wannabe Juicers,” or Wannabes. Wannabes ape the dress, atti-
tude and lifestyle of their role models. Some use drugs to give
themselves temporary boosts, and most end up trying to become
Juicers at some point in their lives. Wannabe gangs are a prob-
lem in some cities, because the would-be Juicers often terrorize
and intimidate civilians, and wreak havoc for its own sake.
Many end up getting killed in gang fights, commit suicide in
ghoulish imitation of their short-lived “mentors” or end up as
true Juicers.

Most Juicer Wannabes are City Rats or Vagabonds; the more
dedicated ones spend so much time and money in their worship
that they become, in effect, a class of their own (see the Juicer
Wannabe O.C.C.). They often spend most of their money on
designer drugs to enhance their physical abilities. If they have
enough money and the resources, some will also try magic po-
tions, herbal concoctions and alien substances. They try to get
their hands on Juicer plate armor, or lacking that, they fashion
crude copies of this armor, sometimes using S.D.C. materials
(such a fake suit, made of ballistic plastic, Kevlar and other ma-
terials, will have an A.R. of 8+1D6 and 3D6x10 S.D.C.). Some-
times they also wear fake drug harnesses and Juicer goggles. To
the inexperienced, the Wannabes can pass themselves off as real
Juicers, at least until somebody who knows what’s what comes
along or the kid gets himself into trouble or killed.

The Coalition is particularly harsh on Wannabe gangs, many
of which frequent the ‘Burbs and other slums. In some cases, the
Wannabes are killed on the spot; more frequently, they are im-
prisoned and made to work in chain gangs used to maintain
roads, construct public buildings and similar hard labor.
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Juicer Sports

Blood sports involving juicers have started becoming popular
in some parts of the world. Although forbidden in most “civi-
lized” city-states in North America, some kingdoms openly pro-
mote them, attracting jaded spectators from other nations.
Criminal organizations also conduct such events in secret, often
catering to the rich and powerful.

Sports-related gambling is a problem in all the kingdoms
where any Juicer sport is played. Bets on who will win, the point
spread, injuries and almost any possible event in a game are rou-
tinely placed by jaded spectators. Since gambling is legal in a
number of kingdoms, there is no law-enforcement threat to the
betting. In fact, in some places the kingdom’s government con-
trols the gambling, and uses its guards and soldiers to collect any
overdue debts.

The typical post-Rifts “bookie” is a gambler himself (see the
Gambler O.C.C.), or a criminal type like a City Rat, Smuggler
or Forger (see Rifts RPG and Rifts Mercenaries). Bets are made
on every aspect of the game, with the odds determining the pay-
off ratio. Attempts at fixing events are common, especially in the
more lawless areas. Sometimes, players are bribed, threatened,
blackmailed, drugged, injured or killed to ensure the outcome of
a game. Likewise, Juicers and super-humans who aren’t sports
figures nor want to participate in blood sports, are sometimes
forced (threats and blackmail) or tricked into fighting or playing.

Among the people of the outlaw kingdoms and the ‘Burbs
surrounding the Coalition cities, the exploits of these Juicer
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sports figures often become legendary. The fame of these “stars”
is even more short-lived than the Juicers themselves, often com-
ing and going in a matter of months, or even weeks. New win-
ners get a following of thousands of fans, while the losers are
soon forgotten.

While some people decry the sport as brutal, very few places
(except the Coalition, where Juicers themselves are outlawed)
institute any outright bans on them. For one, people in Rifts
Earth are a lot less sensitive to violence than 20th Century hu-
mans: the constant dangers and threats faced by the population
has made many people relatively callous. Secondly, Deadball
(and all other Juicer sports) is played by volunteers, so people
have the attitude that “it’s their lives, and they can do whatever
they want.” Still, there are some people who will protest the
games and even try to have them shut down.

A number of kingdoms and city-states are havens for these
sports; in some cases, the sports are not publicly condoned, or
are actually illegal, but they thrive in the underworld controlled
by rogues and criminals.

Los Alamo, Kingsdale and Fort El Dorado: These king-
doms’ openness to Juicers and overall lax laws have allowed
many Juicer sports to develop there. Deadball in its current
form, as well as Murderthon, both made their appearance in Los
Alamo and were “exported” following the Open Door Policy of
102 P.A. (see the Los Alamo section for more information).
Kingsdale and Fort El Dorado soon followed suit, and all three
kingdoms have extensive facilities for most Juicer sports. These
cities are fully described in this book (see individual entries else-
where).



The Coalition States: Both Juicer Conversions and Juicer
sports are outlawed in the CS. However, the ‘Burbs and other
slums around the sprawling cities for the Coalition are secret ha-
vens of these sports. Small underground arenas host games of
Deadball, and there is a lively trade of video chips of recent
games of Murderthon, Combat Racing and Juicer Football
played in cities outside the Coalition. Possession of those chips
is a criminal offense, punishable with fines, arrest and hard la-
bor, but many fans, including a significant percentage of the CS
army, still love to watch the exploits of these athletes.

Sports-related gambling is also a problem in the big cities.
The Black Market has recently taken control of this activity, al-
though other criminal gangs and organizations sometimes try to
“muscle in,” resulting in massive gang warfare. A study made in
Chi-Town suggested that almost 15% of all the money paid to
CS soldiers was spent on gambling. Needless to say, the study
was suppressed and the researchers arrested on the charge of
spreading “defeatist propaganda.”

There are rumors that some CS cities have secret arenas
where prominent Coalition officers spend their money betting on
the lives and deaths of these sports figures. Another rumor
claims that none other than Colonel Thaddius Lyboc is a fan of
Deadball, and he has pulled strings to protect his favorite under-
ground arena, The Red Sands. Whether this is true or just a ma-
licious rumor remains unknown.

Old Bones: This “free city” has some Juicer sports facilities,
including a large arena for Free-For-Alls, the savage melee com-
bats where as many as one hundred Juicers wade in, armed only
with knives (see the Free-For-All section). However, the Coali-
tion State of Free Quebec does not allow any organized sports
(see the Old Bones section for more information).

Lazlo and New Lazlo: Juicer sports are outlawed in both
communities, but illegal arenas can and do operate, as long as
they are careful not to attract the notice of the authorities. Most
of these arenas are located outside the cities’ borders, and are
make-shift places that move from place to place, always one step
ahead of the police.

El Paso and Ciudad Juarez: The two southernmost human
enclaves in North America routinely engage in arena sports. In
the last four years, Juicer sports brought from Los Alamo and
Kingsdale have become all the rage. Both cities have their own
Juicer Football teams, the EI Paso Maulers and the Juarez Juic-
ers, who compete in the Juicer Football League. The El Paso
Maulers won the championship in 104 P.A.

The NGR: Juicer sports are controlled by the NGR authori-
ties, and organized to be safe for participants. In most cases,
contestants wear mega-damage body armor, and a game can be
called off on account of an injury. Perhaps because of this, or
simply because Juicer sports do not appeal to the German peo-
ple, the popularity of these games is low compared to North
America.

Atlantis: The Splugorth have adopted some Juicer sports and
given them their own bloodthirsty twists. A version of Juicer
Football is often played with supernatural beings, or, sometimes,
with one team of supernatural beings playing against a team of
normal (S.D.C.) humans, Juicers or other creatures. The second
type of football game is designed to end up with the massacre of
the human team, to the wild delight of the audience. Murderthon
is another fan favorite, as well as Deadball, often played be-

tween Splugorth Conservators (see Rifts World Book Two: At-
lantis for more information).

Non-Juicers in Juicer Sports

Although most of the sports described are dominated by Juic-
ers, they are not always completely exclusive. The main criteria
for allowing contestants to participate is whether or not they
have a prayer to survive, or, whether or not they will make the
game interesting. In some places, non-augmented humans are al-
lowed to compete in Juicer sports, either against Juicers (which
usually results in short, bloody games) or against other humans
(longer-lasting, but often just as lethal). The most common non-
Juicer competitors in these games is the Crazy and Headhunter,
although practitioners of magic, psi-stalkers, dragons and D-bees
are sometimes allowed.

Cratzies are usually able to hold their own against Juicers in
most physical contests. Although they are not quite as strong,
fast or vigorous as Juicers, Crazies have psionic powers and the
ability to regenerate from damage, and often that is just enough
to equalize the combatants. On the average, however, a Juicer
will beat a Crazy at most sports. In the more sophisticated
places, like Los Alamo or Kingsdale, there have been attempts to
establish a “Crazy League” but they have failed, both because of
lack of interest and because it is difficult to rely on Crazies for
any long-term activity (since they are, after all, insane).

Some D-Bee species have also managed to hold their own
against Juicers. Minotaurs, Trolls, Wolfen, Psi-Stalkers, Simvan
riding and/or commanding monsters, and giants have become
regular attractions and other D-Bee challengers are frequently
tested —they certainly stand a better chance than most humans
in a contest against a Juicer, although most lack the reflexes to
keep up with them in any game that involves speed, agility and
reaction time. The one restriction put on most D-Bee races is
that they must be S.D.C. beings (that is, they must be vulnerable
to conventional weapons and attacks; no mega-damage beings).
Also, the few Juicer variants that are actually impervious to con-
ventional weapons (M.D.C. creatures) are not allowed to partici-
pate. If there is a question regarding the physical nature of a
contestant, a low-caliber S.D.C. bullet (usually a .22 or .25 cali-
ber bullet with a low powder charge, inflicting half damage) is
fired into the unprotected contestant! If the round does not break
the skin, the Juicer or D-Bee is disqualified. Medical facilities
are available to treat the wound, but occasionally a would-be
contestant dies from the gunshot.

Kingsdale is the only exception in North America to the
above rule; the city-state has instituted an Unlimited League
where any creature, including dragons, werebeasts, and super-
natural beings are allowed to participate in the sport. Mega-Juic-
ers and Dragon Juicers often find themselves competing against
hatchling dragons, gargoyles, and other supernatural beings.
Usually, if a contestant is a mega-damage creature and his oppo-

nent isn’t, the “weak” participant is allowed mega-damage body
armor (not power armor) to compensate for the situation. Still,
injuries and death are much more common in the Unlimited
League than in any other (the UL games are among the most
popular, in spite of or perhaps because of that fact).
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Deadball

This savage sport bears some light resemblance to Jai Alai
and racquetball, except death and injuries are extremely com-
mon. Deadball originated among the bandits of the so-called Pe-
cos Empire, where they played the game using stones, which
they could whip towards a goal post, or against the opposing
player. At first, the game was played by non-augmented humans
and D-Bees, but whenever Juicers or Crazies joined the game,
the normal players would get slaughtered (often literally), so
eventually the “sport” was dominated by Juicers and, in some
cases, Crazies.

In the kingdom of Los Alamo, an enterprising businessman
decided to set up a more sophisticated “arena” where Deadball
could be played as a spectator sport. Instead of an open field
(where a high-speed ball would be as dangerous for the audience
as for the players), he built a room similar to those used in 20th
Century racquetball, with transparent walls so people could see
the game. To add spice to the game, a very elastic ball which
would protrude spikes at random times was incorporated! Re-
sponse was overwhelming: tickets to the 300 seat building where
the bouts were held sold out in record times. Soon half a dozen
Deadball establishments sprung up in Los Alamo, and copycats
followed suit in other independent kingdoms in the west.

Deadball has a Professional Association that has chapters in
Los Alamo, Kingsdale, Fort El Dorado and El Paso, as well as
half a dozen lesser kingdoms. City championships are held annu-
ally, and “international” games are held once every two years
(the first such championship was held in Fort El Dorado in 104
P.A.; the next one is due in 106 P.A.). The current champion is
Diego McDonald from El Paso (9th level Juicer Gladiator), al-
though since he’s in his fifth year of service, it is unlikely he will
live to defend his title in the 106 championship. Rumor has it
that McDonald is one of the Juicers participating in the Juicer
Uprisings.

Deadball Rules: There are many variants of Deadball, de-
pending on where the sport is being played. However, most
forms of this sport are played in a 30x60 foot (9.1 x 18.3 m)
room, either completely enclosed or with 30 foot (9.1 m) tall
walls (most fans and players prefer a completely enclosed room
to allow for bouncing action from the ceiling). A dividing line
runs down the middle of the room; each player must remain
within his/her half of the field. Sections of the wall are made of
M.D.C. plexi-glass to allow the audience to see the game. The
walls at each of the long ends of the room have a small (6
inch/0.15 m wide) hole. The objective of the game is to get the
Deadball into the opposing hole; each time the player gets the
ball in he gets one point. The opposing player can try to catch or
deflect the ball, and if he catches it, he can toss it back, and so
on. Additionally, if only one player is capable of continuing
play, he wins automatically, regardless of the score.

Players cannot cross the middle of the court into the other
side. They can toss the ball, using its high elasticity to bounce it
off walls much like racquetball, aiming for the hole — or the
other players. Players can strike at each other with the Deadball,
but are forbidden from using hand to hand combat or using any
weapons other than the Deadball itself.

The ball is a highly elastic sphere roughly the size of a base-
ball. Its name comes from the fact that, at random intervals,
sharp metal spikes poke out of it! Not only do the spikes add to
the lethality of a strike, there is a 40% chance that they will
spring up when the player tries to catch or block the ball! As
long as a player holds the ball, the spikes do not come out. By
most sets of rules, players cannot hold onto the ball for more
than six seconds; a few Deadballs are set up so that the spikes
come out if they are held for more than the allotted time.

A thrown Deadball does 2D6 S.D.C. plus the character’s
damage bonuses. When the spikes are out, this damage is raised
to 4D6 S.D.C. plus P.S. bonuses. Trained Deadball players can
do even more damage (see the New Skills section). A ricochet-
ing ball does half damage (and half the P.S. bonuses), but it is
harder to dodge (-4 to dodge or to catch). Catching the ball is a
combat maneuver equivalent to a parry (-3 to catch); use the
parry bonuses of the characters. The goal hole is a small target
and requires a called shot to strike and a roll of 18 or higher to
hit!

The players are not allowed to wear body armor or protection,
so injuries are expected. “It’s not Deadball until blood starts to
flow” is a common saying in places where this brutal game is
played, and it’s a rare game where a player does not receive sev-
eral lacerations from the spiked ball. Given the incredible endur-
ance and recuperative powers of Juicers and/or Crazies, the
injuries are seldom lethal. In a few places, humans and mutant
animals are allowed to compete, but their death rates are much
higher.

Before the game starts, lots are drawn to determine who gets
the ball first. When a player scores a goal on his opponent, the
opponent gets the ball next, the rest of the time, it’s up to the
players to catch (or dodge) the ball while it is in their half of the
court. Stumbling into the opponent’s area is penalized with one
point, just as if the opponent had scored, and the ball is given to
the opponent. The same applies with any attack on the opponent
beyond throwing the ball at him. Otherwise, just about anything
else goes (leaps, somersaults, back flips, name calling, spitting,
etc.). Canny players use the ricochet action to get the ball past
the opponent, or to strike him from behind or the sides. Others
concentrate on crippling the opponent to slow him down. Note:
Characters who lose 50% of their S.D.C./Hit Points will be at -2
to initiative and all combat rolls.

Purses and Prizes: A typical Deadball game in a city-state
like El Paso or Fort El Dorado will have a victory purse of
1D4x500 credits every game, the loser gets 1D6x10 credits;
amateur or “squishy” bouts generally pay 1D4x100 to the win-
ner and nothing to the loser. A professional player can play 2-4
games a week, provided his injures are not extensive. Profes-
sional Association games pay 2D6x1000 credits to the winner
(for the elimination rounds) to 3D4x10,000 credits for a city
championship; double for the International Championship! Fees
for the loser are 1D4x1000 credits.




Murderthon

Murderthon is a competition sport with elements of track run-
ning and marathons, but adding combat to the mix! Typically,
the game is run around a track (500-meters long) that can ac-
commodate as many as ten participants, although most Murder-
thon games have 5-8 players. The objective is to cover the
distance in the best time possible

Murderthon Rules: Contestants leave the starting line when
a shot is fired into the air. They must run around a 500 meter
(1640 ft) long track, consisting of two long, straight paths and
two curves, for an oval shape, 20 times, for a total run of 10,000
meters (10 kilometers, a little over 6 miles). The participants can
attack opponents as they run, but if they pause to fight for more
than 15 seconds (one melee round), they are disqualified. Like-
wise, if a contestant is knocked off the field, he is also disquali-
fied.

The key to winning this event is to either run so fast that the
other contestants cannot outpace you, or to make quick “hit and
run” attacks on one’s opponents.

Weapons are allowed! The limit is two throwing weapons no
larger than a knife, and one hand weapon of choice (sword, etc.).
Most contestants favor spiked gloves or forearm blades attached
with ceramic bands (less likely to be dropped if attached), and
throwing knives, bolas, or shurikens for their ranged weapons.
The winner is the person who completes the 10,000 meters (10
km or roughly six miles) first.

The average Juicer (Speed 40) can run the course in under
thirteen minutes (keeping a grueling pace that no human could
match), and can complete a “lap” in less than a minute. The fast-
est Juicers (Speed 80+) can finish the entire run in less than
seven minutes! The record time in the Los Alamo Annual Tour-
nament dates from 101 P.A., and was 4 minutes and 30.2 sec-
onds.

Speed is not the only determination in winning. Slow players
often win by injuring the other contestants while continuing to
run at a steady pace. There was a case where a Titan Juicer ran
slowly and ponderously down the course, but every time a faster
contestant tried to pass him, the Titan would clothesline him,
knocking him down or even out! The Titan was the second place
winner (the first place winner was a Hyperion who managed to
dodge the Titan’s attacks). Shortly after that, Titans were banned
from the sport; they were killing too many other contestants.

Murderthon Play in an RPG: The easiest way to play Mur-
derthon is to use paper and pencil, and record each melee round
the player(s) participates in, and write down how much distance
each player covers during each round. Remember that the speed
of a character, times 20, is the number of yards/meters covered
in a minute. Every melee round, the Juicer covers five yards/me-
ters for every point of speed. For example, a Juicer with speed
60 will cover 300 yards/meters in one melee round.

If a character is attacked while running, he can parry or
dodge, but in either case he is slowed down; reduce Speed by -
20% for each dodges or counterstrike, and 5% for a parry in
which he parries and keeps going (-20% for a parry that misses;
the shock of getting hit and hurt slows him down a bit) for that
melee round. At the beginning of each melee round, we assume
the character is moving at maximum speed.
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Attacking while on the run is at -3 to all attack and defense
rolls. Remember, characters cannot stop and fight for longer
than 15 seconds (one melee round) or they are disqualified.

If a Juicer is hit and takes serious damage, 12 points or more,
reduce his speed by 1 point for every such injurious attack, any-
thing else is shrugged off, at least for the moment (consider ef-
fects from blood loss).

A team of 6-8 judges is watching the field to determine any
penalties, and most games are recorded on a video chip and re-
viewed at the end of the run to double-check the judges’ deci-
sions.

Every act of attacking (strike) reduces the character’s speed
by -20% that melee round. For example, a Juicer who attacks
four times during that melee will lose -80% of his speed; most
Murderthon players will only attack once or twice per melee. A
character can only attack the targets on either side or directly in
front of him. To attack the guy behind you is pure folly.

Attacking is only possible if the target is within 30 feet (9.1
m) of the attacker; by keeping track of the distance covered, the
Game Master knows where each contestant is. The faster runners
will eventually overtake the slow ones as they gain “laps” on
them,; this is where most slow runners decide to attack and slow
down their opponents. The Quickie Way: For Game Masters
and players for whom a detailed Murderthon game feels like a
tough SAT question, there is a quickie way to resolve the entire
race in a matter of a couple of rolls. Roll as follows: Use the bo-
nuses to strike or dodge (whichever is higher), add them to-
gether, and then add +1 for every twenty points of Speed. Then
each player rolls 1D20 plus those bonuses; the highest roll wins
the race, second highest wins second place, and so on. If there is
a tie for first, second or third place, roll again to break it.

Special Attacks: Some special attacks and maneuvers in-
clude:

Attacking the Guy Behind You: This is usually a revenge
move, because it can cost one the game to use it. To get the char-
acter running behind you, one must stop, roll to dodge oncoming
contestants (-8 to dodge) and strike. This uses up three melee ac-
tions and gets a -60% speed penalty. Worse, if the attacking
character fails to dodge, he is bumped and elbowed by 2D4 fel-
low contestants as they speed by him, suffers 4D6 damage and
loses all remaining actions for that melee round (three of next
melee if this was his last attack that melee).

Body Block Stop Action: The character suddenly stop and
bends into a crouching position while covering his head; the
move counts as two melee actions and there is a -40% speed
penalty. 2D4 opponents behind him must roll a dodge at -6 to
avoid him. Even a successful dodge costs them -20% reduction
in speed for that melee. A failed dodge roll send them tumbling
over the crouched character and they lose 1D4+1 melee actions
(reduce speed 20% for each). The crouching character can safely
resume running after six seconds/two melee actions.

Clothesline: This striking attack does 1D6 plus P.S. bonuses,
and has a 1-50% chance of knocking one’s opponent down (he
loses two melee actions/-40% on speed that melee).

Elbow Strike: This is a strike that does normal punch damage.

Sideswipe: The attacker bumps into the target, knocking him
sideways. Instead of normal strike and parry/dodge bonuses,
both the attacker and the defender roll 1D20 and add their P.S.



bonuses. If the attacker wins, the target is knocked sideways and
loses -60% of his speed in that round. If the attacker’s roll is
over 10 points higher than the target, the victim is knocked down
(loses -80% of his speed that round). On a tie or if the defender
wins, nothing happens to the person being attacked but the move
will cost the attacker -20% of his speed for that round.

Trip: This is resolved like a normal attack, but can only be
dodged; if the attacker wins, the victim falls down (speed is re-
duced by -80% that melee round). If there is a tie, roll percen-
tiles: 01-50% both the attacker and defender fall down, 51-00%
both the attacker and defender are staggered and the speed of
each is reduced by half for that melee round.

Example: The El Paso Championship Race has six contest-
ants: Blue (Speed 110, can cover 550 meters/round), Zapper
(Speed 97, 485 meters/round), Morgana (Speed 89, 445 me-
ters/round), Larry (Speed 106, 530 meters/round), Lightning
(Speed 131, 655 meters/round) and Sloan (Speed 78, 390 me-
ters/round). The characters take off!

During the first round, nobody attacks anybody and every-
body covers their maximum possible distance. During the sec-
ond round, Lightning is actually passing Sloan for the second
time, and Sloan decides to attack (this reduces his speed by -
20%, from 78 to 63). He tries a sideswipe; his attack roll (with
P.S. bonuses) is a 31; Lightning’s defense roll is only a 20,
which means Lightning is knocked down! Lightning gets up and
keeps running, but his speed is down by -80%, to a mere Spd. 26
(130 meters); even so, Lightning manages to get up and pass
Sloan. The Game Master also rules that Lightning’s fall also af-
fected Larry who was on his other side running neck and neck.
Larry had to dodge Lightning’s body, so he lost -20% of his
Speed! So, at the end of the second round, the totals are as fol-
lows:

Blue: 1,100 meters; Zapper: 970 meters; Morgana: 890 me-
ters; Larry: 790 meters; Lightning: 786 m,; Sloan: 705 m.

And so on.

Some rounds, nobody might attack anybody, while in others,
people could attack opponents that are passing them. In any
case, speed may not make a difference! If Sloan keeps attacking
people as they overtake him, he might be the first one to cover
10,000 meters (10 km or a little under 6 miles).

Prizes and Purses: Most arenas will charge 1D4x100 credits
for somebody to participate in a Murderthon event. Prize mon-
eys are paid to the first, second and third place winners. Typical
prizes are 2D4x1,000 credits for first place, 3D4x100 for sec-
ond, and 1D4x100 credits for third. Championships may pay
even more, usually an additional 20% to 100%, depending on
the size of the run and the wealth of the city or town sponsoring
it. The sponsor makes most of his money from charging specta-
tors, pay-for-view television, video sale rights and concession
stands.

Juicer Football
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Like its name indicates, this is the Juicer version of American
football, with a few rules variations, such as allowing full-con-
tact fighting! This sport is only beginning to become popular
throughout North America (due to the expense necessary in
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maintaining teams of Juicers and its newness), but in the last
three years it has been catching on like wildfire.

The early versions of this sport were played purely for enter-
tainment purposes by bored Juicers looking for some clean fun.
Of course, their version of fun included getting clobbered with
enough force to kill a normal human being. Eventually, their an-
tics attracted attention and somebody thought of charging admis-
sion. The first “official” rules were devised in Los Alamo in 98
P.A., and soon the idea spread. Although more expensive than
any other organized Juicer sports, it has earned a great deal of
popularity. Betting on the outcome of the games has become a
widespread vice even in the Coalition States, and videos of some
games are a prized trade item. To reduce expenses, many team
members also double as mercenaries, bodyguards and soldiers.

Rules for Juicer Football: Many of the rudimentaries of pre-
Rifts football remain. The official game is played in a field 50
yards by 150 yards (150 feet/46 m by 450 feet/137 m); teams
can have up to eleven people on the field. The objective is to
carry the pigskin across the goal line; kicking the ball is not al-
lowed, but passes are. No weapons are allowed.

The initial stages of the game are similar to pre-Rifts football,
with quarterbacks, receivers, kickoffs (the only time the ball can
be kicked; field goals are too easy for Juicers to make, so they
were disallowed), etc. After the ball is in play, however, things
get uglier, and a player is as likely to be drop-kicked in the face,
clotheslined, punched and tripped as he is to be tackled.

The offense has four tries to carry the ball to the goal line, af-
ter which the ball passes on to the other team. Beyond that, there
are few other rules. Both sides can attack the opposing players at



will. A common tactic is to clobber the receiver into submission
and then take his ball away. The players are given plastic body
armor with A.R. 14 and S.D.C. 200 (2 M.D.C.), but even so, in-
juries and the occasional death are very common. Titan Juicers
are allowed to play, but will be removed from play if they use
their full strength (restrained punches only).

Prizes and Purses: The average game of Juicer Football is
played in a prosperous town or kingdom, and is usually played
by “amateurs” whose real jobs include being mercenaries, sol-
diers, adventurers, bandits, guards, or similar occupations. In
those contests, each player is paid 1D4x100 credits, plus a 200
credit bonus to each of the winning team’s players.

JFL players get a much higher salary, although not as high as
their 20th Century counterparts. Average pay for a professional
Juicer Football player is 40,000 credits, with bonuses that can
add up to another 4,000 to 10,000 credits per season. Valuable
players can make as much as five times this amount. The wealth-
ier kingdoms often get into bidding wars for the best players.

The JFL League Championship

On 102 P.A,, entrepreneurs in Los Alamo made a proposal to
other kingdoms where Juicer sports were legal. The idea was to
create an “international” league whose members would pit their
teams against one another until a championship was won. In-
come would be earned by ticket sales, video sales, advertising
and concessions. El Paso, Ciudad Juarez, Fort El Dorado and
about half a dozen smaller kingdoms joined in.

The Championship games started in P.A. 102, in Los Alamo,
and since then there have been two more Championships, in 103
(Ciudad Juarez, the Maulers won 7-3), and P.A. 105 (El Paso,
the Assassins won 12-6). The 104 Championship was canceled
when the convoy taking the Juarez Juicers to El Paso was am-
bushed by wild vampires: although the Juicers managed to beat
off the attackers, they lost nearly one-third of their players, and
had to forfeit the game.

Games are televised locally in the city or town where they are
played if the technology is available; lack of communication sat-
ellites makes transmission beyond city borders impossible. After
the game, recorded versions are taken and played in the other
city participating in the League (takes anywhere from a few
hours to several days, carried by courier, assuming nothing hap-
pens to the courier). Several large companies take the opportu-
nity to pay for advertisement space, both in the live and recorded
transmission. Afterwards, the tape is offered to other communi-
ties on a pay-for-view basis and later sold as a video disk, collec-
tor’s edition. Naruni Enterprises (see Rifts Mercenaries)
produces the best commercials, selling anything from advanced
weapon systems to toys and T-shirts featuring Naruni weapons
and armor.

Other Sports

The three sports described previously are the most popular,
but there are a few others that also have some support in certain
areas.

Combat Racing: Several forms of combat racing have ap-
peared in the more developed but less civilized city-states of
North America. Rules vary from place to place, but it usually in-
volves Juicers or other daredevils in fast motorcycles, cars or
hover vehicles. In some cases, using weapons is allowed; in oth-
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ers, vehicles can ram each other but weapons are not allowed.
Prizes and purses vary, but often they are not enough to cover
the cost of repairing vehicles after the grueling race, so pilots are
usually sponsored by local millionaires or corporations, or are
just crazy Juicers who do it for the fun and absorb the costs the
best they can.

Free-For-All: The most brutal of all Juicer sports, Free-For-
All is the Juicer version of the medieval Grand Melee; a fight
between several Juicers, everyone against everyone, with the
winner being the last man (or woman) left standing. The rules,
such as they are, are simple and straightforward. The game is
played in arenas of varying size, as small as a Deadball court or
as large as a football field. The players (typically 4-24, but
sometimes as many as 100) place themselves in a rough circle.
When the starting shot is fired, they can attack at will. No weap-
ons or armor are allowed, and tests are given to ensure that char-
acters with supernatural strength are not allowed in the arena
(Titan Juicers are not allowed to compete except in the Unlim-
ited League). The last person left standing is the winner. The
fighting is usually not the death. Juicers will go into a healing
trance after taking extensive injuries (reduced to 5 Hit Points or
less), so killings are less frequent than one might think, so long
as only Juicers, Crazies and enhanced humans are the only con-
testants.

Free-For-Fall contestants are usually paid 1D6x100 credits
for participating. Winners get a purse of 3D6x1000 credits. In
some places, people who qualify get additional prices:
2D6x100+250 credits for being the next-to-last person left stand-
ing, and 1D6x100 for being the third-to-last.



Juicer Lexicon

Achy Breaky: A normal human being, as in: “Two achy-
breakys got in my way, so I greased them.” Also see Meat Boy,
and Squishy.

Big’Un: Titan Juicers, or any Juicer who is over seven feet
tall.

Black Lobsters: Nickname for Coalition troops, especially
those in original Dead Boy armor (see Rifts World Book 11:
Coalition War Machine for new CS armor, bots and weapons).

Checking Out: Dying, usually from the side effects of the
Juicer process.

The Deathdance Saga: Series of pre-Rifts novels about the
adventures of Julian Amici, a Juicer secret agent. Still in print,
circulating (illegally) in the Coalition States and (legally) in Ish-
peming, Kingsdale, the Lazlo republics and other parts of the
world.

Doing a Juice: Getting away with something, usually a
criminal act; originates in the Julian Amici novels.

Doing a Double-J: An impressive, death-defying feat or es-
cape worthy of the fictional super-spy Julian Amici.

Getting Juiced: Getting the Juicer augmentation to become a
Juicer.

Grease: To kill or destroy.

Grease Spot: A corpse that has been mangled by M.D. weap-
ons, especially explosives or plasma weapons.

Julian Amici, Juicer (a.k.a. J.A., Deathdancer, the Dou-
ble-J): Fictional character in a popular series of pre-Rifts novels,
The Deathdance Saga, that survived the Great Cataclysm and
are still published in such places as New Lazlo and Ishpeming.
Also, a nickname for a tough guy: “Hey, you must be some sort
of Deathdancer” or “Who do you think you are, the Double-J?”

Juiced: As in, “Be careful, he’s juiced,” means a juicer or
someone high and empowered by drugs.

Last Call: The last year of a Juicer’s life, usually plagued
with symptoms of his upcoming death.

Meat Boy/Girl: Normal, non-augmented human or D-bee.
Also see Achy Breaky, Squishy.

Moron Boy/Girl: Juicer wannabe, anybody who admires and
tries to emulate Juicers.

The Process: Juicer conversion. Becoming a Juicer is re-
ferred to as “going through the process.”

Squishy: Normal human.

Squishy in a Hard Shell: A human in M.D.C. body armor.

Tank or Tank o’ Juice: A supernatural/M.D.C. creature or

person. M.D.C. Juicers (Mega-Juicers and Dragon Juicers
mostly) are known as Tanks o’ Juice.

Wannabe: Anybody who admires Juicers and pretends to be
one.
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New Juicer
Variants

Technology in the Post-Apocalyptic era has been improving
gradually over the decades, with some of the technological pow-
erhouses (Northern Gun, the Manistique Imperium, Iron Heart,
the Coalition States, etc.) beginning to make some real advance-
ments, particularly in the areas of weapons, robotics, cybernetics
and human augmentation (and which many fear may lead to an
arms race and eventually war). Consequently, a number of Juicer
variants have been developed within the last few years, and are
described below.

Juicer Demographics (North America):

“Standard” or “Normal” Juicers: 74%

Hyperions: 6%

Titans: 5%

Phaetons: 5%

Mega-Juicers: 2%

Coalition Juicers: 2% (and increasing)

Psycho-Stalkers 1%

Delphi Juicer: 1%

Dragon Juicers: 1%

Murder Wraiths: 1%

Others (Escaped Splugorth Juicers, and other exotic varieties,
and experiments): 2%

Note: In the New German Republic, Juicer variants are even
rarer, comprising about 10% of all Juicers (combined). They are
unheard of in Japan and most other parts of the world.

The cost for “standard” Juicer augmentation is 65,000 to
100,000 credits. As a rule, the higher the cost, the better the suc-
cess rate, but this is not always the case, and would-be Juicers
should ask around about the quality and expertise of a body-
chop-shop before they pay to be “juiced.”

Hyperion Juicer O.C.C.

Juicers are noted throughout the land for their speed and en-
hanced reflexes. The Hyperion variant expands those abilities to
almost ludicrous levels. The fastest Hyperion Juicers are fast
enough to keep up with some land vehicles, and their reaction
times are blindingly fast. However, these enhanced reflexes and
speed have a price. Hyperions are always restless and uncom-
fortable when not moving, have a short attention span, are bored
easily, and worst of all, they require enormous amounts of food
to stay alive.

Hyperions were first developed at Northern Gun in Ishpem-

ing, the result of an accidental overdose of certain Juicer agents.
The “first” Hyperion was a Juicer who tampered with his bio-



comp dispenser to get a bigger rush. The Juicer became incredi-
bly fast, breaking previous Juicer records — and then collapsed
from a heart attack three hours later. The medical researchers
who performed the autopsy noted the results, both positive and
negative, and engaged in more research to see if an even faster
Juicer could somehow be developed. After a number of experi-
ments, many of which resulted in the deaths of the test subjects,
the Hyperion was developed. This juicer speed-demon is just
one of the new “variant” Juicer augmentation conversions avail-
able on the market. Although not as accessible as the “standard”
Juicer augmentation, it can be found at most large kingdoms that
specialize in Juicer conversions.

The Hyperion Juicer O.C.C.
Attribute Requirements: None
O.C.C. Abilities and Bonuses:

1. Super Endurance: Add 4D6x10 to S.D.C., 3D6 to Hit
Points, and 2D4 to P.E. attribute. Can lift and carry four times
more than a normal person of equivalent strength, and can last five
times longer before feeling the effects of exhaustion. Can remain
alert and operate at full efficiency for up to four days without sleep
(but needs to consume at least 4000 calories a day to function nor-
mally). Normally needs only four hours of sleep per day.

2. Super Strength: Add 1D4+2 to P.S. attribute. Note: Mini-
mum P.S. is 18, if lower adjust to 18.

3. Super Speed: This is where the Hyperion excels. Add
2D4x10+40 to Speed attribute. Minimum speed is 77; if lower
adjust it to 77 (53 mph/85 km)! Can leap a distance of 50 feet
(15.2 m) across/lengthwise after a short run (half that from a
dead stop) and 25 feet (7.6 m) high (half without a short run).
Kick attacks inflict 3D6 S.D.C. plus P.S. bonuses, power kick
(counts as two attacks) inflicts ID6 M.D.!

4. Super Reflexes and Reaction Time: The Hyperion is
even faster than normal Juicers, but experiences more problems.

Bonuses: +6 on initiative, +1 to strike, parry and dodge, +4 to
roll with punch, fall or impact, +2 to disarm, and may parry or
dodge all attacks, even from behind/surprise. +3 to Auto-
Dodge at level 1, +1 at levels 2, 4, 6, 8, 10, 12 and 14. +2 at-
tacks per melee round and add 2D6 to P.P. attribute. Minimum
P.P. attribute is 22, if lower, adjust up. +4 to Perception Rolls.

Penalties: In addition to the normal Juicer problems (such as in-
somnia, impatience, etc.), Hyperions tend to overreact to any
sudden moves or noises they hear. This means there is a
1-30% chance the Juicer will react with an instinctive punch
or kick if somebody startles him or sneaks up from behind.
Likewise, a loud noise within 20 feet (6.1 m) of the Juicer is
likely to cause him to spin around, back flip, or dive on the
ground, roll or somersault, and land/stop facing the direction
of the noise, weapons drawn.

The worst side effect is that Hyperions need a lot more
food to stay active than normal humans. The Juicer must con-
sume twice as much as a normal person, or he will suffer
from low blood sugar and energy levels with the following
penalties: reduce all combat bonuses by half after one day
(24 hours) without getting 4-6 hearty meals! Reduce them by
B half again for each subsequent day with less than one meal

"““%gf R 3 until zero. Also reduce speed by 10 points after the second

SRR ' ; SRR R D day for each subsequent day of starvation and one melee at-

tack for every four days. Note: Less than one normal-sized
meal is starvation for the Hyperion.
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Additionally, 1-30% of all Hyperions suffer from Metabo-
lic Induced Voracity (MIV), also known as Juicer Gluttony;
see the Juicer Side Effects section for more information.

S. Saving Throw Bonuses: +4 to save versus psionics, +4 to
save versus mind control (psionic and chemical), +9 to save ver-
sus disease, toxic gases, poisons, and other drugs (increased due
to the high metabolism which burns off drugs and disease
quickly; half the normal duration for symptoms and side effects).

6. Enhanced Healing: Heals four times faster than normal,
+20% to save versus coma/death. Virtually impervious to pain,
as per the normal Juicer.

7. Low Life Span: Hyperions tend to burn out even faster
than common Juicers! The average life span of a Hyperion is 5
years and 3D6 months.

0.C.C. SKkills:

Acrobatics (+5%)

Climbing (+5%)

Gymnastics (+5%)

Land Navigation (+15%)

Radio: Basic (+10%)

Wilderness Survival (+10%)

Language (two of choice at +10%)

W.P. Knife

W.P. Energy Rifle

W.P. one of choice

Hand to Hand: Expert

Hand to Hand: Expert can be changed to Martial Arts (or as-

sassin if evil) at the cost of one “other” skill.
O.C.C. Related Skills: Select six other skills. Plus select two

additional skills at level three, and one at levels six and nine.

All new skills start at level one proficiency.

Communications: Any

Domestic: Any

Electrical: Basic only.

Espionage: Any (+5%)

Mechanical: Automotive only.

Medical: First aid only.

Military: Any (+5%)

Physical: Any (+5% where applicable)

Pilot: Any

Pilot Related: Any (+5%)

Rogue: Any (+5%; +15% on prowl)

Science: Basic math only.

Technical: Any

W.P.: Any

Wilderness: Any

Secondary Skills: The character also gets to select five Second-
ary Skills from the Secondary Skills list in Rifts® Ultimate
Edition, page 300. These are additional areas of knowledge
that do not get the benefit of the bonuses listed in parenthe-
ses. All Secondary Skills start at the base skill level.

Standard Equipment: Bio-comp and bio-data implants, drug
harness and drug supply (usually needs to be replenished
once or twice a year), portable IRMSS kit, set of fatigues,
utility belt, backpack, sunglasses, canteen, compass, and per-
sonal items.

Weapons and armor include a suit of light body armor; fa-
vors Spike Armor or Vibro-Spike Armor (M.D.C. 50), and an
energy rifle of choice, energy pistol of choice and 2D4 en-

32

ergy clips for each, one automatic weapon and choice of two
melee weapons and a vibro-blade.

Money: 4D6x100 in credits and another 4D6x100 in black mar-
ket items.

Cybernetics: None.

Hyperion Juicer Augmentation Cost: Typically 80,000-
120,000 credits, sometimes more.

Titan Juicer O.C.C.

The Titan Juicer Conversion was developed in the kingdom
of Los Alamo, near the ruins of the pre-Rifts city of Austin,
Texas. The researchers in that kingdom were trying to create a
Juicer strong enough to battle a supernatural monster or a robot
vehicle. They first tried to use hormonal treatments to raise the
subjects’ strength to ultra-human levels, but after a certain point,
test subjects had so much muscle tissue they could no longer
support their own weight! Many unfortunates died after their
bones were crushed by their hugely overdeveloped muscle mass.
A method to strengthen bone beyond human (or any Earth ani-
mal’s) limits needed to be discovered.

The perfected process involved the injection of a chemical
solution laced with several types of metal particles (in quantities
that would be poisonous under most circumstances). The metal
particles were dissolved in a special binding substance that
chemically sought and bonded with bone tissue. The process
mixed metal and bone into a solid whole, greatly reinforcing the
skeleton of the test subjects with bones as strong as tempered
steel! The reinforced bone structure was now able to support a
great deal more weight than normal bones. At the same time,
growth hormones triggered a growth spurt similar to the one ex-
perienced during a human’s first sixteen years of life, only in
this case the growth occurred over a matter of weeks.

Juicers who undergo the eight week Titan treatment become
60% to 80% larger, and three to four times heavier (average
weight is 600-700 pounds/270 to 315 kg). The smallest Titan
can dead lift 3,000 pounds (1350 kg), with over two tons being
the common limit. Their physical strength is the equivalent to a
supernatural being, so Titans can punch through power armor
plating and slug it out with mega-damage creatures. Despite the
Titan Juicer’s great strength and mass, it is recommended that
armored gauntlets be worn to protect their flesh and bones —
which are still not quite as tough as true supernatural beings and
creatures of magic like dragons (or the psychically enhanced
Mega-Juicer).

There is a price for this power, however. Titan Juicers put a
lot more stress on their bodies, and the hormone treatments have
serious side effects that appreciably shorten the average life span
of these enhanced warriors. Despite this, the popularity of the
Titan conversion process is on the rise.

Titan Juicer O.C.C.
Attribute Requirements: None
0.C.C. Abilities and Bonuses:

1. Super Endurance: Add 3D6x100 to S.D.C., 1D4x100 to
Hit Points, and 3D4 to P.E. attribute. This makes the Titan the
equivalent of a minor mega-damage being, with 4 to 22 M.D.C.






points (400 to 2200 S.D.C./Hit Points). Note that normal S.D.C.
attacks will still hurt and can even kill the character, but a ton of
S.D.C. damage needs to be inflicted. Even at an M.D.C. of 22,
the character is vulnerable to a few well placed weapon blasts,
so most wear some sort of body armor.

The Titan’s strength is considered to be supernatural (can
carry 50 times his P.S. in pounds and lift 100 times his P.S.). He
can remain alert and operate at full efficiency for up to four days
without sleep. Normally needs only four hours of sleep per day.

2. Super Strength: Add 2D6+8 to P.S. attribute. Note: Mini-
mum P.S. is 30, if lower adjust to 30. This strength is supernatu-
ral, so the Titan inflicts damage as per the following table
reprinted from Rifts® Conversion Book One.

A formula for determining the M.D. damage for super-
natural strength in Rifts:

This table is applicable to most generic supernatural beings
and creatures of magic from the Palladium RPG, Beyond the
Supernatural and Heroes Unlimited. Note that specific mon-
sters may contradict this general conversion list.

P.S. 15 or less: Only inflicts 1D6 S.D.C. on a restrained
punch, 4D6 S.D.C. on a full strength punch or 1D4 M.D. on a
power punch (counts as two melee attacks). P.S. bonuses are
added to S.D.C. attacks.

P.S. 16 to 20: Inflicts 3D6 S.D.C. on a restrained punch, 1D6
M.D. on a full strength punch, or 2D6 M.D. on a power punch
(counts as two melee attacks). P.S. bonuses are added to S.D.C.
attacks.

P.S. 21 to 25: Inflicts 4D6 S.D.C. on a restrained punch, 2D6
M.D. on a full strength punch, or 4D6 M.D. on a power punch
(counts as two melee attacks). P.S. bonuses are added to S.D.C.
attacks.

P.S. 26 to 30: Inflicts 5D6 S.D.C. on a restrained punch, 3D6
M.D. on a full strength punch, or 6D6 M.D. on a power punch
(counts as two melee attacks). P.S. bonuses are added to S.D.C.
attacks.

P.S. 31 to 35: Inflicts 5D6 S.D.C. on a restrained punch, 4D6
M.D. on a full strength punch, or 1D4x10 M.D. on a power
punch (counts as two melee attacks). P.S. bonuses are added
only to S.D.C. attacks.

P.S. 36 to 40: Inflicts 6D6 S.D.C. on a restrained punch, 5D6
M.D. on a full strength punch, or 1D6x10 M.D. on a power
punch (counts as two melee attacks). P.S. bonuses are added
only to S.D.C. attacks.

P.S. 41 to 50: Inflicts 1D6x10 S.D.C. on a restrained punch,
6D6 M.D. on a full strength punch, or 2D4x10 M.D. on a power
punch (counts as two melee attacks). P.S. bonuses are added
only to S.D.C. attacks.

P.S. 51 to 60: Inflicts 1ID6 M.D. on a restrained punch,
1D6x10 on a full strength punch, or 2D6x10 on a power punch
(counts as two melee attacks). P.S. bonuses not applicable.

Note: If the Titan punches mega-damage structures bare-
handed, he will suffer one S.D.C. point of damage for every
M.D. point it inflicts. If the character is wearing mega-damage
armor, or at least mega-damage gloves or gauntlets, he can
punch enemies with total impunity (no damage).
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3. Super Speed: Although faster than a normal human, Ti-
tans are the slowest among the Juicers. Add 2D6 to Speed attrib-
ute. Can leap 20 feet (6.1 m) across after a short run (half that
from a dead stop) and 20 feet (6.1 m) high (half without a short
run). Leaping range is still good because of the Titan’s super-
natural strength.

4. Super Reflexes and Reaction Time: The Titan has en-
hanced dexterity, but only slightly. Bonuses: +1 on initiative, +1 to
roll with punch, fall or impact, +2 to disarm, and gets an automatic
parry or dodge on all attacks, even from behind/surprise. +1 to
Auto-Dodge at levels 1, 3, 6, 9 and 12. +1 to Perception Rolls.
Also add one attack per melee round, and add 1D4 to P.P. attribute.
Minimum P.P. attribute is 17, if lower adjust it to 17. Penalties:
Same as normal Juicers (insomnia, restlessness, impatience, etc.).

5. Saving Throw Bonuses: +5 to save versus psionics, +6 to
save versus mind control (psionic and chemical), +8 to save ver-
sus toxic gases, poisons, and other drugs, and +4 to save vs hor-
ror factor.

6. Enhanced Healing: Heals one hit point or S.D.C. for
every point of the P.E. attribute every hour! For instance, a Titan
Juicer with P.E. 24 would heal 24 S.D.C. or hit points per hour,
+25% to save versus coma/death. Virtually impervious to pain,
as per the normal Juicer.

7. Low Life Span: Titans tend to burn out even faster than
common Juicers! The average life span of a Titan is 5 years and
2D6 months.

0O.C.C. Skills:

Radio: Basic (+5%)

Wilderness Survival (+5%)

Land Navigation (+5%)

Piloting (two of choice; +10%)

Language (two of choice; +10%)

W.P. Energy Rifle

W.P. Heavy or W.P. Heavy Energy Weapons

W.P. (one of choice)

Hand to Hand: Expert

Hand to Hand: Expert can be changed to Martial Arts (or As-
sassin, if evil) at the cost of one “other” skill.

0.C.C. Related Skills: Select seven other skills. Plus select two
additional skills at level three, one at level six, one at level
nine, and one at level twelve. All new skills start at level one
proficiency.

Communications: Any

Domestic: Any

Electrical: Basic only.

Espionage: Intelligence, escape artist, detect ambush and de-
tect concealment only (+5%).

Mechanical: Automotive only

Medical: None

Military: Any

Physical: Any except Acrobatics. Prowl has a penalty of -5%!
Pilot: Any

Pilot Related: Any, although the Titan may be too large for
most conventional vehicles.

Rogue: Any (-5% to Prowl)

Science: Basic Math only.

Technical: Any

W.P.: Any

Wilderness: Any.



Secondary SKkills: The character also gets to select six Sec-
ondary Skills from the Secondary Skills list in Rifts® Ulti-
mate Edition, page 300. These are additional areas of
knowledge that do not get the benefit of the bonuses listed
in parentheses. All Secondary Skills start at the base skill
level.

Standard Equipment: Bio-comp and bio-data implants, drug
harness and drug supply (usually needs to be replenished
once or twice a year), portable IRMSS kit, set of fatigues,
utility belt, backpack, sunglasses, canteen, compass, and per-
sonal items.

Weapons and armor include a suit of Titan Plate Armor (180
M.D.C.), energy rifle of choice, energy pistol of choice and
2D4 energy clips for each, a vibro-blade and two non-energy
weapons or melee weapons. Most Titans seem to have a fond-
ness for rail guns and heavy weapons.

Money: 4D6x100 in cash and another 4D6x100 in trade items.

Cybernetics: Starts with none and rarely gets any.

Titan Juicer Augmentation Cost: Typically 100,000-150,000
credits, sometimes more.

Phaetons were developed by Ultra-Tech Industries (UTI). The
first prototypes were “created” in the kingdom of Newtown, but
the treatment didn’t become commercially available until New-
town joined the Coalition States. It would later become available
at the free city of Fort El Dorado, an ally of the CS. The stated
purpose of the Phaeton Variant was to create the ultimate combat
pilot, able to withstand G-forces that would knock a normal
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human unconscious, and to “push the envelope” of any vehicle’s
p P y
performance to its ultimate level.

The project was very successful. Phaetons (named after the
mythological character who dared pilot the sun chariot of the
gods) are less well-developed in terms of strength and endur-
ance, and they resemble the Hyperion Juicer in that they tend to
be smaller and faster than the stronger, more hulking standard
Juicer. However, put them in the cockpit of any vehicle and the
Phaeton becomes one with the machine.

Since their inception, Phaetons have become very popular
and conversions are offered in several cities and kingdoms in
North America (pirated from New Town or Fort El Dorado;
something that has made the Coalition very unhappy).

The Phaeton Juicer O.C.C — Master Pilot
Attribute Requirements: None.
0.C.C. Abilities and Bonuses:

1. Super Endurance: Add 1D4x100 to S.D.C., 4D6 to Hit
Points, and 2D6 to P.E. attribute. Can lift and carry four times
more than a normal person of equivalent strength, and can last
five times longer before feeling the effects of exhaustion. Can
remain alert and operate at full efficiency for up to four days
without sleep. Normally needs only four hours of sleep per day.

2. Super Strength: Add 2D4 to P.S. attribute. Note: Mini-
mum P.S. is 20, if lower adjust to 20.

3. Super Speed: Add 2D4x10 to Speed attribute. Can leap
30 feet (9.1 m) across after a short run (half that from a dead
stop) and 20 feet (6.1 m) high (half without a short run).

4. Super Reflexes and Reaction Time: The Phaeton has
most of the Juicer’s normal abilities, but where they excel is
when they are piloting a light vehicle.

Bonuses: +3 on initiative when on the ground, +4 on initiative
when piloting a light land or air vehicle; +4 to roll with
punch, fall or impact. Gets an automatic parry or dodge on all
attacks, even from behind/surprise. +1 to Auto-Dodge at lev-
els 1,2, 4, 6, 8, 10, 12 and 14. +2 to Perception Rolls. Add
one extra melee attack/action per melee when on the ground,
but two while in a vehicle. Also add 2D6 to P.P. attribute.
Minimum P.P. attribute is 22, if lower adjust it up to 22.

+1 to strike and dodge when piloting any vehicle, +2 to dodge
in the air, and can dodge even if piloting a vehicle that does not
normally have a dodge, such as a tank! However, the vehicle
must have a minimum speed of 60 mph (96 km). Also see #5.

Penalties: Same as normal Juicers (insomnia, restlessness, im-
patience, etc.), especially when kept waiting and when not
behind the wheel of a vehicle.

S. Pushing the Envelope/Natural Piloting Ability: Pha-
etons have been physically and mentally conditioned to become
“naturals” at piloting almost any vehicle. Furthermore, the Pha-
etons can perform maneuvers that would crush a normal pilot
under the stresses of inertia. The character is at +15% to fly/pi-
lot any vehicle he is trained with and +25% on his two favorite
vehicle types of choice (usually aircraft). Furthermore, Phaetons
get combat bonuses while in a vehicle (see #4, above).

When faced with an unfamiliar vehicle, the Phaeton has a
base percentage of 40% plus 1% per level of experience, plus
[.Q. bonus, if any, to pilot/fly it. If the vehicle is very alien and
difficult to fly (some Splugorth models, for example), the Pha-
eton has a base chance of 25% plus 1% per level and 1.Q. bonus.



Note that this ability does not allow the Phaeton to use alien
weapon and sensor systems, just to pilot the vehicle. The Game
Master may rule that some vehicles, especially those with
psionic or magic controls, cannot be used even by this character.

6. Saving Throw Bonuses: +4 to save vs psionics, +4 to save
vs mind control (psionic and chemical), +6 to save vs toxic
gases, poisons, and other drugs, and +4 to save vs horror factor.

7. Enhanced Healing: Standard: Heals four times faster than
normal, +20% to save versus coma/death. Virtually impervious
to pain, as per the normal Juicer.

8. Low Life Span: Same as normal Juicers: 5 years plus 4D6
months.

0.C.C. Skills:

Basic Math (+20%)

Radio: Basic (+10%)

Land Navigation (+10%)

Navigation (+15%)

Piloting: Six of choice (+15% Phaeton Juicer bonus; 2 are

+25%)

Weapon Systems (+15%)

Language (one of choice; +10%)

W.P. (one of choice)

Hand to Hand: Expert

Hand to Hand: Expert can be changed to Martial Arts (or As-

sassin, if evil) at the cost of one “other” skill.

0O.C.C. Related SKkills: Select seven other skills, but these
should tend to reflect an affinity for machines or piloting.
Plus select two additional skills at level three, one at level six,
one at level nine, and one at level twelve. All new skills start
at level one proficiency.

Communications: Any (+5%)

Domestic: Any

Electrical: Basic only.

Espionage: Intelligence, escape artist, and wilderness survival

only (+5%).

Mechanical: Any (+5%)

Medical: None.

Military: Any (+5%)

Physical: Any (+5% where applicable)

Pilot: Any (+15% Juicer bonus; see #5)

Pilot Related: Any (+10%)

Rogue: Any (+10% to computer hacking only)

Science: Advanced Math and Astronomy only (+5%).

Technical: Any (+10% on computer operation and program-
ming only)

W.P.: Any

Wilderness: Any.

Secondary SKkills: The character also gets to select three Sec-
ondary Skills from the Secondary Skills list in Rifts® Ulti-
mate Edition, page 300. These are additional areas of
knowledge that do not get the benefit of the bonuses listed
in parentheses. All Secondary Skills start at the base skill
level.

Standard Equipment: Bio-comp, bio-data and PAS Helmet,
drug harness and drug supply (usually needs to be replenished
once or twice a year), portable IRMSS kit, set of fatigues,
utility belt, backpack, sunglasses, canteen, compass, and per-
sonal items. Weapons and armor include a suit of light body
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armor (usually Juicer Assassin flex-plate) and an energy rifle
of choice, energy pistol of choice and 2D4 energy clips for
each, a vibro-blade and two non-energy weapons of choice.

Money: 4D6x100 in credits and another 4D6x100 in black mar-
ket items.

Cybernetics: None.

Phaeton Juicer Augmentation Cost: Typically 90,000-140,000
credits.

Mega-Juicer O.C.C.

“If you wanna be tough, become a Juicer. If you wanna be a
GOD, become a Mega-Juicer.”

— Sign outside an Ishpeming Body-Chop-Shop

This is the most advanced Juicer ever created, the so-called
Mega-Juicer or “Super-Juicer.” The only places where this ex-
pensive conversion is available are Ishpeming (a.k.a. Northern
Gun) and recently, in Kingsdale. A research team unearthed
some secret pre-Rifts “super-soldier” projects that combined ele-
ments from M.O.M. conversion and the Juicer process. The idea
was to use volunteers with high levels of psychic energy (P.P.E.
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