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The Splynn
Dimensional Market

By Mark Sumimoto & Kevin Siembieda

“Never in my life have I seen so many marvels as I did on that
one day at Splynn.

“I like to think of myself as a seasoned traveler and expert in
the otherdimensional. Although I am no Erin Tarn, I have visited
three other worlds in my time and have encountered a bevy of dif-
ferent creatures. But even with all my experiences, I have never
seen nor even imagined a place in all the Megaverse that can
compare with the beauty and wonder of the City of Splynn and its
legendary Dimensional Market.

“From my vantage point high above the spiraling towers in an
airship, I could see no smog nor smell any of the pollution which
plagued all of the other big cities I have been to. The air was as
clean as any I have ever tasted. My transport circled the titanic
stone pyramid that dominated the center of the city. Its western
side sparkled in the sunset like a sheet of pure gold. Its shadow
extended from its opposite side to cast a shroud over everything
it touched. This only seemed to emphasize the power its
Splugorth Lords held over the city’s inhabitants. Indeed, the pop-
ulace must certainly live in the shadow of the Splugorth.

“The pointed edifice clearly served as the heart of the city.
Around it stood the tallest of the buildings, but even these multi-
leveled towers were insignificant, eclipsed by the giant pyramid.
The immense lines of power that trailed into the city intersected
at the pyramid and really seemed to emphasize the pyramid’s
importance. Tracing the lines were what must be the main high-
ways of Splynn. They were teeming with activity, but from my
position all I could see was a blur of motion, like a swarm of ants.
Following these roads with my eyes, I could see how the build-
ings shrank down to speckles as they spread out from the great
pyramid.

“Our descent continued. The bustling crowds below became
less a teeming mass and more a living mosaic of different sizes
and colors. The buildings were largest near the center of the city,
but still looked like pebbles next to the mountainous pyramid. 1
still struggled to make out the images of the various buildings.
Only the barest details were clear to me. Even so, I could see that
they were clean of the grime and grit that I would expect from a
city this large and the air actually seemed to be getting fresher as
we drew closer to the ground. At this altitude, other flying chari-
ots and airships shared the sky with us and there was even a
mighty dragon gliding alongside at one point.

“Our path took us right over the marketplace. I swear, there
must have been a hundred, no, a thousand different species walk-
ing the streets. Most of them were monstrous and many looked
quite deadly. Even in these clean, civilized streets, these monsters
appeared quite at home. From here, the blurred shapes I saw ear-
lier took definite form. Bizarre and horrific statues and sculp-
tures stood guard over the city streets. Twisted, misshapen

columns held up equally grotesque, but strangely elegant, struc-
tures. Organic shapes intertwined with lifeless stone in a way that
seemed disturbingly appropriate considering the bio-technology
that has made the Splugorth and their minions the powers that
they are.

“As we grew ever closer to the city, it struck me that the build-
ings were much larger than I had first thought. Next to the giants
that walked the streets, the buildings appeared to be as large as
any I had seen on this world. I had assumed them to be small
dwellings or single story shops. After the descent, I could see that
they were much larger than that, with some at six stories or more.
Then I saw a group of humans being led by a beastly master.
Contrasted against the buildings and their master, these humans
seemed like dwarves. I could not make out the looks on their
faces, but I could sense that they were tired and worn. Their body
language alone spoke volumes.

“The landing of our elegant ship was as smooth as its flight.
The ‘landing’ was actually a close hover to the ground rather
than physically resting upon it. The large ramp that I tread to
enter the vehicle was lowered. The pre-evening sun was welcom-
ing and strangely foreboding at the same time. M'y host stepped
down from the upper level to show me and my fellow passengers
the way off his flying vessel. One by one, we emerged from the
dark interior into the dim, yet harsh light of ‘The Market.” The
direct and full warmth of the fading sun filled me with a feeling
of renewal and hope. I knew that my arrival at this horror-infest-
ed pit of iniquity would lead me to new adventure. The only thing
I had left to worry about was whether I would be sold as a slave
or as a meal. But then again, that should always be the main con-
cern of the newly enslaved in the Splynn Dimensional Market.”

— An excerpt from an audio diary of a slave;
from the archives of Lazlo, circa 96 PA.

The Splynn Dimensional Market, or simply “The Market,” is
the most extensive and varied marketplace and center of com-
merce on Rifts Earth and one of the largest in the Megaverse. It
is said that anything one can imagine can be found there, includ-
ing forbidden magic and other sentient beings for sale as slaves.

Goods, services and beings from all across the planet Earth
and from scores of alien worlds and dimensions scattered
throughout the infinite Megaverse fill this fabled marketplace.
Most everything is available for purchase. Even the people. For
at the Splugorth’s Dimensional Market at Splynn, it is said that
one can find and acquire his heart’s greatest desire, provided he
or she is willing to pay the price. A price that may involve some-
thing other than cash, credits, gold or gems, but which may
involve living slaves, human life, magic, a nefarious service, or
even, it is whispered, one’s soul.



One must be constantly wary, not just for thieves, con- artists
and treachery, but it is said that one may come to face
his own fears and failings in this place of decadence and the
bizarre. Alien beings and cultures frequently clash. And although
a life may fetch a great price, freedom has little meaning to the
denizens of Atlantis, and morals or ethics may all change hands,
sometimes without the visitor ever knowing it.

Of course, many of these stories are the results of hyperbole,
rumor, fear, lies and propaganda. Some of these tales are propa-
gated and circulated by Lord Splynncryth, the Splugorth ruler of
Atlantis. Others are born from merchants, traders, or Minions of
Splugorth intent on attracting new customers (and potential
slaves and victims), or to impress, confuse or frighten outsiders.
Still others are tall tales, myths and rumors embellished and
passed on by those who have “heard” stories from adventurers,
escaped slaves, or those who claim to have visited and who swear
the stories they tell are true. These myths and rumors have taken
on a life of their own and some have grown in legendary scope
(as is prone to happen with rumor and myth). Exactly who, how
and where these wild stories originated is forever lost and does-
n’t really matter. What does is that they continue to be told,
embellished and spread. They are given birth in part, from the
mystery and fear that surrounds the Splugorth’s Atlantis. Few
mortal humans or D-Bees have ever visited the island continent,
and the few who have, return with stories of unbelievable beau-
ty, grandeur, power and magic that goes hand in hand with
unspeakable horror, monsters, cruelty and evil.

Every man, woman and child in North America, Western
Europe, the Mediterranean and Africa can recite tales of splendor
and evil concerning Atlantis.

A short description of Atlantis and the Market at Splynn might
go something like this:

Atlantis is a kingdom of monsters, demons, aliens and drag-
ons. A continent once lost in a bygone age returned into being but
ruled by the enigmatic, alien intelligences known as the
Splugorth — creatures said to be as old as the universe and
spawned in some alien dimension. Evil beings possessing incred-
ible magic power and forbidden knowledge. The Splugorth’s
Atlantis is ruled by a creature called Lord Splynncryth, and the
free people of his Atlantis are demons and aliens from other
worlds, for it is said that the Splugorth have conquered, enslaved
and destroyed the people of hundreds of worlds.

Humans and alien people of unimaginable origin and diversi-
ty are forced to serve or labor for the Splugorth and their minions.
The less fortunate are beaten, made to fight in gladiatorial arenas
or used as frontline infantry slaves in combat on distant worlds.
The least fortunate humanoids are tortured for the entertainment
of their captors and made the subjects of hideous, disfiguring
Bio-Wizard experiments or kept as food stock and eaten by the
citizens of Atlantis who prefer the flesh of humanoids to that of
cattle.

The only humans and humanoid D-Bees allowed to walk free
in Atlantis are the most wicked and/or powerful, and those who
willingly serve evil and demonic masters.

The Dimensional Market of Splynn is a place of wonders and
the horrendous at the same time. A place where alien and demon-
ic creatures arrive from throughout the Megaverse to shop for
slaves, exotic weapons and equipment, alien vehicles and tech-
nology, rare magic and illicit pleasure. The Market is said to
encompass a hundred square miles and has dimensional portals to

a hundred different worlds, or more. It is a lawless place where a
visitor may become a victim of his own lust, greed or desires, and
from where many a traveller never returns. Some say that it is
Hell’s market and to buy or trade for anything is to make a deal
with the devil — whether it be with the Splugorth or some other
vile being from an unknown world. The Dimensional Market and
all of Atlantis is a place best feared and avoided by humankind
and all god-fearing creatures. Those who dare to visit it, dance
with death and walk among unspeakable evil.

Everybody knows that it is said that one can purchase “any-
thing,” including dark magic, rune weapons and other living
beings at the Dimensional Market of Splynn. That’s been the
word for over one hundred years. However, it is not true. While
one can find an incredible selection of magic items, alien
weapons, vehicles and equipment, and what may seem to be a
nearly limitless variety and quantity of goods, services, and
slaves passing through “The Market” every day — and for many,
it may seem that everything anyone could possibly need or want
is available — there are limits.

For one, Naruni items are absolutely forbidden and truly
impossible to find anywhere in the City of Splynn. For another,
while an amazing amount of rare magical and alien items do pass
through “The Market,” exactly what is available varies dramati-
cally every few days. Moreover, the Splugorth have complete
control over the commerce at Splynn. While it may look like a
massive shopping free-for-all at a giant open market with endless
shops and services that spans for miles, the Splugorth get a large
cut of everything sold there. Often they deliberately limit the
availability of select goods and services. This may be done to
prevent potential rivals (and enemies) from acquiring too power-
ful an arsenal, as is the case with Bio-Wizard items, Rune
Weapons, Parasites and Symbiotes, or because the item is truly
rare, difficult and/or costly to manufacture. Actually, the
Splugorth may also deliberately cause market fluctuations and
rivalry for their own personal amusement (or insidious plans),
delighting in watching the resulting panic, rivalry backstabbing,
and general chaos.

Even when an exotic item is available, the big trick is finding
it at a price one can afford or is willing to pay. Prices tend to be
high (out of this world in some cases) and vary dramatically from
one shop to another. The same holds true of services from getting
simple repairs to eating at a restaurant to hiring assassins or pur-
chasing illicit pleasure. Often the purchase price is something
other than “credits” or trade goods.

Humans and D-Bees who visit The Market will find them-
selves in a very unfavorable position. Most merchants in the mar-
ketplace, as well as most free beings in Atlantis, are members of
the so-called “monster races,” or are supernatural creatures and
demons. Most of them are of evil or anarchist alignment and hate
non-monsters, such as humans, Psi-Stalkers, and Dog Boys (and
virtually every humanoid D-Bee race). Those who do not outright
hate humanoids but see most “mortals” as their inferiors, will
almost always have at least some level of prejudice toward them.
In fact, many of them see humans only as food or slaves.
Consequently, any monsters who are friendly to human or D-Bee
players will almost certainly have some secret agenda — many
like to manipulate and trick them into doing their dirty work.
Player characters beware!



The Past, Present,
& Future of The Market

Ever since Lord Splynncryth and his minions first set foot on
the Atlantean continent, plans were in the works for the Splynn
Dimensional Market. Lord Splynncryth had laid claim to three
entire worlds, negotiated the alliances with the Kirtani and Sunaj,
and was one of the most prominent of the Splugorth Intelligences
in the Megaversal trade business. However, despite the trillions
of credits traded every day on each of his other worlds,
Splynncryth dreamed of creating the ultimate trans-dimensional
trading port. A place of commerce that would stand alone as one
of the greatest markets in the Megaverse! For one, he never had
the right location. A world is a world. Even with dimensional
magic and portals to warp space and time, the clientele is limit-
ed. His dream was to build an unparalleled market at a dimen-
sional crossroads. A place where all manner of creatures would
come flocking to him. When he happened to learn about Rifts
Earth becoming a new magical hot spot and a true nexus to the
Megaverse, he knew he had found the ideal transdimensional
location. The trick would be claiming and holding a spot to build
his market. This was solved with the reappearance of the conti-
nent of Atlantis which was free of natives, and so open for easy
conquest, as well as being situated along powerful ley lines and
a ley line triangle. Such a magical place would make it easy for
Splynncryth to harness its dimensional properties and to establish
a stepping stone to an empire.

The early construction of the City of Splynn and the other
Atlantean cities was overseen by the High Lord Stone Masters,
for it would be they who would clear the ruins and build stone
pyramids to tame the wildly fluctuating energy of the ley lines.
The main pyramids of Atlantis were fully functional within a few
weeks. This allowed the High Lords to Rift in millions of min-
ions and slaves to begin work on the cities themselves. Stone
Masters drew granite from the earth, which was put into place by
the slave laborers. High Lord Shifters commanded an army of
earth and water Elementals in their efforts to build the founda-
tions of the cities. The leaders of the various minion races over-
saw the work and architecture of their race’s particular cities.

After establishing the major cities, the work was shifted to the
suburban and rural areas that would house the soldiers and grow
food. Lord Splynncryth was content to let his High Lords and the
other leaders attend to the details of the other cities, but The City
of Splynn was designed under his direct supervision.

As the foundations were laid out for the city, Splynncryth took
extra care in planning the design of “his” marketplace. Its bound-
aries needed to be close to the pyramid(s) to allow visitors direct
access to it. The area designated for the marketplace was on the
east side of the pyramid to allow tourists and shop owners to get
an early start in the morning without sitting in darkness as the
shadow of the Imperial Pyramid blocked out the sun. In the early
evening, the pyramid would provide cover for the creatures of the
night who might also want to get an early start. Boundaries for
temporary stands in the outer regions of the market were estab-
lished, while permanent structures closer to the center of town
were set up for vendors who intended to stay longer. Periodic
fountains, statues, public facilities, and other embellishments
were added in, as well as the hidden security features. Rune stat-
ues, golems, Eyes of Eylor, wards, and other forms of magical
defenses were the final touches to the marketplace. With the

magic of his High Lords and the sweat of his slaves, Lord
Splynncryth’s vision was completed. Now he just had to wait for
the business to roll in.

Even before the plans were laid out for the Splynn
Dimensional Market, Lord Splynncryth and his minions were
already seeking out investors and entrepreneurs for it. Halfway
into the construction of the city, more than a thousand merchants
had signed on to be long-term vendors in the market and five
times that number were eager to set up short-term shops. In addi-
tion, consumer excitement over the new market was incredible.
Between the propaganda being circulated by Splynncryth and the
eagerness of the businesses to set up in Splynn, it was not sur-
prising that well over a hundred million beings were anxious to
attend the opening of the Splynn Dimensional Market. A mere
five years after laying claim to Atlantis, Lord Splynncryth’s min-
ions and slaves had all the major cities built and the City of
Splynn was brimming with visitors. The early hype generated by
Splynncryth brought more than a billion visitors and merchants
into the Splynn Dimensional Market in the first week alone! This
sent Atlantis and “The Market” into the history books as having
the biggest customer turnout for a new place of commerce ever!

As time progressed, things settled down to more reasonable
levels. However, interest was kept high by the fact that Earth was
still a newly discovered location by Megaversal standards. Its
rich magic environment alone was very inviting to most beings.
Opportunity has become the key word in describing “The
Market.” Whether it was the wealth of new and exotic products
one could buy at the marketplace or the prospect of ruling a piece
of this new world, opportunity kept the visitors and customers
coming into Splynn and keeps them coming today. Of course,
Lord Splynncryth and his minions still spread their propaganda
throughout the Megaverse and still do their best to keep interest
high, but now they don’t have to work quite as hard to do so.

Presently, the Splynn Dimensional Market has surpassed all
others. Even the Splugorth Trading Post operated by Lord
Klynncryth in Center, on Phase World, once the biggest
Splugorth marketplace in the Megaverse, has lost business to The
Splynn Dimensional Market. Few others even come close.
Although the actual number of beings living at Splynn is lower
than those of Klynncryth’s Trading Post, the amount of traffic
that enters The Market is much higher. Visitors typically spend a
week or less in The Market before moving on to explore the other
wonders of Rifts Earth (or other worlds). There is so much to see
in Center, on Phase World, that visitors tend to stay longer, there-
by slowing down traffic considerably compared to the constant
free-flow of Splynn. Furthermore, unlike Center, Splynn caters to
supernatural evil and practitioners of dark magic, attracting
demons and other dark forces in droves, making it one of the few
places in the Megaverse where they are truly welcomed. Note:
For details concerning Center, the Splugorth Trading Post, and
Phase World™, refer to Rifts® Dimension Book Two: Phase
World™.

The City of Splynn and the Splynn Dimensional Market con-
tinue to expand. There seems to be no end to the number of new
entrepreneurs that want to set up business there, but Lord
Splynncryth has regulated growth to keep things under control.
The last thing he wants is a market that grows so fast that there is
an equally strong backlash of recession later on. The current rate
of growth is 8% per year. As time goes on, Lord Splynncryth
would like to establish a number of sub-markets that are effec-



tively outgrowths of Splynn. Perhaps it will even match Center in
terms of size and population someday, but that is far into the
future. Right now, it looks like Splynncryth has all the time in the
world.

Size & Population

Land Area: The marketplace is so large and expansive that it
covers a sizable portion of the City of Splynn, about 200 square
miles or 520 square kilometers. About one quarter of this area is
taken up by the upper-class shops, with the remainder being
divided roughly equally between the middle and lower class mer-
chants.

Population: The actual population living in the marketplace
proper is only about two million. This includes merchants, shop
owners, and paid employees, but not slaves, customers, visitors,
or the Splugorth minions who generally do not live in the mar-
ketplace. As merchants come and go, their numbers can vary as
much as 25% up or down, but are so quickly replaced that the
population generally remains stable at around two million.

Slaves belonging to and sold by the Splugorth and other
slavers account for another five to eight million people, but can
vary from less than half to more than twice that, depending on the
season and the market for slaves.

Visitors generally number between ten million and fifteen mil-
lion at any given time, but during festivals and celebrations that
number can increase by more than double. Remember, this is just
the number of visitors who are present in the market at one time.
Within a week, about double that amount has already come and
gone. Within a month, well over a hundred million visitors may
have stopped to visit before going on to other parts of Rifts Earth
or to other worlds entirely.

The minions of Splugorth present and on duty in the market-
place at all times contribute another five million, but as many as
two million others can be found there during their off time.

Merchant Population & Racial Breakdown: Hundreds, if not
thousands, of different races make up the merchants, slaves, and
visitors of the marketplace. Many of them are members of races
uncommon to this part of the universe — members of obscure
and scarce races, and even one of a kind creatures. To list them
all would be a wasteful and pointless task. So, listed here is a
rough percentage breakdown of the types of creatures living in
the marketplace. There are roughly two million “free” inhabi-
tants, including paid employees.

Supernatural creatures: 50%

Creatures of magic: 23%

Monstrous aliens (not very human-like in appearance): 12%

Giants (including Ogres): 4%

Humanoid D-Bees (including Floopers, Kittani, etc.): 8%

Humans: 3% (mostly mages, mutants and psychics)

Slave Population and Racial Breakdown: Roughly five to
eight million at any time and does not include non-sentient crea-
tures.

Humans: 30%

Humanoid D-Bees: 35%

Monstrous Aliens: 18%

Giants: 2%

Creatures of magic: 10%

Supernatural creatures: 5%
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Surviving in
The Marketplace

Buyer Beware!

Most salespeople and merchants are rather laid back in their
sales tactics. Many merchants can be seen sitting behind their
stands waiting for prospective customers to walk up. Others will
verbally hawk their goods, yelling out at the passing crowds,
offer discounts and specials, or purposely use music, stunning
displays and visuals, or pleasant aromas to entice people to come
and look at their wares. People walking through the marketplace
will have to deal with relentless hucksters and hustlers trying to
push them into a sale. Potential customers may find themselves
drilled with a persistent verbal banter that wears them down to
the point of saying “okay.” Fast talking salespeople can maneu-
ver a reluctant customer into opening his wallet or accepting a
deal before he has a chance to think things through. Player char-
acters will have to stay a few steps away from these merchants or
have a high MLE. to keep their money in their pockets.

Other merchants rely on physically imposing bruisers to con-
vince customers to agree to terms, either through tacit intimida-
tion or actual physical injury. For some, simply having a power-
ful hulking monster looming over you, waiting for you to buy
something, can be incentive enough to make a purchase. Few of
these merchants will actually sanction physical force for fear of
disturbing the marketplace and angering the Splugorth, but the
intimidation tactic is often enough to make a sale. Whether
through simple force of presence, verbal threats, or physical
harm, these large bouncer-types are always difficult to refuse.

However, there are many who use harsher and extreme tactics
to attract potential customers. Such aggressive tactics include
fast-talking con-men, beautiful women (often shapechangers),
magical special effects, illusions, physical coercion and even
psionic influence (empathic, telepathic, and sensory stimulation;
sometimes hypnotic suggestion) or possession! One must never
forget that mortal humans and D-Bees are in the minority, and
generally seen as potential victims and fair game for all kinds of
skullduggery. In a land dominated by evil supernatural creatures,
there is the constant threat of magical persuasion or psionic dom-
ination. In (most) human markets, these kinds of business deal-
ings would be considered illegal. However, in the monster-dom-
inated market of Atlantis, treachery, cheating, lying, and intimi-
dation are considered high-art to be appreciated, not condemned,
and the overriding rule is survival of the fittest. This is definitely
not a place for the weak-willed. Player characters will definitely
have to stay on their toes or stay out of the market.

Hypnotic suggestion, magical domination, and other forms of
mind control are often used by unscrupulous salespeople and
confidence artists to make their sales. Psychics with the power of
mind block will have the best chance of resisting these sales
methods, as well as Psi-Stalkers and any other Master Psionic.
Magical spells of mental influence are usually easier to spot.
However, with all the activity in the marketplace, even verbally
cast spells can be difficult to detect and there are always
unknown mind powers or magic possessed by unfamiliar aliens
which may go unnoticed. Even high level mages and Mind
Melters will have to be cautious when dealing with merchants at
Splynn.



Note: The following information should provide G.M.s with
some elements to keep in mind and players with some things to
look out for when visiting The Splynn Dimensional Market.
Hopefully, this information combined with a hefty dose of imag-
ination will result in great fun, excitement, unexpected complica-
tions and many subplots if not outright adventure ideas.
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Yes, it’s for sale ...
but not to the likes of you!

There are a few merchants who are very particular about
whom they sell to. These are usually the more well-off merchants
who can afford to specialize in what they sell and to whom they
sell it. Trying to force one of these exclusionists to sell to you
when they don’t want to is not recommended. They usually cater
to powerful, demonic or wealthy patrons who don’t take lightly
to having their favorite shop vandalized or their merchant friend,
Bob, being roughed up. Also, Lord Splynncryth does not like it
when business in his market is disrupted. It interrupts his cash
flow and can cause merchants to leave. Not surprisingly, his secu-
rity forces are on constant patrol and will do their best to keep the
merchants safe, as well as enforce his will. There are also racist
shop owners who only sell to a select race(s) or, more common-
ly, don’t sell to a few particular races. Or in the alternative, jack-
ing the price up 500-1000% to those whom the merchant dislikes.
Trying to force any of these merchants to sell something they
don’t wish to sell can bring about legal repercussions or person-
al vengeance on the individual pressing the issue, not the shop
owner.
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Anti-Human/D-Bee sentiments and the law

Please keep in mind that like the Minions of Splugorth them-
selves, most of the merchants at the market are inhuman mon-
sters. Like the Coalition with their hatred and attitude toward
non-humans, many of these monsters will be openly hostile to
fragile humans and D-Bees. Many of them have human slaves
and many others view humans only as toys to play with and dis-
card or as food. Since humans and D-Bees are generally used
only as slaves and livestock, they are rarely seen walking freely
around the marketplace. Humans and D-Bees who are free are
not necessarily thrown into the slave pits on sight. In fact, they
are often given a small measure of respect. Free humans and D-
Bees are generally assumed to be working for some powerful
being or possess some measure of power themselves. This does
not protect them from being treated as inferiors or being exclud-
ed from certain establishments, but is likely to allow them to
move around and make purchases unmolested by shop owners
and their clerks. Instead they often suffer from snide remarks,
poor service and general mistreatment at the hands of merchants,
with verbal attacks, threats, and physical violence coming from
inhuman shoppers who may find their very presence an affront or
reason to cause trouble. Most visitors will do well to try to ignore
such remarks and poor treatment.

Human characters who visit the market will have to be very
careful and try their best not to anger anyone. Even if they get
into a fight and survive, they will still have to deal with the
Splynn Justice System. A law enforcement agency and courts
that are quick, pragmatic, and very prejudiced toward non-mon-
ster races. Humans and D-Bees have very limited rights and can
be terminated for any number of reasons. Even minor crimes,
such as assault or shoplifting, can have serious or even terminal
consequences simply because humans are considered to be so
worthless. Serious crimes usually carry a penalty worse than
death: Bio-Wizard experimentation. By contrast, supernatural
beings and monsters can literally get away with murder when it
comes to dealing with humans and D-Bees. A defense as simple
as, “The human provoked me, so I killed him,” is likely to get the
villain acquitted with nothing more than a warning or a small fine
for contributing to the disruption of (or damage to) business.

Humans in trouble with the law have a few options open to
them. The easiest way to get out of trouble with the law is to buy
one’s way out of it. By paying for one’s freedom and paying for
any damages caused by the incident, a human or D-Bee can com-
pletely avoid any punishment. Of course, this is always a very
expensive proposition with cash amounts ranging from several
thousand to many millions of credits in expenses, far beyond the
means of most humans and D-Bees. Also, crimes committed
directly against Lord Splynncryth, government officers of
Atlantis, the Splugorth or their Empire cannot be bought out of
no matter how much money is offered.

Another option is to convince a high ranking or well-

respected citizen or merchant to speak on one’s behalf. An
ancient dragon, godling, or greater demon can often convince a
court to release the defendant into his custody provided that the
human is kept under control. However, once the greater being has
done this favor for the individual(s), he will always have some
“favor” to ask in return or as payment. This usually involves
some sort of dangerous task or nefarious mission. But it can also
be something seemingly simple, although the consequences for
this favor will usually turn out to be much worse than expected.
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Lastly, if the defendant has some sort of special ability or
uncanny skill, he may find his sentence commuted in exchange
for performing some task for the Splugorth. This task will always
be something very dangerous and is often the equivalent to a sui-
cide mission. Such “tasks” usually involve an objective for which
the individual’s special ability or skill is superbly suited. For
example, a mutant human who can survive extreme pressure may
be sent to the ocean bottom to retrieve an item from a sunken ship
or a specially trained computer hacker may be needed to hack
into an enemy or alien computer system. Many times, this “task”
will involve performing something in which Lord Splynncryth or
the Splugorth wish to remain completely anonymous. In these
cases, it is the individual’s non-affiliation with the Splugorth
which makes him valuable, as well as his special skills.
Regardless of how the human or D-Bee avoids punishment by the
Splugorth, it will always come at a price, either financially or
morally, and it is not uncommon for that price to be higher than
that of the punishment itself.

In the alternative, those wanted by Splugorth law officers can
go underground. Unless the crime was too serious to ignore or an
attack against Lord Splynncryth or one of his High Lords (these
guys never forget an affront and never give up on seeking
revenge), human and D-Bee riffraff are low priority and easily
forgotten. Unless they are later spotted by the merchant or one of
the authorities who had a personal run-in with the characters,
most law enforcers could care less, provided the fugitives stay
out of trouble. On the other hand, the merchant or other nonhu-
man offended party may take the law into his own hands and per-
sonally seek revenge or hire somebody to do it for him (my, oh
my, those Sunaj assassins certainly get around).

Everything you may ever want
is right here ... or there

Let us just assume for a moment that everything a character
might truly want really is waiting in the market. Well, where
exactly would that be? The Splynn Dimensional Market is a
humongous place with too many different merchants to list (some
prefer it that way, others come and go, displaying only when they
have suitable stock). So what are the odds that a group of people
dropped into the middle of this mess will find everything they
want? An adventurer group may walk from storefront to store-
front for days without seeing even half of them. In addition, if
they do not quickly find the item(s) they are looking for, it may
be sold to someone else before they get there or the person sell-
ing it may leave before they locate him.

There are City Guides who will take visitors to wherever they
wish to go, for a price, that is. One can expect to pay as little as
30 credits for a full day’s work from street urchins claiming to be,
or willing to work as a “guide,” to as much as 50-100 credits an
hour for a reliable, certified City Guide. Goblins, Orcs, Floopers,
and lesser demons and Deevils (particularly Gargoylites,
Gurgoyles, Brodkil, Succubus, and Imps), as well as other lazy
slobs, make up that first batch and are the least expensive (and
least trustworthy) guides, but some are actually quite good. These
street people usually look unkempt dirty and rough around the
edges. About half are thieves. Shortly after accepting, the travel-
ers can expect to find their wallets missing along with their guide.
Another problem with these “freelance” guides is that they may
deliberately lead arrogant and irksome clients into trouble. Such
activities are not condoned by Lord Splynncryth, but there is lit-
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tlehe cando about it. Even in Splynn, his minions and watchdogs
can not be everywhere.

To confuse and complicate matters, most of the “certified”
City Guides are honest businessmen looking to make a fair liv-
ing. With the size of the market, these guides are necessary, so
Splynncryth has officially sanctioned “City Guides.” These
guides wear slick, clean uniforms and are usually polite, compe-
tent and capable. Most are the equivalent of City Rats or retired
thieves who know their way around the city better than most. On
the downside, about half of these legitimate City Guides accept
bribes from a multitude of specific merchants to recommend their
stores and bring customers to them.

Taking a “tour” to get a feel for the city and some sense of the
lay of the land can be a good idea too. The very best “tours” are
the aerial ones offered by Skyborne Excursions and cost
between 75 and 500 credits depending on the length and number
of stops on the tour.

Down on Your Luck?
Splynn is the place of Opportunity!

Speaking of working for the Splugorth, it is not always the
unfortunate would-be inmate or experiment who winds up having
to toil for these powerful beings. As the controllers of some of the
wealthiest empires in the Megaverse, the Splugorth are swarmed
by millions of applicants for employment in their cities and
armies. All of the details of these hirings are handled by the High
Lords. Many humans and D-Bees are included in these appli-
cants, but very few are ever hired. Actually, only a small per-
centage of outside mercenaries are hired by the Splugorth since
most of their needs are provided by their loyal minions.

With an army of trillions of soldiers and workers, the
Splugorth rarely need any frontline warriors or laborers, unless
there is a big conflict brewing and they would rather sacrifice
fools than loyal minions. However, they often have a passing
need for temporary agents and specialists. Again, these hirelings
are often needed to perform tasks in which the Splugorth wish to
remain anonymous. Usually, these are covert assignments which
require acts of theft, sabotage, espionage, and murder. Stand-up
combat is rarely a requirement of the mission, but sometimes
mistakes do happen which result in grievous conflict. Obviously,
only evil or anarchist characters will consider working for the
Splugorth, but even good and noble heroes may find themselves
forced to seek employment with the Splugorth or be tricked into
it. The Splugorth frequently use “front men” to act on their
behalf. In fact, they and many other supernatural beings operat-
ing in the city are so cunning that the heroes may never learn who
they are really working for.

In addition to the Splugorth themselves, merchants, demon
lords, powerful mages, dragons, guilds and other individuals and
groups may have use for bold and cunning adventurers, warriors,
spies and thieves. Mortal humans and D-Bees are favorite pawns
of the supernatural because they are seen as highly expendable,
fun to use and abuse, and because most supernatural beings are
instinctively drawn to torment mortals, particularly humans. In
some cases, these conflicts, skirmishes and plots of intrigue and
sabotage are nothing more than part of a long-running feud or
contest between two old rivals or enemies. The humanoids they
hire serve as nothing more than the “playing pieces” in their lit-
tle game.



Trade of goods for services

Sometimes a hero will find a special antidote or magic device
in the Market which is needed to save a village or loved one back
home. More often than not, the item costs much more than he can
afford. If the hero intends to return to the village or loved one and
save them, he will have to either steal the item, which as noted
previously can have dire consequences, or find work which will
pay enough to buy the item. Many merchants are always looking
for some mighty or clever warrior to work for them or fight in the
arena on their behalf.

Some argue that it is better to buy a slave to do their bidding
rather than hire a mercenary. It is always much cheaper to buy a
slave than to hire a special agent. However, many find it much
more advantageous to use such hirelings. There is no paper trail,
and the hireling (at least in cases like the one noted above) is
often highly motivated, and highly expendable. In most cases,
hirelings who are sent on a dangerous mission work on the agree-
ment that they are paid upon the successful completion of the job.
Thus, if they fail or die, it is of no concern to their employer. If
they succeed, both the employer and his hirelings benefit. A sur-
prising few clients ever renege on a deal or try to kill those they
hire to do a job. For one thing, they may want to use such
resourceful individuals again, and for another, there is no reason
to make new enemies. Obviously, such motivated hirelings
(whether from greed and the promise of riches, or from more
altruistic reasons) make for excellent agents, and are more reli-
able (and predictable) than a slave. Moreover, there is the prom-
ise of that rare bonanza in which the hirelings accomplish their
mission but get killed (through no involvement of their employ-
er), which makes success all the sweeter and more profitable; not
to mention severing any connections to their employer.

Volunteering to fight in the Arena of Champions is another
way to make a lot of money fast. Unfortunately, the line for com-
petitors is quite long and full of powerful warriors, demons, mon-
sters and the slaves of powerful masters. All this means that it
could be months before the noble warrior finds his way into the
arena. Other arenas may have a much shorter waiting period,
even same day service in some places, but will not pay anywhere
near as well (typically 80% less).

Regardless, the big bucks will take a long time to collect. For
those with a deadline, like getting a cure to a village before
everyone dies, it may take too long. The only way to circumvent
this wait will be to offer one’s service to a major sponsor in the
arena, even Lord Splynncryth himself. Someone going this route
will have to fight a few unpaid small skirmishes to prove his met-
tle, but if he survives he will be on the “fast track” to a major
competition and big money. He just has to survive long enough
to spend it.

Another way to work for the Splugorth is unintentionally.
There are a number of merchants in the marketplace who are
actually secret or part-time agents for the Splugorth. Working for
these merchants means that in a roundabout way the player char-
acters will actually be working for the Splugorth (or other pow-
erful evil forces). These merchants will usually pay a lot better
than independent merchants for services rendered. Characters
who wish to avoid working for the Splugorth in any way should
watch out for these secret minions. A good warning sign is the
better than average wages they offer. Other signs are less obvi-
ous, like a better than average location in the market or a good
availability of Bio-Wizard items in the shop. But usually these
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All That Glitters ...

So your character finally has that rune sword or magic potion
that he’s always wanted. Now, he’s all set to take on the world
and everything will work out just fine, right? Wrong! Many
times, customers find that what they paid for is not necessarily
what they got.

Many, if not most of the merchants in The Market, will over-
hype their products, making claims that are beyond the actual
capabilities of the items up for sale. Everything from payload to
range to damage capacity may be anywhere from 10% to 75%
less than what was promised or portrayed. Customers who wish
to get the most honest deal should insist on handling, examining,
and testing every item before purchasing it. But even this does
not necessarily insure the quality of the item. Furthermore, some
things, like magic potions and toxins, are one-time use items that
can not be tested in advance. Sometimes samples of these prod-
ucts are available for testing prior to their purchase, but they do
not necessarily ensure that the product sold will have the same
effects. The sample may even be a totally different product than
the item actually sold.

That having been said, most merchants want repeat business,
so while they may exaggerate the quality and fairness of their
price (“Best price in the city, for the quality yer buying”), the
majority are reasonably honest and reputable. This is especially
true when it comes to magic. Semi-regulars and transient mer-
chants are usually less honest or are just downright swindlers, but
not always. In fact, some transients are completely honest busi-
nessmen who actually enjoy making an honest buck. Psionic



empathy, telepathy, or certain magic spells will be very helpful in
determining between honest and dishonest merchants, but many
will have their own psionic or magical defenses to hide their true
intentions and inhuman natures.

Most swindlers offer items at prices too good to be true (40-
60% below average), justifying misrepresentations and/or the
sale of faulty, broken, or mislabeled products with, “What did
you expect for that price? Now go away. All sales are final.”

Besides an item being less powerful than anticipated, some
items have other, more detrimental or less obvious flaws. Many
times the customer will find that an item has a finite payload or
is a one-time use item. Magic items may even be cursed or bla-
tantly defective or unpredictable because they are experimental
or flawed in their creation. These types of defects are most com-
mon among the transient merchants who are likely to be gone
before the customer discovers anything wrong with it and returns
to demand a refund or extract revenge. However, even regular
City Merchants and semi-regulars may, either intentionally or
unwittingly, traffic in such items. Usually such items are reserved
for customers they do not know or like, or who annoy them.
Other times, a higher power, such as a demon lord or the
Splugorth, may request that the merchant allow the item to be
sold to a particular individual or group for any number of rea-
sons.

Cursed Items

Many powerful magic items and weapons, such as rune
swords, will be cursed. Sometimes even low powered magic
items, like TW items, or mundane weapons, like Kittani
weapons, will also be cursed, although this is very uncommon. In
any case, unless the purchaser is a practitioner of magic, cursed
items can be difficult to identify. Many items are marked by the
previous owner, but those unfamiliar with magic commonly mis-
take this as a property of the weapon and not a warning sign.
Furthermore, such marks can often be removed by the seller. The
exact effect of the curse varies from item to item, but can range
from a minor disorder, like a sore stomach, to a crippling disease
to death. The duration of the curse also varies. Sometimes, the
curse lasts only as long as the individual is using the weapon.
Other times, the curse lingers long after the individual stops using
the weapon. G.M.s can make up suitable curses or consult the
various books, especially the Rifts® RPG (spell magic), Rifts®
Africa, and The Federation of Magic™ for some specific curs-
es. Also, take a look at the great section on curses in the
Palladium Fantasy RPG® 2nd Edition.

Finite Payloads

Most modern and magic weapons have a limited, but refillable
payload. Once all the shots are fired, the item can be recharged
back to full capacity using the right equipment, or in the case of
Techno-Wizard and some other magic items, one’s own P.P.E.
However, some weapons and energy supplies cannot be
recharged. These items will only be able to be fired or activated
a certain number of times and then become inert, leaving them
useful only as fancy paperweights. Many times these items will
be experimental prototypes which are still under development.
Other times, they are alien devices which may be rechargeable,
but not with local technology. Even rail guns, missile launchers,
and other projectile weapons of alien design that can be reloaded
may fall into this category, since the odds of finding ammunition
that will work are slim to none.
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The semi-regulars and permanent merchants who traffic in
these items will usually make a point of explaining any limita-
tions or potential problems (often even with a limited payload,
the item has real value). Reputable merchants will be up front
about the limited payload or life span of the item and sell it at a
reasonable price.

Those who fail to mention flaws and limitations are usually
transients and crooks who are likely to leave the area before their
customers discover any problems. These fast-talking, two-faced
flimflam men are just out to make a fast buck and don’t care who
might get hurt as a result of their subterfuge. Note: Operators,
Rogue Scientists, Techno-Wizards, and psychics with the powers
of Object Read or Telemechanics will be very useful in detecting
flaws, curses, limited payloads, and other mechanical problems,
while Techno-Wizards and mages of all kinds should be able to
detect limited use magical items.

Disposable Weapons

Not all weapons are designed to be used more than once. Even
more limited than weapons with finite payloads are the weapons
designed for one use only. Items like grenades, missiles, and
explosives of all sorts fall into this category and are advertised as
such. But many other types of weapons can be designed to be
used and discarded. A good example of this is the X-Ray laser.
This powerful weapon uses the radiation pulse released by a
nuclear explosion to generate a powerful laser beam capable of
cutting through just about anything. Of course, the weapon itself
is consumed by the explosion shortly thereafter, but the results
are spectacular.

Thankfully, most weapons of this nature do not result in the
destruction of everything within a hundred miles (160 km) of the
weapon. However, most of them do result in the loss of the
weapon itself. Many times, the disposable weapon’s internal cir-
cuitry is fused together by the heat of its energy blast. Other
times, the weapon fires a single missile and cannot be reloaded.
Merchants will almost always inform the customer about this
limitation before the time of purchase since the customer is like-
ly to find out about it immediately. These types of weapons are
very popular among assassins. Weapons that self-destruct after
use allows an assassin to kill his mark and discard the murder
weapon without worrying about having it traced back to him.

Despite the up front practices of most merchants who sell
these disposable weapons, customers will still have to be wary of
them. Very powerful one-time use weapons often self-destruct in
a large explosion that will injure or kill anyone who is holding it
at the time. Other weapons will release dangerous levels of radi-
ation. Also, there are a few merchants who are greedy, gutsy or
cruel enough to neglect to tell their customers (at least those they
don’t like) about the one-time use or collateral damage of the
item.

Blatant Defects

Sometimes customers simply get ripped off. Cheap or faulty
circuitry, magic items that get weaker with every use, substan-
dard armor (20-50% less M.D.C. than it should have), and
defects of all sorts are all common problems with the less rep-
utable and more seedy areas of The Market. These areas are fre-
quented by scavengers, thieves, smugglers, fences and poor mer-
chants who deal primarily in used, stolen, rebuilt, or low-end
merchandise, all usually at discount prices (10-40% below aver-



age). However, even some wealthy merchants sell used or rebuilt
goods as new or like new.

Defective merchandise is usually the result of scavenged
equipment or piecemeal repaired items. Defective magic items
are usually the result of experiments created by low level mages
and can have unstable or reduced power levels, inconsistent
effects, or periods of no energy. In many cases, defective high-
tech machines can be repaired by a competent mechanic,
although some repairs cost more than the device is worth.
Occasionally, defective magic items can also be repaired by a
high level Techno-Wizard or Alchemist. However, most defec-
tive goods, especially magic items, are unsalvageable and can
never be made to work properly. Defective goods are invariably
sold at rock-bottom prices by the poorer merchants in The
Market, and most reputable merchants, poor and wealthy, will
point out the flaws as to why the price is so good.

g

Targeted for Theft

Okay, your character has avoided all of the pitfalls of shop-
ping at Splynn, is a shrewd haggler and has managed to acquire
items he wanted at fair prices. They are all flawless and in excel-
lent condition. The character is ready to put them to good use. He
had just better remember to keep one eye on the prize and the
other one out for trouble, because the marketplace is crawling
with thieves (and worse). Besides the unscrupulous merchants
and monstrous customers, there are thieves and muggers sitting
behind every corner waiting to take advantage of people who are
still giddy over their new toys. Flashing around credits, gold, or
gems, or polishing a shiny new weapon or fancy new magic item
is a sure-fire way to attract the criminal element.
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And just because one has acquired a new, all-powerful
weapon, it does not mean he can handle the group of hoodlums
(perhaps sorcerers or demons counted among them) who want to
relieve him of it. Even the toughest warriors will be hard-pressed
to fend off a group of well-prepared thieves. In addition to M.D.
energy weapons, thieves in Atlantis are armed with magic nets,
Bio-Wizard shackles, and alien gas grenades. The authorities are
quick to respond to these disturbances, but professional robbers
can often hit their targets and disappear long before the police can
get there. If there is any good news, it’s that most thieves are not
out to kill anybody, but to “grab the goods” and make their
escape. This means many “attacks” are designed to create confu-
sion and take advantage of the element of surprise than to do any-
thing else. The victims may get knocked down, bruised, dirty, and
embarrassed, but they are not likely to suffer serious physical
injury, although the blow struck to one’s pocketbook may be
financially devastating.

And who says criminals have to be blatant in their attack?
Pickpockets can make a killing in the crowded streets of the
Splynn Dimensional Market. Even a well-hidden prize may not
be safe from the skills of these professional thieves, many of
whom use magic to ply their trade. Invisibility, Time Slip,
Levitation, Telekinesis, and Teleportation spells, among others,
are all great for stealing an item without being immediately
detected or at least getting caught. The high number of beings in
Atlantis who can see the invisible or detect magic makes this a
more risky venture than most elsewhere, but even the Eyes of
Eylor that watch the bustling streets can not see everything, so
Mystic Thievesareready and willing to take their chances, espe-
cially with unsuspecting tourists.

In addition, there is the constant threat of Dimensional Raiders
(including Temporal Raiders/Wizards and Warriors, who are
more numerous on Atlantis and England than anywhere else on
Rifts Earth). These raiders often appear and disappear, taking
what they can during the brief time they are present at a raid loca-
tion. This short window of opportunity means that the raiders can
not pick and choose whom they steal from, so they grab whatev-
er appears to be of value and, within a few minutes, hop to anoth-
er dimension or place in space and time. If an individual happens
to be at the wrong place at the wrong time, standing there with an
armful of goodies and a group of raiders pop in, he had better run
because they will take those goodies just the same as anyone
else’s. They might even take “him” along with them if they think
he’s worth anything. The “mean streets” of Splynn are meaner
than most.

Maybe the newly acquired items will help the character win
the day, and maybe not. Most demons and monsters fear person-
al power much more than powerful weapons. To their thinking,
reliance on a weapon for power is a sign of weakness.
Furthermore, all of the power that weapon provides can easily
change hands, if someone is willing and strong enough to take it.
Personal power, such as magic, psionic abilities, and mutant or
supernatural powers are unseen and cannot be taken away so eas-
ily. Consequently, they do not have the same respect for a warrior
with a rune sword as they would for an unarmed Wizard, Mind
Melter or dragon. A character will have to be a powerful being
without his toys to avoid having to constantly deal with thieves
and brigands. Fortunately, this also means that those who exhib-
it great (or unexpected) power, including fearlessness, great cun-
ning and excellence in combat, let alone psionics or magic, are



likely to send these brigands scurrying back into whatever holes
they crawled out of. Most thieves are looking for easy prey, and
are not willing to engage in what looks like serious life and death
combat — they value their own miserable lives too much for that!

Targeted by Rivals & Enemies

Even if a character makes it out of the Splynn Dimensional
Market with all of the goods he wanted, that individual must still
watch his back. Old enemies, new opponents, and even false
friends (including other player characters) may be waiting for
him to let his guard down so they can exact some revenge. Yes,
this revenge can include something as simple as taking away his
new toys to as ironic as using them against him, or as foul as
using them in a crime and leaving the item and other evidence to
implicate him.

One of the bad things about a place like Splynn, crawling with
demons and brigands, is that one can make an enemy without
even realizing it. Some punk who stepped out of line and got put
in his place, a bully who got his comeuppance, a gambler who
lost to the character in a game of cards, someone who got out-bid
at an auction, or a demon or monster who took offense because
of the character’s race, occupation, alignment, the way he looked,
or something he said or did. Most demons, power-mongers and
many characters of anarchist and evil alignment tend to be petty,
envious and vengeful in the extreme.

Law Enforcement at Splynn

Laws in the City of Splynn and the Dimensional Market are
strict and strongly enforced. A police force of Splugorth Minions,
particularly Overlords and Powerlords, can be expected within
minutes of the outbreak of any public disturbance. Punishment is
always brutal and cruel. Lenience is reserved for important and
powerful citizens and visitors. The word of the merchant is usu-
ally taken above the word of others, and humans and most mor-
tals are presumed guilty!

Still, there are many actions which are legal in Atlantis, but
totally inappropriate in human societies. Slavery, assault, battery,
robbery and even murder is perfectly legal so long as it is restrict-
ed to humans, D-Bees, and creatures of good alignment. By con-
trast, things as petty as littering and vandalism carry a heavy fine
and brutal punishment. The really serious crimes are those com-
mitted against the Minions of Splugorth, including the merchants
allowed to establish permanent and semi-permanent places of
business in the city. Punishment for assaulting a Splugorth
Minion can range from imprisonment and a fine to torture, ban-
ishment or death. The murder of a Splugorth Minion by a human
or D-Bee typically results in either a death sentence or Bio-
Wizard torture or experimentation. Ultimately all laws and their
enforcement in Atlantis are the will of Lord Splynncryth. He is
“the” power in Atlantis and he has the absolute ability to pass,
rescind, enforce, ignore and exempt any laws as he desires. His
will is the law, and his Minions are the enforcers of that will.

Business related crimes, such as fraud, are not heavily pursued
in the Splynn Dimensional Market. Even though it is prevalent,
especially among the transient merchants, Lord Splynncryth does
not seem to have a problem with it. The basic rule of The Market
is survival of the fittest. If a customer is stupid enough to buy
something without making sure it works first, then that’s too bad.
Lord Splynncryth and his minions do not care, and they are not
going to raise a finger to help some whining crybaby try to get his
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money back. By the same token, if a ripped-off customer takes
revenge on the store owner, that’s fine as the retribution is seen
as fitting. An unwarranted assault on a shop owner or an extreme
act of revenge, such as murder, is discouraging to the other shop
owners and frowned upon. Therefore, it is important for the
assailant to prove that his grievance with the shop owner and the
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measure of retribution is justifiable. If so proven, the offending
party gets a lecture about controlling his temper in the future, but
is usually let go without punishment and the other shop owners
are reminded to be more careful in their business dealings (i.e. to
make sure they don’t get caught making dirty deals). Of course,
if the assailant was a human or D-Bee, the crime is likely to be
found reprehensible no matter how justifiable it may have been
(even an act of self-defense)! In this case, those involved are like
to be sentenced to death, end up as Bio-Wizard experiments, or
be condemned to slavery and sold.

Meanwhile, stealing from a merchant is totally unacceptable.
Lord Splynncryth needs to maintain commerce and that will not
happen if the businessmen think that they will lose everything to
shoplifters and robbers. Consequently, the penalty for stealing
from a merchant is rather high, anywhere from a stiff fine and
complete recompense for stolen property and any damage caused
during the theft, to imprisonment or being sold into slavery, to
torture and death. The latter two are typically reserved for repeat
offenders, grievous injury or death committed during a robbery,
and theft of very valuable items. This law is made very clear to
everyone entering the Splynn Dimensional Market through the
verbal greeting of the Overlord soldiers, posted signs on the
doors of the establishments and video public service announce-
ments.

Dragons & the Law

Another important rule to remember is that dragons are high-
ly respected and even worshiped members of Splugorth society.

g
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Dragons, especially adults and ancients, can literally get away
with murder in Atlantis without repercussions. Only an unpro-
voked assault on a Splugorth Minion may bring some legal con-
sequences, but even then a good excuse from the offender may
get him off the hook. Only the High Lords and the Splugorth
themselves are above dragons in this respect. Hatchlings do not
get such leeway and are likely to receive stiff punishment for
serious crimes, but even they can bully and threaten mortals and
get away with showing little or no respect to the lesser minions,
like the Sunaj or Altara, provided they don’t actually defy or
attack them. However, serious and continuous offenses by any
dragon will not be tolerated. Punishment for repeat and serious
offenses is banishment from the city or even the continent, but
never imprisonment, torture, or death. Even dragons who try to
undermine or usurp the Splugorth’s power are usually allowed to
live and are banished. By contrast, even High Lords who break
Lord Splynncryth’s laws will find themselves on a quick trip to
the transmutation chambers.

This reverence for dragons makes it highly illegal to deal in
dragon components, such as bones and blood, which are highly
prized for their alchemical applications. Although their sale is
technically not illegal, even treacherous dragon hatchlings (i.e.
those who associate with humans and D-Bees) are rarely seen in
the slave markets. When dragons are for sale, they are either of
good alignment or are one of the primitive species, like the
Wooly or Hydra. Even then, the dragons of Atlantis dislike see-
ing their primal brothers on display with the lower life forms and
sometimes buy them for their own army, where they will be given



the respect due to a true dragon. However, they could care less
about the weak or insane, goody-goody dragons who defend less-
er beings, and don’t mind seeing these disgraceful creatures
treated as poorly as the worthless mortals they coddle and pro-
tect.

On the other hand, creatures who prey on dragons, such as the
Pogtal Dragon Slayer and the vampiric Dragon Juicer, are wel-
come additions to the slave pens — better yet, the gladiatorial
arena where they may face their betters in duels to the death.
Even though they are evil monstrous giants, the Pogtal are
shunned and hated because they hunt dragons and wear their
flesh. Likewise, the Dragon Juicer needs dragon blood to survive
and also makes a practice of wearing “dragon skin armor.”
Neither are welcome in Splugorth cities and they are very likely
to be assaulted by one or more dragons or a group of their min-
ions or worshippers. Even if the victim is killed in the assault, the
authorities will do nothing since it is not illegal to kill Dragon
Hunters in Atlantis, and such individuals visit Atlantis at their
own risk.

As one would assume, the marketplace is constantly patrolled
and defended by a veritable army of Splugorth Minions. At reg-
ular intervals, a squad of Kydian Overlords can be seen tromp-
ing down the street. High overhead, the dull roar of turbines can
be heard as a squadron of Kittani clad in high flying Power
Armor or a pair of Kydian Powerlords whiz by. Occasionally, a
monstrous Murex Metzla accompanied by a pair of Murvoma or
drones can also be seen watching a busy street. Slavers and
Altarian Warrior Women as well at the occasional Conservator,
Sunaj Assassin, Gargoyle, Witch and Tattooed Man servant of
the Splugorth can also be encountered. Slavers and Gargoyles are
especially common in the poorer parts of town and at the gladia-
torial arenas and slave markets. The point is, the Minions of
Splugorth maintain a firm physical presence in the market at all
times and can be expected to respond to trouble within minutes,
with Kittani and Kydian Overlords and Powerlords serving as the
primary law enforcers and defense troops.

Furthermore, there are numerous less overt means of security
all over the city of Splynn. Many of the statues that decorate the
streets and buildings are silent observers. Often the eyes of these
statues are really Eyes of Eylor programmed to record every-
thing they see and inform the High Lords of any trouble. Others
are rune statues that can leap into action with a command from a
High Lord or Overlord. The High Lords themselves invisibly
watch over the marketplace using divining magic and psionic
abilities. However, even with all these measures in place, there is
still much that escapes the attention of the Minions of Splugorth,
especially in the back rooms of shady merchants who know how
to block magic and psionic probes. Still, the word around The
Market is that the Splugorth have eyes everywhere and the walls
definitely have ears.

Notable Splynn
Merchants

19

Primary Merchants

A number of merchants have long-term arrangements to sell
their wares at The Market; some have even been invited. These
businesses are both small and large, and often referred to as the
“regular” or “permanent” merchant establishments. At least half
have been in business since the first year the Dimensional Market
opened, a quarter have been doing business for decades and the
rest are comparatively new. Many of them plan to sell what they
can for as much as they can before retiring with a healthy amount
of money saved up. Others see this as the ultimate business coup
and plan on operating at Splynn till the day they die (and even
then passing their fabulously lucrative business on to their heirs).
Some of them plan on building their business and reputation, and
then sell the business for a tremendous profit when they retire.
Still others are using their presence at Splynn and growing repu-
tation as a stepping stone to franchise their business at “hot spots”
throughout the Megaverse (for example, a third have similar
businesses at Center, on Phase World). Those with long term
plans and strong reputations are among the most reputable, hon-
est and tolerant of other species.

Whatever the alignment, disposition, race, or plans of the
business owners, most share the common, often all consuming
goal of fame and fortune. Especially fortune. Many regular mer-
chants in the Splynn Dimensional Market are rather wealthy to
begin with, and it is their reputation or unique goods and/or serv-
ices that make them an attractive addition to The Market. The
permanent merchants get the best locations in the marketplace
and tend to cater to the most powerful of creatures. Roughly 25%
have built their shops using loans and credit from the Splugorth,
which they must pay back with healthy interest. The Splugorth
maintain (for life) 10-20% ownership in the business, and the
owner is generally considered to be in the Splugorth’s debt for
life. The unlucky few who fail in such business ventures, and/or
fail to repay the loan or try to cheat their Splugorth benefactor,
must face the wrath of a Splugorth debt collector, typically a
Conservator backed by a squad of Powerlords and Gargoyles.
Ultimately, such individuals find themselves being sold on the
slave market or simply disappear, never to be seen again.

There are a few merchants who started off working in the less
opulent areas of The Market and worked their way up to a prime
location. As stated previously, the regular merchants tend to be
more reputable and offer higher quality products than the semi-
regular and transient merchants. However, this is not always the
case, so customers are well-advised to keep an eye on their wal-
lets and know what they are buying.

The following are just a small sample of the regular merchants
that can be found at the market. Aside from these, there are hun-
dreds of others out there just waiting to make a buck. There are
also countless mundane shops that sell everyday items, foods and
services. Fine restaurants, simple diners, dance clubs, theaters,



convenience stores, markets, massive department stores, cloth-
iers, jewelers, gymnasiums, massage parlors, tattoo parlors,
garages, repair shops, and other standard fare for a city can be
found everywhere. G.M.s, just plop them in as needed and use
your imagination to fill in the rest.

The Water Merchant

“Welcome strangers to my humble shop. I can tell you are
beings who value a cool refreshing glass of pure, clean water.
Please help yourself. The pool is there. It fills perpetually so
drink all you want. The glasses are on the left. Taste how crisp
and clean it is. If you wish to fill your water skins or canteens
with it, the price is one mere credit. A bargain for the purest
water you will ever find. Ah — but I can tell that you are more
than mere travelers looking to quench your thirst. I can see a
glimmer of the wandering spirit and the lust for adventure with-
in you. If you are true adventurers, then my story will be of inter-
est to you. If not, then please take your time in making your pur-
chases, look at all I have to offer, and continue on your travels.

“Ah yes, I knew I recognized the life of challenge and discov-
ery within you. Or perhaps you sense an opportunity. In either
case, you will be most interested in what I have to say. As you
know, I deal in water, not simply drinking water, but enchanted
waters from around the world and the Megaverse. On every con-
tinent of this planet, there can be found wells, ponds, and streams
that flow through some sacred place or magically charged loca-
tion. The water that flows or collects there becomes enchanted in
some way. Ordinary water can become a liqueur of empower-
ment or a powerful magic potion. In most cases, the enchantment
is very slight, hardly even noticeable. But when used in the cre-
ation of other magic potions, it boosts the potency of the elixir
two-fold.

“I have visited the enchanted baths in Gargoyle-infested
Germany and enjoyed the soothing, healing waters found there.
In England, the land of enchantment, there are alien plants that
collect water and turn it into a mind-numbing intoxicant. I have
many connections among the Druids that inhabit the British Isles
and I make many of my purchases from them. In other locations
so secret that I dare not share them with you now, I have discov-
ered water which is ordinary in every way, except that it is
charged with pure magic energy. Yes, I have gathered much
enchanted water from all over this world and others, but there is
one well that I have yet to visit.

“I have heard the legends of a well located deep within the
region once known as Central America. It is a place guarded and
haunted by the undead. Tales of Cyber-Knights and other war-
riors entering the region are many. Tales of their return are few.
The well is said to be somewhere in the interdimensional penin-
sula known as the Yucatan. In addition to the vampires that i
swarm over Central America, there are countless other monsters — |oe— g
and undead creatures roaming freely through the dense jungle _7 — N > Y
that covers the peninsula and ancient ruins that were built long }'* % ‘ )
before the return of magic to this world. They mark the location /,’/,/,/,',,,,,,,////'///;:///,;'//////////,s'///////,,,,//,,j/// e
of a powerful nexus point. Within one of these ancient temples zzZg . —_
there is a well that flows with powerfully enchanted water. It is
said that a sip of it can heal even the most mortal of wounds and
that the well can even resurrect the recently deceased by bathing
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their bodies in it. But the temple is guarded by an army of undead
commanded by one of the dreaded Vampire Intelligences. I have ] <neliiia.
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also heard tales of one other living in the temple. A being of great
power rumored to be a god. I have never had more than a few
vials of this water in my possession and will pay a great fee to
anyone who delivers more of it to me. Of course, having access
to this magic potion is a reward in and of itself. But my gratitude
is an everlasting gift that will continue even after the last drop of
enchanted water has dried up. That is a promise.

“So if you are interested in seeking the prize, luck be with you
and I offer you best wishes for a safe return. If not, allow me to
show you some of my special waters.”

Any G.M.s who wish to send the player characters on a mis-
sion into the Yucatan for the well water will have to consult
Rifts® World Book One: Vampire Kingdoms™ for more
information. Travel arrangements will be easy to make, provided
that the characters have a good amount of cash. Unless they
already have the proper equipment, they will also need to pur-
chase anti-vampire weapons and the gear necessary for such an
expedition. Many different Bio-Wizard, Techno-Wizard, and
conventional anti-vampire weapons are commonly available in
Atlantis, thanks in no small part to the Splugorth’s enmity with
Vampire Intelligences. The exact means of transportation and
route is entirely up to the G.M. and/or players, but remember that
the Yucatan peninsula cannot be accessed directly by air or sea.
Any monsters or obstacles they encounter are also left for the
G.M.’s determination. Any number of beasties and landmarks are
detailed in the Vampire Kingdoms™ book. The Well is at
Chichen Itza and is guarded by a number of vampires, the
Intelligence, its demon familiar, and the Mayan god, Camazotz.
If the characters are exceptionally powerful or resourceful, other
defenses or minions can be added at the G.M.’s discretion. Note:
The shop owner will not fund or support the effort in any way. It’s
just too expensive. However, he will pay approximately 8,000
credits for each eight ounce vial or two million credits for 20 gal-
lons (75 liters); enough for a human-sized being to bathe in and
to get resurrected! An additional 30% will be offered if the seller
will take “trade” or house credit rather than Universal credits or
cash (gold, gems, etc.).

Available goods at the Water Merchant: A shopper can find
just about any type of enchanted water ever created, from water
blessed by priests to the samples from the cursed pools of Baden.
His magical waters also include healing potions and truth serums.
Prices vary from a few hundred credits to several thousand,
depending on the enchantment and potency of the water (typical-
ly top book price). He also offers a huge selection of prepared
teas and herbal concoctions/remedies that are drunken (see
Rifts® England for types and prices), as well as wine (including
Faerie drinks), other alcoholic beverages, and fruit drinks from
1D6 credits a glass to 1D6x10 a bottle depending on the bever-
age.

One product which the Water Merchant seems to be the only
supplier of is something he calls “Magic in a Vial,” water that is
somehow magically charged with P.PE.! One vial of the water
costs 45,000 credits. Drinking it provides the imbiber with 20
extra points of PP.E. It is commonly used by practitioners of
magic to replenish lost PP.E. or as a booster before combat, but
it can also be used by ordinary people to, momentarily, use
Techno-Wizard devices. This magical PPE. boost only lasts
1D6+8 minutes, so it must be used fairly quickly after drinking.
Moreover, the body seems to hit its maximum tolerance at 40
additional PPE. (60 for practitioners of magic), meaning that
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drinking more than two vials (three for mages) will not increase
the PPE. level beyond 40 (60 for mages), and offers no addi-
tional benefits. In fact, drinking more than two vials will cause a
terrible headache, irritability and other symptoms common to
overexposure to ley line energy (duration 1D4 hours). Likewise,
the benefits are halved (10 PP.E.) if drunken by a practitioner of
magic who is already fully charged with his own natural PP.E.,
and it has no effect on Creatures of Magic (dragons, Faerie Folk,
etc.) or supernatural beings.

Behind the scenes, a half dozen Herbalists and Druids work
around the clock to keep the shop fully stocked. However, there
are a number of items, including the P.P.E. charged water, which
must be obtained from other sources. The Water Merchant seems
to have easy access to these sources, since his shelves are usual-
ly full, but, sometimes there are shortages and a lack of avail-
ability that can stretch for weeks. The PP.E. enchanted water, in
particular, runs out quickly, so the merchant limits its sale to two
per customer. Still, exceptions are made, especially if the cus-
tomer has a large bank roll or is a very prominent citizen or pow-
erful being.

The Water Merchant

Real Name: Unknown, even Lord Splynncryth calls him “The
Water Merchant.”

Alignment: Anarchist, but very honest in his business dealings

Race: Unknown, appears to be a sub-demon of some sort.

Horror Factor: 10

M.D.C.: 153

Attributes: 1.Q. 17, M.E. 16 , M.A. 24, P.S. 10, PP. 12, PE. 12,

PB. 6, Spd. 15

Experience Level: 12th level merchant/scholar

Natural Abilities: Nightvision 200 feet (61 m), see the invisible,
and bio-regenerates 2D6 M.D.C. per hour.

Magic Abilities: None, but knows all lore about magic, ley lines,
Faerie Folk, creatures of magic, and demons. He employs a
number of Herbalists, Druids and low level mages.

Psionics: All sensitive abilities and has 55 L.S.P,, but is consid-
ered to be a Major Psionic.

Appearance: Stands only 5 feet, 6 inches (1.7 m) tall and appears
to be very old. His skin is gray and wrinkled and very tough.
He is always seen wearing heavy robes with only his bald
head and hands exposed.

The Antique Weapons Dealer

“Well now, how can I help you on this fine day? Of course, it’s
always a fine day in Splynn, thanks to the magic of the great gold-
en pyramid and its masters. Why I could go on and on about the
paradise that the Splugorth have made of this city, but seeing as
how they’re not here, I won't bother. Now let’s get down to busi-
ness. You’ve come to the top dealer of fine antique weapons in
this or any other dimension. Well, maybe that’s an overestima-
tion, but it ain’t that far from the truth either. Well, some of those
other arms dealers may try to sell you top-of-the-line, brand-
spanking-new energy guns, but I tell you that they still don’t make
them like they used to. Look at this fine black powder weapon
from the old North American west. The detail and styling are all
handcrafted. The sight was skillfully aligned by an expert crafts-
man, not by some automated robot. Well now, it’s only a collec-
tor’s item in this day and age, but I tell ya it’s a fine work of art.
And if yer looking for something with a classic feel but with a
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modern punch to it, I have a small, but fine selection of Techno-
Wizard six-shooters an’ rifles from the wilds of the New West.

“There is another piece o’ history out there that is a fine work
of art an’ which is a weapon to be feared even in these days of
high technology and magic. Well now, ya’all seem to have perked
up a bit at the mention of that little masterpiece. Well, I suppose
the hired help can handle the store fer a bit, while I share a little
story with ya’all, iffen you’re interested that is.

“Good, now let me tell ya a story of a faraway land that once
held great mystic and technological power, and may still hold
some today. Across this ocean, over the land, an’ into the next
ocean, there is the land o’ the setting sun. A place called Japan.
Well, a long time ago, the lands of Japan were under feudal rule
enforced by these honor bound warriors called the Samurai.
Them warriors walked the land, choppin’ people’s heads off with
this pair of razor sharp blades called the Daisho. One of ‘em was
a long sword called the Katana an’ the other was shorter, called
the Wakizashi. With this pair of swords, the Samurai were the
deadliest swordsmen around.

“Well now, I've been hearin’ rumors of new Samurai popping
up around the islands of Japan, an’ carrying the swords of their
ancestors. These swords are charged up now full of magic and
have been used ta hack and slash through armies of Japanese
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demons an’ dragons, an’ such. Well, as ya might reckon, these
ancient swords have a great deal of interest to me. I would pay a
pretty penny to get my hands on even one of these swords and
twice as much to get the pair. Well, if I've still got your attention,
maybe I can arrange fer your passage to that faraway place.
Maybe you’d like to take a few authentic antique weapons with
ya. I have a sale on my non-magic firearms selection goin’ on
right now. Let me show you a few, come this way ...”

This possible scenario idea is really only appropriate for char-
acters who aren’t needed elsewhere and players who would like
to see their characters visit Japan (with no absolutely certain way
back to Atlantis or home). Groups that are predominantly selfish
may plan to steal several of these blades, and good characters
may believe these enigmatic “Samurai” to be evil and therefore,
fair game (the shopkeeper may imply as much or suggest there
are indeed evil ones to plunder). He will pay 350,000 credits for
one ancient sword or one million for a matched Daisho. And yes,
he’ll gladly take as many as a dozen pair! Game Masters who
wish to send the player characters on this adventure will have to
consult Rifts® World Book Eight: Japan for more details on
the Rifts Samurai and their swords. As it turns out, most of these
new Samurai are carrying new swords created after the Coming
of the Rifts. Unfortunately, there is no way for the player charac-



ters to know this and they may wind up returning to the weapon
dealer with a Daisho that are only a few years old — and he will
know how to determine their true nature and age.

The best way for the characters to proceed on their way to
Japan from Atlantis will be to book passage on a Horune pirate
ship. A means of transport the shopkeep, called “Old West”, can
arrange. The pirates have peripheral knowledge concerning the
happenings in Japan and can brief the group on rumor and
hearsay along the way (there can also be any number of seafaring
adventures and side trips). If all goes well, the group will be
dropped off at a suitable location very close to where traditional
Samurai can be found. The Horune pirates will stay for a couple
days and then leave to plunder the neighboring seas. They will
come back for 1D6+4 hours once every few weeks over the next
2-3 months to rendezvous with the group before leaving for good.
See World Book Seven: Rifts® Underseas™ for details on the
Horune.

The Antique Weapons Store offers old-style black powder
pistols, revolvers from the old American West, bows and arrows,
eons-old alien devices, and ancient melee weapons from the past,
many of which hang from the walls. Most of these weapons are
S.D.C. and have little value in the modern world of Mega-
Damage weaponry. However, collectors just adore these archaic
items and are willing to pay handsomely to get their hands on one
(typically 100,000-500,000 credits per item, sometimes two to
five times more for truly rare and exotic items).

Among the more practical M.D. items available at the shop are
Techno-Wizard revolvers and rifles built to look like the weapons
of the Old West (very accurate, but magical replicas), and black
powder weapons from Wormwood. There are also minor magic
melee weapons (swords, axes, pole-arms, maces, etc.) from the
Palladium World, and energy weapons plundered from pre-Rifts
armories. Prices for these items, when available, are two to ten
times the normal market value. Sometimes, the dealer even has
an authentic pre-Rifts Glitter Boy in stock! But don’t wait too
long to make a purchase because as soon as one pops up, it usu-
ally sells within hours.

Old West, Quick Stats of the Owner

The owner of this shop is actually a creature who calls himself
“Old West.” He is a peculiar chap who appears to be a member
of the Sowki race. The usual Sowki is a power-hungry manipula-
tor who rarely allows others to see his true face. Old West wears
no such disguise, but dresses like a Gunslinger from the old (and
new) American West and speaks with a similar accent. He even
emulates the classic Gunslinger’s behavior and mannerisms. To
the casual observer, it would appear as if Old West has taken his
last charade a little too far. However, this cunning creature is
actually using this behavior itself as his disguise. As a humble
shop owner and eccentric antique weapons dealer, he is able to
gain the trust of most customers and has made many connections
with real warriors and assassins. Connections enhanced by spe-
cial deals and favors that gives Old West a network of mercenar-
ies at his disposal. Beings who think of him first when they have
some ancient weapon to trade, and acquaintances on whom he
can draw upon for special favors and secret missions. Old West
even sometimes acts as the “agent” of mercenaries (humanoids,
aliens, monsters and demons) looking for work or who need a
casual and smooth go-between.
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Alignment: Miscreant.

Horror Factor: 14

M.D.C.: 140

Attributes: 1.Q.: 20, M.E.: 20, M.A.: 24, P.S.: 32, PP.: 16, PE.:
15, P.B.: 4, Spd.: 14

Experience Level: 8th level Ley Line Walker and 3rd level
Gunslinger.

Natural Abilities: Standard for the Sowki race, including superi-
or vision (can spot a rabbit up to two miles/3.2 km away),
nightvision 600 feet (183 m), see the invisible, and magically
knows all languages.

Magic Abilities: All illusionary, concealment, and metamorpho-
sis magic and all speed oriented spells. Has 92 PP.E.

Psionics: Mind block, sense magic, speed reading, summon inner
strength, total recall, object read, and hypnotic suggestion.
Has 30 L.S.P.

Special Equipment: He sports a pair of authentic pre-Rifts
revolvers from the American Old West, which he displays
proudly in his very stylish leather holsters. He also keeps a
number of Techno-Wizard revolvers handy and a magic sword
from the Palladium World that inflicts SD6 M.D. and is mag-
ically invisible.

Appearance: Appears to be an average Sowki, but is dressed in a
classic Gunslinger wardrobe. He also speaks with a strong old
west accent.

The Feline Cages

“They are a fierce species, aren’t they? They have claws and
fangs designed to rip the flesh from their prey. They have the
instincts of a hunter and a killer. I used to offer a variety of slaves
skilled in hunting before settling on ferocious cats. Now I have
lions, tigers, and big cats of all kinds up for sale to the highest
bidder. In the cages in the rear, I have Chimera, Emerin, and
other supernatural felines. Sometimes, I even have a Sphinx or
Werecat fall into my possession. Right now, however, I have my
sights set on a different kind of cat. You’re familiar with the
mutant cats from the Coalition State of Lone Star, I'm sure, but
travelers from South America have brought me tales about a
secret nation of intelligent mutant cats with great psionic powers.
Don’t believe me, take a look at this fine and rare specimen. A
showpiece in my personal collection, not for sale — but proof
that these feline humanoids do, indeed, exist.

“This nation is a dream come true for an opportunist and
feline slaver like myself. If I could get the financing, I would send
an army of slavers into the nation and capture thousands!
Perhaps even take the entire community. Then I could elevate
myself out of this old and overcrowded facility, and build a glori-
ous slave market of my own. But I'm getting ahead of myself.
What I’'m really looking for is some reliable intelligence on about
this nation of intelligent cats, their leaders, strengths and weak-
nesses. From what I hear, there is a triad of cat gods calling
themselves the Divine Felines who serve as the nation’s spiritual
leaders. I would pay a hefty price to know everything about these
‘gods’ and their people. Particularly how they might be defeated.
I would pay an even greater price to anyone who banished or ...
eliminated these cat gods for me. Yes, a high price indeed.

“Oh, but I see this beautiful cat has caught your eye. It is the
fastest cat native to this world, the cheetah. It is a sleek and
streamlined beauty with a top speed of ...”



The scenario hinted at above would probably interest only
human supremacists, or characters of selfish or evil alignment.
However, good characters who find this suggestion abhorrent
may later encounter or become embroiled with less scrupulous
individuals (or monsters) who have accepted the task. This could
place our heroes at odds with these slavers or mercenaries, espe-
cially if the player group is currently operating in South America.
Game Masters will have to consult Rifts® World Book Six:
South America for details about the Divine Felines and Omagua,
their nation of humanoid cats. It is unlikely that anybody (NPCs
or Player characters) will be able to drive a wedge between the
cat people and their gods, but they can snoop around and gather
intelligence, presuming they can even find this secret place. The
South American jungle that surrounds their nation is dense and
difficult to navigate and the humanoid felines are not without
their own resources.

Arranging travel to South America will be easy since Lord
Splynncryth has a trading post and an alliance with another king-
dom on the continent. The trading post is primarily a slave trad-
ing facility with connections to most of the pirates that live along
the Amazon River. If they are paid the right amount, one of the
pirate factions will be able to lead the player group (or NPCs) to
the general location of Omagua. Alternately, the characters could
travel to New Dragcona. This city is loosely affiliated with
Atlantis through their leader, Meleastirth, an ancient dragon
working for Styphathal, the dragon-god of Dragcona in Atlantis.

As stated previously, the Feline Cages is a comparatively
small slave market that specializes in the sale of all sorts of cat-
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like creatures, from wild animals to creatures of magic, to feline
monsters and humanoid mutants and aliens; except for the mutant
felines of South America, of course. Prices are competitive with
other vendors, but the Feline Cages have a well-earned reputation
for quality and experience with the feline races that makes it the
premier locale for these beautiful creatures. Buyers are warned
that all cat-like creatures are fierce, agile, and cunning enough to
escape even the strictest confinement. Domesticated cats sell for
30-100 credits, big cats sell for 1,200 to 6,000 credits, Gryphons
for 100,000 credits (double if a trained riding animal), monsters
like the Chimera a quarter of a million or more. The current, lim-
ited selection of humanoid felines sell for 50,000 to 100,000
credits. Rassa anticipates that the South American varieties
should fetch upwards of 250,000 credits.

Rassa, Owner and Operator of the Feline Cages

Ironically, the owner of the Feline Cages is an animal-like
creature himself. Rassa appears to be a boar-like humanoid with
bright yellow fur. In reality, he is a Raksasha demon, a race of
shape-shifters who naturally appear to be humanoid cats. He is a
slick negotiator and sneaky manipulator. Customers can expect to
find the best felines at his shop and always walk out with at least
one when Rassa’s on duty. If he were to get a footing in the nation
of Omagua, he will slowly bleed it dry as he sells off the inhabi-
tants for a hefty profit. In addition, Rassa likes to gamble and has
ties with a number of professional assassins and thieves as well
as slavers.

Alignment: Diabolic.



Race: Greater Demon of immense power and cunning.

Horror Factor: 14

M.D.C.: 4,500

Attributes: 1.Q.: 20, M.E.: 19, M.A.: 21, P.S.: 30, PP.: 18, PE.:
23, PB.: 11, Spd: 30

Experience Level: Equal to a 3rd level Wizard and an 8th level
psychic.

Natural Abilities: Standard for the Raksasha race with nightvi-
sion 120 feet (27.4 m), see the invisible, track by smell 45%,
teleport self and up to 300 1bs (122 kg) five miles (8 km) away,
dimensional teleport 51%, bio-regenerate 4D6 M.D. per
minute, resistance to fire and cold, and magically knows all
languages. His main power is the ability to change his form to
match that of any living creature. He can also use this ability
to turn into mist. Natural disguise skill is 96% with exposure
to the subject.

Magic Abilities: All metamorphosis, illusionary, and protective
magic spells, plus a number of other conventional Wizard
spells no higher than level five. PP.E. is 900.

Psionics: All Healing, Sensitive and Physical psionic powers!
Plus, Psi-Sword (a scimitar shaped weapon), Psi-Shield, P.P.E.
Shield, Mind Block Auto-Defense, Mentally Possess Others,
Hypnotic Suggestion, Bio-Manipulation, Empathic Trans-
mission, Hydrokinesis, and Telekinetic Force Field. All
Raksashas are considered Master Psychics and Rassa has 130
LSP.

Special Equipment: Carries a cane that is topped with a cat
emblem which is actually a greater rune weapon. Possesses all
standard abilities, plus the ability to control cats and cat-like
beings! Can be used four times per 24 hours. Up to 1D4x10
animal-level felines or one intelligent cat can be commanded
at a time and intelligent victims can save vs magic at 14 or
higher; 18 or higher for animals.

Appearance: Resembles a large, muscular, boar-like humanoid,
but his natural form is that of a well-muscled humanoid with
the head of a tiger. See Rifts® Conversion Book One for
more details about the Raksasha and many other demons,
monsters and races that may be found at Splynn.

The Bone Merchant

“Greetings my fellow sentients. Are you counted among those
who commune with the dead? If so, then you have come to the
right place. I am K’Rynn Katar, the Bone Merchant. Along the
walls you see the bones of a hundred species from across the
Megaverse. I do not traffic in common human and D-Bee bones,
but only in the remains of truly rare and powerful creatures.

“You see here the skull of a mighty Baal-rog demon, very rare.
Here, I have the wings of a sphinx, very rare and very expensive.
But there is one creature whose remains I cannot lay my hands
on. That creature is the mighty and noble dragon. They are a
highly revered race on Splugorth worlds. One of the cities on this
very continent is ruled by a god-like serpent and the Cult of the
Dragonwright is everywhere. Thus, the grandest of all serpents
has the only bones of power not available.”

The Bone Merchant’s shop is filled with the skulls, bones, and
skeletons of creatures from all across the Megaverse. Costs are
about standard for most bones. Anyone asking about dragon
bones will be quietly ignored or told that no law abiding resident
of Splynn deals in dragon bones. However, if K’Rynn sees cash
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up front and if the prospective buyer passes a thorough magic
sensory inspection, then he may consider showing a private room
to discuss the possible acquisition of this highly illegal contra-
band. If K’Rynn feels the least bit uncertain about the customer,
he will promptly show him to the door. However, while dragon
bones are “officially” taboo, the proprietor has cultivated a mar-
ket for them within and outside of Atlantis, and on other worlds.
Any dragon components sold by the Bone Merchant cost 5-10
times the standard market price, since their sale in Atlantis is a
death sentence if caught. Furthermore, to cover his own nefarious
activities, K’Rynn often works with the Splynn authorities setting
up “sting” operations and turning in those trafficking in dragon
bones (this reduces competition and keeps suspicion away from
him). Of course, he is incredibly discreet about any sale of drag-
on bones and is always careful that such “cash” transactions can
not be traced back to him. Consequently, the following offer is
made only to characters he is certain he can trust.

“As you can guess, my dear friends, this appalling reverence
for the damned reptiles makes it somewhat tricky to deal in drag-
on components anywhere on Atlantis. Not that it can stop those,
um, especially skilled and discreet in their craft ... if you catch my
drift. So should you come across the bones of a dragon, particu-
larly skulls and teeth, well, do mention it ever so carefully, shall
you?”

Meanwhile, there is a prize K’Rynn desires more than the
skull of an ancient Great Horned or Chiang-Ku Dragon.

“And while we are on the subject of ... collectables, there is
one magical artifact that I would value far more than any other.

“From across the infinite universe comes a story of treachery
and vengeance. The murder of the Egyptian god, Osiris, at the
hands of his brother, Set. It is said that Set tore his brother into
thirteen pieces and scattered them across the Megaverse. Each of
these pieces still possesses a portion of the god’s former power.
The most potent of these components are said to be his heart and
skull. Now I have no idea where the heart might be, but I have
heard rumors concerning the skull.

“After the recent defeat of the Four Horsemen of the
Apocalypse in Africa, I am told that the Pharaoh Rama-Set, who
summoned the Horsemen, asked Set for the means to avenge him-
self against those who derailed his plan for Armageddon. Set
responded by sending him the skull of Osiris. However, an oppo-
nent of Rama-Set interfered with its delivery and forced the skull
to appear somewhere else on the continent. It was discovered by
a Necromancer who fled Rama-Set’s Phoenix Empire soon after
the defeat of the Horsemen. He is said to have bonded with the
skull using his powers of Necromancy and is roaming that conti-
nent destroying anything that lives. He has the power of a demi-
god and he is completely deranged. An evil nearly as great as one
of the Horsemen, so putting him to an end would be a blessing
and, perhaps, earn those responsible the reputation of being
great and powerful heroes. Ah, but what to do with such a pow-
erful and dangerous artifact? That is where I could be of tremen-
dous service. I could take that item off your hands and assure you
that it would remain in my personal collection, safe and sound.
In addition, I would pay a king’s ransom to anyone who brought
me the skull of Osiris. Yes, to have the skull of Osiris that would
be a prize worth any ... um ... millions. So this act of bravery
would garner you fame and fortune, yes? Oh, should you find
yourself not up to the task, I would still pay a generous reward to
anyone who could prove these rumors to be true and provide me



with the general location where this pitiful, mad creature may be

found. Then, I could, perhaps, take matters into my own hands.
Think about it.”

This could turn out to be a real challenge for the player char-
acters. Not only will their characters have to defeat a
Necromancer with tremendously expanded powers, but they will
have to find him first. The African continent is huge and has a
harsh climate. Characters should not expect to reach the continent
and find the insane Necromancer within a few days. If they do go,
they will be in for a long trek through deserts, grasslands, and
thick rainforests, filled with disease-laden insects, wild beasts,
and hostile D-Bees and natives — not to mention the forces of the
Pharaoh (who’s not completely sane himself) also searching to
recover the skull. Fortunately, Atlantis has a direct connection to
Africa with its outpost located on the Ivory Coast. This will pro-
vide the player group with a definite starting point and place to
gather supplies and information, for the right price, of course.

Game Masters who wish to turn this into an even tougher chal-
lenge for the player characters can make the Necromancer twice
as tough by arming him with the rib cage of Osiris, as well.
Linked to both the skull and the rib cage, the Necromancer will
haveover a thousand M.D.C. and be the equivalent of a godling
in power. Also, don’t forget about the army of dead that a
Necromancer can command or the evil minions he undoubtedly
has at his disposal. Perhaps the real challenge will be fighting
through the Necromancer’s minions before the death mage has a
chance to escape. And there is always the possibility that this
story is completely false and our heroes wind up chasing after the
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wrong mage or get into another adventure entirely. Consult
Rifts® World Book Four: Africa for details concerning
Necromancers, the Egyptian Gods, the Pharaoh Rama-Set, and
the continent itself.

Quick Stats for K’Rynn Katar, The Bone Merchant

The smell of death seems to linger in The Bone Merchant’s
shop. It is not that his products are still decaying, but K’Rynn
himself seems to radiate morbidity. He appears to be a typical
C’ro Demon Mage (see Rifts® Sourcebook Three:
Mindwerks™ for details) who has turned his interest in
Necromancy into commerce. Actually, K’Rynn setup the store as
a means to obtain new components. He just sells his surplus to
keep his business running.

Alignment: Diabolic, but he conducts most of his business on the
up and up.

Race: Greater Demon.

Horror Factor: 15

M.D.C.: 550, plus any gained from Necromantic augmentation.

Attributes: 1.Q. 16, M.E. 22, M.A. 20, PS. 18, PP. 14, PE. 14,
P.B. 4, Spd. 10

Experience Level: 8th level Necromancer.

Natural Abilities: Standard for the species; nightvision, see the
invisible, dimensional teleport 75%, bio-regenerate 4D6 M.D.
every melee round, impervious to disease, possession, symbi-
otic union, vampire mind control, and normal fire and cold,
resistant to M.D. fire and cold (half damage), and magically
knows all languages.



Magic Abilities: All 1-5th level common spells, plus a handful of
6-12th level spells and all Necro-Magic and abilities at 8th
level. He has 350 P.P.E.

Psionics: None

Special Equipment: Carries the bones from several creatures on
him at all times and also has a ceremonial silver-plated dagger
encrusted with one million credits in gems.

Appearance: Looks like a typical C’Ro Demon Mage with red
skin, yellow eyes, and six articulated stingers protruding from
his back. See Rifts® Sourcebook Three: Mindwerks for
details.

Skyborne Excursions

Look up in the sky! It’s a bird! It’s a plane! No, it’s Skyborne
Excursions!

Skyborne is the city’s primary transporation operator and pre-
mier place to enjoy great tours, rent the best flying machines, and
ride the finest winged beasts. The owners are two enchanting fel-
lows who turned a small shop with only a handful of wing boards
and a few flying creatures into a multi-trillion dollar business.

See the section on Skyborne Excursions elsewhere in this
book for more details.

Chaotic Spirits

This den of iniquity is the finest tavern in all of Atlantis. The
60 foot (18.3 m) high entrance way has been elegantly sculpted
by a High Lord Stone Master. Its beauty extends into the foyer,
where an equally stunning hostess stands ready to greet the next
customer. The ceiling towers as high as the entrance. Winged
beasts perch right over the heads of colossal giants. The sounds
of revelry blend in with the laughter of wicked creatures, as slave
girls and boys dance to the beat of eerie melodies and thunderous
harmonies. The smells of sweat and blood are shoved into the
background by the more potent aroma of alcohol and incense.
From behind the bar walks the most beautiful and evil looking
woman ever, Dionna, the godling/demoness who owns Chaotic
Spirits; that’s spirits as in alcohol.

She was one of the first beings to open a permanent establish-
ment in the Splynn Dimensional Market, and at the rate things are
going she will be there for a long time to come. Reputed to be the
illegitimate daughter of the Greek god, Dionysus, after a drunk-
en affair with a demoness, Dionna is an accomplished Herbalist
with a flare for enchanted alcohol, including brews that can
intoxicate a dragon. She caters to the most powerful and wealthy
supernatural beings and creatures of magic. Only the finest
liquor, food, and enslaved dancers and servants are available
here. In fact, her servants often end their term of service by
becoming equally choice meals (remember, the customers are
monsters)!

She has a staff of twenty Druids and Herbalists working con-
stantly to keep her bar fully stocked. In addition, she has forty
Faerie Folk in iron chains busy making enchanted faerie drinks
which she sells at exorbitant prices. Prices range from 5-15 cred-
its for normal alcohol to 600-1,200 per drink for enchanted
brews, sometimes more. Bottles run about ten times the cost. She
usually also has a number of non-intoxicating magic potions
available for sale. Prices for these potions are about 10-20%
higher than standard market cost, but that’s because Dionna gives
her personal reassurance that the potions arereal and will do what

is advertised, provided the victim is not able to resist the effects,
of course.

Chief among the delights found at Chaotic Spirits is the house
wine, known as the Nectar of Dionna or simply as “The Nectar.”
The effects of the wine are the same as any other, but can also
intoxicate most living beings, including the demons and monsters
who frequent Chaotic Spirits. Basically, any supernatural being
who drinks The Nectar will have to save vs magic or feel its
effects. The effects are cumulative, so drinking enough of it will
make a greater demon or even a full-fledged god completely
drunk. Non-supernatural beings, like humans, who drink even a
sip of this elixir will have to save vs magic with a penalty of -4
or fall into a coma-like state for 1D4 hours. Slugging down an
entire glass can kill a mortal — roll to save vs coma and death at
-15%! Failure to save means the individual’s heart stops and can-
not be revived without extreme medical measures or life saving
magic. The price for this beverage is 1,000 credits per glass or
15,000 per bottle, but could easily sell for ten times as much else-
where. This magic wine, along with many of the potent liquors in
her collection, is said to be of Dionna’s own devising. However,
some claim she stole the recipes and processes from her reputed
father. Dionna denies these claims and uses them as twisted proof
of her divine parentage. Note: Many of the drinks designed for
supernatural beings are laced with poisons, foul ingredients and




magic that will kill an ordinary human (inflicts 2D6x10 Hit
Point/S.D.C. damage and causes extreme nausea and illness to
those who survive for 2D6 hours; reduce attacks per melee round,
combat bonuses, speed, and skill performance by half).
Fortunately, most of these drinks smell or taste so bad that most
humans and D-Bees are unable to get the glasses to their lips, let
alone down their throats.

Dionna - Alleged Daughter of Dionysus and

Owner of Chaotic Spirits

Alignment: Miscreant.

Race: Demi-God.

Horror Factor: Radiates an aura of evil that gives her an H.E. of
13, yet at the same time she is very attractive in a decadent,
dangerous and evil sort of way.

M.D.C.: 852

Attributes: 1.Q. 22, M.E. 25, M.A. 22, PS. 23, PP. 17, PE. 26,
P.B. 24, Spd. 18

Experience Level: 10th level godling/demon hybrid.

Natural Abilities: Dionna is able to recognize all poison, toxins,
and magic potions by taste. This includes complete knowledge
of its effects, duration, and possible antidote, but not who cre-
ated it. She can also negate any and all poisons, toxins, and
magic potions by touch, even if she has already imbibed it.
Her other abilities include the power to project magic flames
from her eyes (range is 500 feet/152.4 m and damage is 4D6
M.D.), see the invisible, nightvision 600 feet (183 m), bio-
regenerate 4D6 M.D.C. per minute, dimensional teleport 45%,

and resistance to heat and fire (half damage).

Vulnerabilities: Holy water is like acid to Dionna, inflicting 3D6
M.D. per vial. She also has another less publicized vulnerabil-
ity to natural and magically created lightning and electricity.
Real and magically created lightning inflicts double normal
damage, but artificially created electricity and ion weapons do
their normal damage. This weakness may be the result of a
curse cast on her by Zeus, adding credence to her claim that
her father is Dionysus.

Magic Abilities: Full knowledge of mystic herbology and all
magic and demon lore skills. 323 PPE.

Psionics: All healing and sensitive powers. 73 I.S.P. and consid-
ered to be a Major Psionic.

Special Equipment: She has a magic chalice that doubles the
potency of all potions that are poured from it. She also has a
lesser rune dagger that inflicts 6D6 M.D.

Appearance: Chalk-white skin, dark red, almost black hair, red
eyes, and fangs mar her otherwise incredible beauty.

Enchanted Apparel

Magic cloaks, enchanted armor, and fineries of all kinds can
be found here. Ordinary clothing, armor, and even magic gar-
ments can be found at thousands of shops all over The Market,
but only the finest (and most expensive) such items are found
here. The most popular item Enchanted Apparel sells is called the
Wardrobe Amulet. By rubbing this mystic gem, it creates an illu-
sion that alters the appearance of the user’s clothing. Even if he




is completely nude, the amulet will enshroud him in the magic
illusion. The amulet can create one of four different pre-pro-
grammed outfits. Cost for a standard amulet is 500,000 credits. A
customized amulet with images selected by the purchaser costs
up to two million credits. The amulet is most popular among
shapechangers who want clothing that will change with them.
Mages like it for its elegance, thieves and spies for quick changes
and disguise, while warriors like the convenience of having the
appearance of a change of clothing after a battle.

The owner of the shop is a well-dressed humanoid named
Halick who always has a monstrous mask covering his face. Most
believe the mysterious shopkeeper is a member of the Sunaj race,
while others think he is a shapechanger. Actually, Halick is a 13th
level, Elven Shifter who secretly aids the Liberated
Underground. Most of this aid comes in the form of armor which
he carelessly allows to be “stolen,” or old clothing that gets “dis-
carded” and picked up by fleeing hopefuls. Sometimes, he even
allows a Wardrobe Amulet to find its way to the Underground.
He would like to do more, but he knows that one of Splynncryth’s
High Lords has become suspicious of his activities. For now, he
keeps a low profile so he can keep on helping others in the future.

Help Yourself Buffet

This place is reputed to offer the biggest buffet on the conti-
nent. It is a hot spot among man-eating monsters because a cover
charge of 50 credits gets one through the door and what you get
is amazing. Mountains and mountains of food are piled on long,
sturdy tables. An endless stream of blood or wine gurgles from a
pair of big fountains in the middle of the eatery. The only house
rules are:

“Eat everything you put on your plate and do not cut in line,

there is plenty for everyone.”

At least four hundred hungry guests visit the place every night
to gorge themselves. Many regulars have gluttony down to an art.
Quantity makes up for the poor quality of the food, which is not
all that good even by monster standards. Most humans and D-
Bees would find the place horrifying, and not because of the
inhuman clientele. They serve a lot of stews, soups, hashes, meat
pies and patties, and ground meats made from slaves and kills in
the arenas who died earlier that day, and criminals who got the
death sentence, as well as animal by-products and god knows
what else. A huge pile of humanoid and animal bones are also
available for those patrons who like to munch on such treats or
suck the marrow from them.

The owner of the Buffet diner is a remarkably well-mannered
giant by the name of J’hrrptbgh, but who everyone calls Joe. He
is skilled in the art of negotiation and he loves to eat. These two
qualities came together when he made an arrangement with Lord
Splynncryth to dispose of his dead (Splynncryth, of course, gets
20% of all receipts in return, even though 40% of the food stock
comes from other sources). Assassins and murderers have also
found this eatery to be a wonderful place to “donate” the bodies
of their victims — Joe has a no-questions-asked policy. Only
dragons and the Minions of Splugorth are off limits, and the
authorities are immediately notified whenever a dead one is left
on their doorstep. So that’s how Joe started up his little venture.
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Butterfly Fields

An unlikely name for a shop in the Splynn Dimensional
Market, but it is oddly fitting. The store is managed by an inhu-
man looking, slithering beast who claims to be a Master
Alchemist. To back up this claim, he stocks his shelves with the
greatest variety of hallucinogenic drugs that one can imagine. A
person looking for an escape from reality can find everything
from LSD to mystical illusion-inducing potions. There are even
hallucinogens that are strong enough to affect dragons and
demigods. The effects of the drugs differ greatly. Some induce
random hallucinations or delusions. Others offer very specific
effects, such as the sensation of flying or being in another world.
Prices vary greatly, and range from 100-20,000 credits a dose.

The house special is The Butterfly, which is also the shop’s
namesake. Price for a human-sized dose is 500 credits. This mag-
ically created powder is inhaled to get its effect, and sends the
user on a mental journey through endless clouds and swirling
mist. Sound familiar? It should. The Butterfly imparts a form of
Astral Projection upon its user. For 1D4 hours, the user’s Astral
Form leaves his body and floats aimlessly through the Astral
Realm (conscious direction is impossible). The drug also makes
the user’s mind clouded and slowed for the duration of the jour-
ney. The feeling is so unreal that most users do not even realize
that they are in another dimension. Most assume it is just a con-
struct of the mind. Even experienced Astral Travelers may not
realize where they are right away. Another effect of the drug
leaves the user absent-minded and dazed for 1D6 hours after the
journey ends (reduce melee attacks by one and skill performance
by half). Note: Surprisingly, most Butterfly travelers do not
encounter problems during their excursion to the Astral Plane,
and most return to their bodies without incident. Scholars believe
that the serenity and calming joy that the drug and the experience
brings its user, keeps him from being perceived as a dangerous
invader or a threat of any kind. Consequently, the denizens of the
Astral Realm leave these “Butterfly Zombies” alone — there’s
just no sport in killing or harassing somebody who doesn’t rec-
ognize the danger. As for returning back to the body, unless the
drug wears of f too suddenly (which is possible among those with
regenerative powers) and the person panics, the Butterfly Zombie
naturally glides back to his body as the effects of the drug slow-
ly wear off. The individual probably couldn’t do it if conscious-
ly trying, but in his fugue state, it just occurs naturally on a sub-
conscious level.

Fresh Meat

That’s all the sign says and that is exactly what they sell.
Behind the large, heavy counter, a big burly fellow wielding a
massive cleaver stands ready to assist. Behind him are live
humans and D-Bees hanging from racks, animals trapped in
cramped cages, and all sorts of butchered “livestock” sitting in
cold storage. For a handful of gold or credits, the big bruiser will
pull any of those humanoids from the rack and chop ‘em into
steaks, drumsticks and such. This gruesome display draws cus-
tomers from all across The Market. But what keeps the monster
races coming back is the exquisite selection and truly fresh to
order service. In addition to humanoids and (comparatively) con-
ventional meats, are such rare delicacies as the Armored Devil
Fish or Tri-Tops, which are absolutely delicious. Fury Beetle is
also becoming increasingly popular. Their selection of



humanoids is culled from the slave markets with extra care and
attention paid to muscle tone and flavor. This dedication to qual-
ity makes Fresh Meat the place to find the best butcher shop
meats, and is the choice for the most discriminating (and mon-
strous) connoisseurs.
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Tattoos are signs of toughness in the human world and the
monster world is no different. The process is just like the normal
human process, except that the needle is M.D.C. and the ink is
enchanted to permanently color the flesh. If not for this special
ink, most customers would lose their tattoos in a matter of hours,
thanks to their regenerative abilities. The ink is not strong enough
to affect greater supernatural beings and creatures of magic, but
lesser monsters soak it right up.

Gargoyles, Brodkil, other sub-demons, lesser demons and
minor M.D.C. beings of all kinds frequent the shop, eager to
enhance their already formidable physical appearances. Prices
range from 100 credits to 100,000 depending on the complexity
and size of the pattern; remember, monsters are typically more
than twice the size of humans. R’rryl and his team of artists also
offer body and face painting for those creatures who are too pow-
erful to be tattooed. Prices are about a quarter of what compara-
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ble tattoos would cost, but the artwork lasts for only 1D4+4
weeks before it wears off.

As one might expect, R’rryl is very interested in learning
Tattoo Magic. He hasn’t vocalized this interest because he knows
the Splugorth are very protective of their secrets. But if some-
body offers him the opportunity to learn (very unlikely), he’ll
jump at the chance.

Tick Tock Timepieces

Tyk and Tak are brothers who are members of a race called the
Gemini Demons. Gemini Demons are born in pairs and each pair
is sympathetically linked. They possess minor psionics including
Sense Time, Sense Dimensional Anomaly, Total Recall, and
Mind Block, plus three Sensitive powers of choice. They are also
naturally inclined to learn magic and their link allows one to
augment his magic with that of the other and vice versa. Tyk is a



Techno-Wizard. Tak is a Temporal Wizard. They have pooled
their abilities to produce Techno-Wizard devices which are func-
tional watches and possess Temporal Magic power! All resemble
old-style pocket watches (or lockets) with the flip-top cover and
belt chain. They are considered to be very fashionable.

The following items are among their most popular timepieces;
all come in a variety of styles. Tyk and Tak also sporadically offer
new, experimental items and prototypes to test The Market.
Note: In all cases, to cast a magic “spell” or magical effect, the
user of the timepiece must pump the required amount of P.P.E.
into the timepiece to cast/activate its magical property. Unless
noted otherwise, these TW timepieces have 60 M.D.C.

Auto-Timer Spellcaster: A timepiece with all the basic fea-
tures of the Time Master and the special ability to cast one par-
ticular 1-6 level Wizard spell. In this regard, it is like a talisman,
the difference is the P.P.E. required to cast the spell can be placed
into the device, but its effects are delayed for up to 24 hours until
a particular “time.” This time is set via the alarm feature and will
engage at that precise moment whether the character remembers
or not, and whether he has changed his mind or not.

The spells used for this item are typically defensive-protec-
tive, or concealing (i.e. Chameleon, Shadow Meld, Mask of
Deceit, etc.). Defensive spells include Armor of Ithan,
Invulnerability, Escape, Breathe Without Air, Globe of Daylight,
Mute (self, to prevent being interrogated) and so forth. Combat
and offensive spells (energy blasts, weaponry, etc.) are NOT pos-
sible. The PP.E. cost is whatever is normal for that spell.
Duration is equal to 10th level proficiency. Market cost ranges
between 4-6 million credits. Only one spell can be built into the
watch.

Eyes of Time: The cover of this watch is designed tolook like
a large round eye or sculpted with a pair of eyes. Many models
use gems as the pupil of the eye, or eyes, and some are literally
covered with gems designed to look like tiny eyes. It can produce
two magical effects, although not at the same time. The first is the
Temporal Magic spell, Remote Viewing. The second is the
Temporal Magic spell, Retro-Viewing. The P.P.E. cost is 45 for
the first and 30 for the second. In both cases, the user must flip
open the watch cover to view the images because they appear on
the watch face. Duration and range is equal to 7th level profi-
ciency. Market cost ranges between 10-20 million credits.

The Stopwatch: This watch has a number of precious jewels
inlaid in its cover arranged to coincide with the positions of the
numbers within. Most are silver-plated or made mostly of silver,
but some use white gold. It requires 20 P.P.E. and the push of a
button to use. Effects are identical to the Wizard & Temporal
Magic spell, Time Slip. Market cost ranges between 1 to 1.5 mil-
lion credits, depending on the artistry and jewels used in its con-
struction.

The Snail: This watch is usually crafted to look like a large
snail shell, but other designs, like coiled serpents and ram’s
heads, are common. Some are decorated with a number of gems
and all are made of gold. It requires 50 P.P.E. and the winding of
a spring to use. Effects are identical to the magic spell, Speed of
the Snail, at 8th level proficiency. Market cost ranges between 4-
6 million credits, depending on the artistry and jewels used in its
construction.

Time Keeper: All the abilities of the Time Traveler, plus the
Temporal Magic spell, Suspended Animation/Stasis Field. The
watch can be set for up to 70 years and can be set to awaken the

31

wearer atan exact time down to the minute. Duration is equal to
7th level proficiency and limited to the wearer of the timepiece.
Market cost ranges between 60-75 million credits.

Time Master: A watch that keeps absolutely perfect time and
never requires winding because it draws its power from the P.PE.
(one point per 24 hours) of its wearer or ambient magic energy
from ley lines. It also has an M.D.C. of 15 and can withstand
tremendous shock, falls and water pressure. It comes with a built-
in alarm feature. Cost is 5,000-15,000 credits depending on the
artistry of its design and the use of gems.

The Time Traveler: All the attributes of the Time Master,
plus it is impervious to time distortions and has a dual time mech-
anism that will indicate passage of time in the dimension of ori-
gin (presumably Rifts Earth) and the “real” time for the wearer of
the watch in Time Holes, Loops, Pockets and alien dimensions
where time is different, distorted or stopped. It also keeps perfect
time(s) when under the influence of other dimension and reality
altering magic and influences such as D-Phase, D-Shift Phantom,
D-Shift: Two Dimensions, T-Dep, Fast Forward Time, and so on.
Cost is 3-5 million credits.

The Turtle: This watch is finely crafted to look like a minia-
ture turtle shell. Most are jewel studded and gold-plated or con-
structed mostly of gold. It requires 25 PP.E. and the push of a
button to use. Effects are identical to the Temporal Magic spell,
Time Warp: Slow Motion, at 8th level proficiency! Market cost is
between 2-3 million credits, depending on the artistry.

The Re-Animator

This shop is owned and operated by a Necromancer who spe-
cializes in raising the dead.

Standard price for this “resurrection” is 20-100 million credits
depending on the value of the deceased, plus a pint of blood.
However, “trade” of one’s services is also possible, provided one
has something to offer of value. This can include years (even a
lifetime) of servitude, allowing oneself to be sold into slavery to
one or two special “jobs.” Special jobs always involve something
nefarious such as the theft of a particular item, murder, sabotage,
etc.

The Re-Animator is said to be some sort of Necromancer who
is constantly shrouded by mystic shadows and wisps of smoke,
although a variety of rumors abound about her, everything from
being a powerful dragon in human guise, to a demonic empress
of the dead. She claims to do all the work herself and insists on
doing her work in absolute privacy. Those who refuse or try to
sneak a peek are thrown out, their dead companion with them.
Consequently, those who bring a body to her for resurrection
must wait in the foyer for 1-3 hours. Note: Everybody familiar
with this unique service knows that the sooner one can bring the
in the dead, the better the chances of success; ideally the
deceased should not be dead for more than six hours. A flat serv-
ice fee of 10,000 credits is charged for unsuccessful attempts at
resurrection and the body is returned.

In addition to whatever powers the Re-Animator may (or may
not) personally possess, she has a team of two dozen Tattooed
Men chained in the back, each endowed with the Phoenix power
tattoo to Resurrect the Dead, as well as a few greater demons and
other healers with the power of extreme healing and resurrection.
Using the Phoenix Power Tattoo to raise the dead has a hefty cost
both in PPE. expended temporarily and permanently. After a few
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uses the T-Man will not have enough energy to use it again, at
least until he receives a few more magic tattoos. The Re-
Animator does not care and just works the slaves until they burn
out and then keeps them for use as living batteries on her other
secret projects. Rumors and whispers report that the Re-Animator
was an advisor to the Pharaoh Rama-Set before she left to set up
shop in Splynn. Countless stories offer speculation over why she
is here, but the one constant element to all the stories is that it she
is up to no good.

Other services include:

* Identify the Dead, from corpses to bones via Object Read the
Dead: 5,000+ credits.

* Commune with the Dead/Spirits: 10,000+ credits.

* Divine Tombs or Graves: 20,000 credits plus expenses and at
least 5,000 credits a day if travel is involved.

e Commune with Ghouls: 2,000 credits.

* Remove Ghouls: 20,000+ credits; the price increases depend-
ing on how many ghouls are involved.

* Banish entities: 20,000 per entity, double for Tectonic and
Possessing Entities.

¢ Exorcism: 20,000+ credits.

* Turn the Dead: 1000+ credits per group of six.

* Animate and Control Dead: 1,000 credits per each animated
body, per hour.

e Summon Insect Swarm (usually sent against an enemy or as a
prank): 30,000+ credits.

e Summon Vampires: 100,000 credits per each Wild Vamp,
500,000 per each Secondary Vamp. Can not summon Master
Vampires. The price may be double or higher to summon a
specific or notorious vampire and travel expenses are likely to
be involved since there are no vampires on Atlantis.

* Create Mummy (under the relative control of the purchaser):
One million credits.

* Create Zombie : 2.5 million credits.

* Magical Restoration (reattach limbs, etc.): 10-20 million cred-
its depending on the extent of the restoration.

The shop also offers a number of charms/amulets to protect
against the undead, books on how to identify and battle the
undead (10-50 credits each; all are very good), and a variety of
common weapons to combat them, including Techno-Wizard
devices, all at 20% less than standard book prices! Other special
Necromantic services can be discussed, but prices are very high.

Quick Stats for the Re-Animator

(true name & identity unknown)

Alignment: Aberrant evil; her word is her bond.

Race: Unknown; appears to be human or human-like.

Horror Factor: 14

M.D.C.: 180 (not including armor or magical defenses).

Attributes: 1.Q.: 20, M.E.: 22, M.A.: 16, P.S.: 20, PP.: 20, PE.:
16, PB.: 17, Spd.: 14

Experience Level: 14th level Necromancer.

Natural Abilities: In addition to all Necromancer O.C.C. powers,
Nightvision 100 feet (30.5 m), see the invisible, and magical-
ly knows all languages. Other demonic or demigod powers are
suspected but unknown. She is believed to be more (much
more) than human.

Magic Abilities: All Bone magic and Necro-Magic and related
Wizard spells. 200 P.P.E.



Psionics: Unknown, but suspected to be at least a minor psychic;
needs 12 or higher to save.

Special Equipment: A large selection of bones plus weapons and
equipment for battling the undead, spirits and demons.

Appearance: Appears to be an attractive, young, human woman
who never ages. She has a number of tattoos, including T-Man
images, but is not a True Atlantean nor empowered by Tattoo
magic.

Wild Will’s Dead Boy Outlet

Everyone knows that the Pecos Bandits, Federation of Magic
and other groups are devoted enemies of the Coalition States and
regularly raid their convoys and outposts for supplies. But what
do they do with captive soldiers? Well, most of them kill Dead
Boys on sight, no questions asked. Others take the captives back
to their camps and eat them, which is the most common practice
among the Simvan and, to a lesser extent, other nonhumans. Feral
Dog Boy bandits usually, but not always, let CS Dog Boys and
Psi-Stalkers loose, but rarely let the human Dead Boys live. The
rest usually end up being traded away to slavers, the most notable
of whom is Wild Will.

This self-proclaimed “wild man” of the Pecos Empire is a
Lyvorkkian Ley Line Walker who specializes in the sale of
Coalition soldiers. Wild Will is a long-time acquaintance of the
Warlord Don Marco, head of the Silver Dagger gang in the Pecos
Empire. Through a special arrangement with him, Wild Will gets
all the CS soldiers Marco can lay his hands on for only 1000
credits a head. The only real thing that Marco wants in exchange
is information, specifically anything and everything Will can tell
him about Atlantis. Ever the schemer and planner, Marco ulti-
mately hopes to expand his operation enough so that he can do
business in Atlantis. From all reports, Atlantis is the richest place
on Earth and Marco would not mind getting a piece of that. In the
meantime, he wants to learn as much about it as possible and
does not mind sending CS soldiers to horrible fates in the
process.

At Wild Will’s Dead Boy Outlet, one can find the largest
assortment of captive Coalition soldiers around. In addition to
human soldiers, Will carries a large variety of civilized Psi-
Stalkers, Dog Boys, and other mutant animals created at Lone
Star. Sometimes his inventory even includes psychics, like the
Nega-Psychic and Psi-Slayer, all of whom are said to be captive
CS soldiers. Monsters, especially those who know of the
Coalition, eagerly pay top dollar for these high and mighty
human supremacists, usually 4,000-8,000 credits; extremely high
for a mere human. Truly proud and stubborn soldiers sell for no
less than 12,000 credits, just because the buyer wants to have the
fun of breaking the human’s pride personally. Dog Boys and most
other CS mutant animals sell for 3,000-6,000 credits, but truly
powerful or impressive mutants, like the Kill Hounds, can sell for
two to three times as much. Psi-Stalkers usually sell for 4,500-
6,000 credits, sometimes more, and other psychics can sell for as
much as 30,000-50,000 credits, depending on their power level.
For more details on the Pecos Empire, Warlord Don Marco, Dog
Boys, and the Lone Star State, check out Rifts® World Book 13:
Lone Star.

Note: A small selection of CS body armor and weapons are
also available at 20% higher than common Black Market prices.

Music in a Box

The sweet sound of a child at play emanates from this delicate
looking shop. But, looks are deceiving. Little boxes decorated
with arcane patterns litter the shelves. They look very much like
ordinary music boxes, right down to the rotating dancing figure
within — although some are in the shapes of skulls. Opening one
of them, however, reveals the big difference as it lets loose a
melody of screams or melancholy, haunting melodies that are
both enchanting and disturbing. Only an evil being or deeply
depressed individual could tolerate listening to it for more than a
minute or two, and only those of diabolic alignment can actually
enjoy them.

The owner of the shop is an ebony robed humanoid who
seems to be a seasoned master psychic. He claims that each box
is a window into a place he calls the “Nightmare Realm,” and that
the music or sounds they play are captured from the dreams and
nightmares of others. Whether he’s telling the truth or not is any-
one’s guess. Still, the music boxes are very popular among the
more “cultured” of the evil monsters and sell in the range of
1,000 to 100,000 credits, depending on the size and styling of the
box and the depth of despair or terror in its sounds.
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Wrapped in Leather

Rather than use conventional armor, many supernatural crea-
tures prefer to wear M.D.C. leathers, hides, and bones for protec-
tion. For one thing, it is more comfortable and has that “natural”
feel. Secondly, monsters simply find dead flesh to be very fash-
ionable clothing. Suits are patchwork style with the customers
deciding how they should look. Vambrace wraps, heavy shoulder
pads, and helmets shaped from skulls are very popular. M.D.C.
varies with the weight of the suit.

e Light suits and human-sized armor typically have 50-75
M.D.C. with movement penalties from -5% to -15%. Prices
range from 20,000-40,000 credits.

e Heavy plated and bigger than human-sized suits (7-10 feet/2.1
to 3 m) have 90-150 M.D.C. with movement penalties from -
10% to -20%; double if P.S. is under 24, half if P.S. is super-
natural. Prices range from 60,000-100,000 credits.

* Extremely heavy and giant-sized suits (12-30 feet/3.6 to 9 m)
have 180-250 M.D.C. and movement penalties range from -
25% to -35%. These suits can only be worm by creatures with
a supernatural strength of 24 or higher. Humans and D-Bees
can barely move in them. Prices range from 100,000 to
250,000 credits.

Prices may be 30% to 100% higher for elaborate custom
designs and expensive additions such as artwork and gems.
Magical armor is rare at this facility, but special requests will be
considered. These armored suits are rarely environmental.
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The owner of the shop is never around, but the manager is
always present. She is a Tattooed Maxi-Man named Sheila and
she is incredibly attractive (P.B. 24!). She walks smoothly about
the shop, like a snake in search of prey, and loves to tell cus-
tomers how good they look in leather. She also personally adver-
tises her wares by dressing in a manner that mirrors the name of
the shop. Needless to say, there are always a good number of
“window-shoppers” outside the store, but with a little flattery and
a subtle sales pitch, she usually turns most of them into well-pay-
ing customers.

Stone Terror

A pair of stone figures frozen with the look of horror or sur-
prise etched on their faces stand on either side of the entrance to
this rather small shop. One can find an impressive variety of stat-
ues sculpted from smooth stone. The owner is a Miscreant, 12th
level, adult Basilisk dragon who goes by the name of Old Rock.
While Basilisks are generally disliked, even in Atlantis, Old
Rock has a certain charisma to him that keeps customers coming
back. It also helps that 85% of his statues were once real people
turned to stone by his petrifying stare, something that is especial-
ly appealing to demons and monsters.

As a 6th level Stone Master, Old Rock also reshapes his vic-
tims to assume truly bizarre poses and to enhance the expressions
(usually of terror) on their faces. The monsters who frequent this



establishment adore his creations, and always return when they
have a new lair to decorate or a castle that needs something spe-
cial. The average cost for one of Old Rock’s statues is 10,000-
30,000 credits, which makes for a good profit margin since Old
Rock typically pays about a tenth of that for the raw materials
(i.e. the low-cost slaves he petrifies and reshapes with his pow-
ers, and petrified people brought to him by other Basilisks and
sold for about 2,000 apiece). Custom orders usually go for two to
three times his standard price, but it could rise to ten times that
much, especially if Old Rock feels he adds unique touches to it.
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Semi-Regular
Merchants

Many semi-regular merchants are dimensional travelers who
maintain a regular circuit throughout the Megaverse. These trav-
elers appear in more or less regular intervals at The Splynn
Dimensional Market, but sometimes disappear for extended peri-
ods. Most can be found for 6-8 weeks, 2-4 times a year. Other
semi-regulars are part-time merchants who leave to pursue other
interests, but eventually return to continue business. A small per-
centage make an appearance only when a prime opportunity pres-
ents itself, while still others are found selling their wares at The
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Market 6-10 months out of the year, disappearing only briefly to
acquire new stock or to take a vacation. A few seem to constant-
ly offer going out of business sales or vanish for a few months
only to reappear with a new name and sometimes a new line of
business. Of course, there are those businesses (about 10-15%)
who genuinely go out of business after 1-4 years and are never
seen again. Consequently, buyers are wise to purchase rare, exot-
ic or coveted items when they see them, especially among the
semi-regulars and transient merchants, because it may actually be
a one of a kind or handful of items that won’t be seen again, at
least not by that merchant at those prices.

Likethe “regulars,” these semi-regular merchants tend to cater
to the wealthy and/or adventurers, and most (but not all) are
extremely prosperous. While the majority may have a small for-
tune locked away and do well in their chosen business, others
(about 20-25%) barely make ends meet. These are typically the
less scrupulous and/or desperate dealers who will consider (if not
actually engage in) dangerous and/or illegal deals and schemes,
barter in unusual or illegal goods and services, as well as engage
in acts of sabotage, theft and revenge against their rivals (and
may deliberately or inadvertently involve the player characters in
such plots). Of course, most of the semi-regular merchants dream
of building a successful, permanent business at Splynn, but lack
the resources or ability to keep their shelves stocked.

Shack of Antiquities

The quartet who operates “The Shack” will buy, sell, or trade
almost anything! They are not fussy, as one look at the place will
tell you. The building is very much a “shack” put together with
scraps of wood and other materials. It is so poorly made that this
trading post looks worse than most of the transient merchant
stands set up in town for a day or less. This is because The Shack
is owned and operated by a group of some of the laziest species
in existence, Floopers. In fact, customers must carefully step,
bend and weave to even enter the shop. Failure to do so will
cause the visitor to knock down a tower of junk and probably one
of the displays or a portion of an interior wall (not that the com-
motion or mess will upset the proprietors).

After successfully entering without causing an avalanche, cus-
tomers will be unimpressed by the assortment of “true” junk,
scrap, and garbage the four Floopers offer for sale. However, if
one bothers to carefully move stuff around as he navigates the
junk heaps, and take a good look throughout, one does occasion-
ally find something valuable. Useful items can range from a
magic item or alien weapon to a useful spare part or collectable
artifact. In fact, twelve years ago, a group of alien adventurers
paid the Floopers a million credits to close the shop for a week in
order to let them search every junk pile, nook and cranny because
it was rumored that the fabled Hammer of the Cosmic Forge was
buried somewhere in the shop! Of course, it was not, but the
Floopers profited nonetheless (some say they started the rumor).

If there is one thing Floopers do not like it is work. And if
there is one thing Floopers are good at it is stealing. That’s right,
just about everything worthwhile in this ramshackled shop is
stolen. The rest has been scavenged, with the occasional item
acquired in trade. Furthermore, most of the really good stuff is
carefully hidden beneath the crap. With their nimble hands and
powers of teleportation, Floopers are among the best pick pock-
ets in the Megaverse. Every day, some ignorant fool loses a



weapon from his holster or gemstone from his pocket and it
winds up here, so some other person can buy it (perhaps only to
have it stolen away from him too). Their teleportation powers
also enable them to get at items located on the bottom or middle
of a pile, provided they can remember where it is.

Consequently, one can find some pretty interesting items at
The Shack, and most are good bargains selling for 25-50% below
list price. After all, anything the Floopers make off a sale is prof-
it, because they did not pay anything for it in the first place. The
trick is finding the items one needs or wants. The shop is com-
pletely disorganized. There are broken weapons here, half writ-
ten scrolls there. To even find something that works is a chal-
lenge in and of itself. But when that rune sword eventually gets
pulled from the rubble, the effort is well worth it. Of course, they
do not usually have a rune sword resting under the pile, but there
are “proverbial gems” of all kinds waiting for those adventurous
and patient enough to look for it.

There are two other aspects of this establishment that visitors
have to contend with. One, is haggling to get the best price. If one
of the Floopers gets the impression that the item is valuable (even
if it’s only of value to that individual) the price will double, triple
or quadruple. Floopers can be horribly stubborn, so once their
mind is set (even if they are wrong), it is difficult to get them to
change it. However, if the strange creatures believe the item is
junk or has minimal value, they will sell it for 25-50% below list
or market price. Of course, to test the waters, the Floopers usual-
ly start at some outrageous amount (double or greater than list
price) to see how the potential buyer reacts. If the reaction is out-
rage and putting the item back, the price will suddenly drop by
half. Then half again (usually putting it at or slightly below mar-
ket price). Although lazy and more than a little bizarre, Floopers
are not stupid or crazy and will rarely drop the price below 50%
of its fair value.

The second strange aspect to this place is finding it. Floopers
do not like to stay in one place for any length of time. They steal
most of their goods and they do not want to make it too easy for
victims to find them, and it is in their strange transdimensional
nature to be constantly on the move. Consequently, the Shack of
Antiquities is usually moved to a different location at least once
a month! For more details on Floopers, consult Rifts® World
Book One: Vampire Kingdoms.

The Super-Being Vendor

Stepright up and see the strongest and most powerful mutants
in the world. The Super-Being Vendor is one of only a very few
merchants who deal exclusively in superpowered humanoids and
mutants. He leaves and returns to Splynn as he pleases with no
set pattern, but whenever he returns, he always brings at least a
hundred superpowered mutants with him.

These “slaves” are taken from a variety of worlds and dimen-
sions, often at a young age (10-20) when their level of power has
not yet reached full maturity, and they are still insecure, inexpe-
rienced and comparatively easy to handle. Note: These “super
beings” can include any number of characters created from the
Heroes Unlimited™ RPG and can include the Power Categories
of Alien, Experiment, Mutant and Mega-Hero (occasionally oth-
ers). Rifts® Dimension Book 4: Skrayers® is another excellent
source for human and nonhuman beings with super abilities. In
fact, the main supplier of this shop may be the Tarlok, who have
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conquered the planet Seeron (among others) in the general area
of the Three Galaxies. Seeron is a world teeming with superbe-
ings who call themselves “Skraypers.”

Prices for superhumans vary greatly, according to the power
level of the being in question. A being with a handful of minor
powers, or one major, or one major and one minor super ability
usually sells for 4D6x100,000 credits, but higher prices are com-
mon if the being has rather spectacular or several powers (as
much as 1D6 million and up). As always, prices depend greatly
on what the buyer wants and how much he or she is willing to
pay.

Rumor has it that the proprietor employs a handful of super-
powerful slavers and protectors, including a high level Sunaj
Assassin, a pair of Maxi-Men and a few supervillains.

Snake Venom

Not only does this merchant carry venom from snakes, but he
also sells toxins taken from just about every serpentine creature
alive. Venom from Worms of Taut, dragons, and many serpents
of myth can be found here. Antidotes for most of these venoms
are also sold here, but keep in mind that not all of them have anti-
dotes. The owner and operator of the shop is an eccentric, aging
Lizard Mage who of late has devoted his life to collecting snake
and serpent venoms. He comes and goes on trips to acquire new
stock regularly and always returns with a large stockpile of one
or two “special” toxins. He sells his surplus supply so that he can
continue to satisfy his obsession.

Prices are competitive for lethal toxins, ranging between 100
and 10,000 credits per dose, depending on the potion and ingre-
dients involved. Venom from magical serpents ranges between
5,000 and 100,000 credits. Antidotes always cost between two to
five times as much as the venom, but the person who needs it is
usually quite willing to pay the price.

The most potent venom the shop ever carries is that of the
Midgard Serpent of Asgard. When it is available, and it rarely is,
this ultimate toxin sells for no less than one million credits per
dose. It commands such a high price because it is effective
against dragons, other creatures of magic and most (not all)
supernatural beings (has no effect on the undead, and does half
damage to ancient dragons, demon lords, demigods, and gods). A
single dose of the venom inflicts 1D6x10 M.D. every melee
round for 1D6 rounds and totally negates the regenerative pow-
ers of the victim for 3D4 minutes. Obviously, one dose is enough
to kill many lesser supernatural creatures. Moreover, its effect on
the victim’s bio-regenerative abilities leaves him vulnerable to
further attack. Note: The Venom of the Midgard Serpent only
inflicts 1D6x10 points of damage direct to Hit Points when used
on mortals, although it also causes violent vomiting and the vic-
tim’s attacks per melee round, speed, and combat bonuses are all
reduced by half for 3D4 melee rounds.

Fruit of the Gods

One stop in this shop and there can be no denying that the best
fruits come from the realms of the gods. Everything from grapes
claimed to come straight from the vineyards of Olympus to dates
direct from Ma’ip can be found here. Prices vary with the fruit,
but never fall below 200 credits a pound (0.45 kg). The current
big seller is the Warwise fruit from Megalopolis, a world that is
connected very closely to the Olympian gods. Legends and myth



claim that these fruits are borne from trees which were the first to
sprout in a region of that world which was left desecrated by war.
The legends further state that these trees were planted by Artemis
in an effort to recycle the pollutants left by the conflict. The
region was soon covered by groves of these trees and the inhabi-
tants harvested their delicious fruits. It has since found its way
into the Splynn Dimensional Market and is popular even among
the monster races. Prices range between 400 and 600 credits a
pound (0.45 kg), depending on the season. Note: Only a few of
these “fruits” and wines have any magical properties (among the
most popular are those wines capable of getting a supernatural
being drunk), instead most just have incredible flavor or an exot-
ic taste, and last in storage twice as long as normal fruits.

Giant Custom Armor

This shop employs skilled giant metalworkers who have rep-
utations as the finest makers of armor for giant-sized beings and
creatures of supernatural origin and shape. Over half of the armor
must be custom-made, although a large number of common
giant-sized armors are always in stock, and all are of superior
quality. The owner is recognized as one of the best custom armor-
ers on Earth. His real name is Brundim Grugg, but he is more
commonly known by his pseudonym, Rahu-Crusher, champion
of the arena. His primary occupation is running his armor shop,
but his true passion is arena combat. Actually, he enjoys all kinds
of physical competitions as well as brawling, but he gets a spe-
cial thrill in the arena. Rahu-Crusher is a favorite in the arena
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although he rarely accepts battles to the death — he likes know-
ing that he can back out if he does not feel up to it or surrender
and walk away if things do not go his way. This may sound cow-
ardly to some, but don’t tell that to Brundim or he will twist his
accuser into a pretzel or beat him senseless with his four arms and
phenomenal strength.

Brundim spends about half his time training and fighting. The
rest is dedicated to his shop. While the sign on his shop says
“Giant Armor,” most of his wares are produced by his expert staff
of slaves (including Dwarves and other races known as excellent
smiths). Brundim oversees most of the work, except when he is
off fighting. During this period, he shuts down the store until his
return, hence his semi-regular status.

Customers can expect to find over a hundred different styles
of pre-made armor in stock, in both giant and human sizes.
Archaic styles are most popular, but some new styles, including
full environmental armor, are available as well. Only the best,
strongest, and lightest alloys are used in their construction. These
suits cost about twice as much as comparable ones, but the usual
movement penalties are half.

Custom-made armor costs five times as much as pre-made,
but is well worth the price. Prowl and movement penalties are
reduced to one third that of comparable pre-made suits and the
comfort level is amazing. Typically, a custom suit made from
scratch costs about 8,000 credits per M.D.C. point, but weighs
roughly half, and movement penalties are only -5% for every 100
M.D.C. Full environmental capabilities add an additional 30,000
credits to the price of human-sized suits and 150,000-250,000



credits to giant-sized suits. Maximum M.D.C. for a human suit is
150, while giant-sized armor (12 feet/3.6 m and larger) can have
up to 450.

The Third Eye

The Third Eye is a peculiar little shop that moves around the
Dimensional Market quite a bit, but never disappears for more
than a few days (1D4) at a time. Standing outside its door are a
pair of Gigante giants who make the already small shop seem
even smaller. Inside, a robed figure sits at a little round table. In
a raspy voice, he tells visitors that he can foresee their future, for
a price. However, he never states exactly what that price is. He
goes on to say that it is up to the customer to decide how much
his or her future is worth. He does have a minimum price of 100
credits. Anyone who offers less gets a fortune something like, “I
see your insincerity and cheapness (or lack of self-worth) will be
your downfall. Now, leave me.”

His basic service involves divining magic and a psychic read-
ing. He only gleans a glimpse of his customer’s future, but
embellishes it into a full color picture of what is to come. He is
quite adept at making his stories sound authentic, so customers
walk away convinced of what is to come. This is the service that
cheapskates who offer under 1000 credits get. For a higher fee,
his reading becomes frighteningly accurate.

Those who pay more than 1000 credits (especially if it is over
five thousand) will get a genuine reading of their future, includ-
ing any impending or life-threatening danger. Depending on the
danger, and assuming it will appear on Atlantis within the next
few days, he may offer the customer the protection of his person-
al bodyguards, for the customer’s own safety, of course. The
price for this pair of giants can range from 100,000 to one million

38

credits depending on the level of danger, and may not be a bad
deal. However, not everyone wants to have a couple of giants
hanging around, or they may assume the seer is a charlatan try-
ing to scam them out of credits, so the offer is frequently turned
down. In that case, the fortune teller will close the ceremony with
a little chant and let the customer be on his or her way.

If the seer is offended, the end ceremony and chant is a luck
curse which is likely to expedite or initiate the danger foreseen.
If he takes a liking to the client, including those who pay him a
generous fee (or if it serves his purpose), he may offer an addi-
tional word of advice, clue or warning. An evil being, he will not
reveal the identity of the danger even if he has clearly seen it, but
he may offer some cryptic clues or hints. Anybody who tries to
read his mind or manipulate him in any way will invoke his last-
ing ire, be struck down, cursed, and thrown out of his establish-
ment. Those who dare to battle him will be killed and their pos-
sessions claimed as compensation for his trouble and any dam-
ages.

Note: His 7th and 9th level Gigante bodyguards are under the
telepathic control of the seer, who is a 10th level, aberrant,
Cernun Mystic. The Cernun are natural mystics and have the
added power to control Gigantes. This means it costs him next to
nothing to keep them working for him, but he does have to occa-
sionally hire them out to pay for their meals. See Rifts® World
Book Three: England for details on the Cernun Mystic.

Crazy Al’s House Of Crazies

Crazy Al is a strange slaver and amateur technologist. He is a
Master Psychic and Mega-Damage being (236 M.D.C.) who
leaves and returns to the marketplace every few months. Every
time he returns, he always brings a big truckload of Mind Over
Matter (M.O.M) augmented humans and humanoids back with
him. For some reason he just loves Crazies. In fact he is obsessed
with them. Consequently, he deals exclusively in these augment-
ed beings and all their variants, including those offered by the
infamous Angel of Death (see Rifts® Sourcebook 3:
Mindwerks™). Whenever he returns, customers can expect to
find at least a hundred standard Crazies and half as many “exot-
ic” variants, such as the Ultra-Crazy from South America, Ninja
Crazy from Japan, the Psynetic variants from Europe/
Mindwerks, and specimens from all over the Megaverse. He is
also one of the few non-Splugorth merchants who deals in the
Kill Crazy. Prices are usually standard with a 10% discount
offered for the first week after he returns from a buying trip.

He also deals in M.O.M. conversions. Standard conversion is
available at standard prices and is 100% safe. However, he also
offers experimental M.O.M. technology at rock bottom prices.
Crazy Al offers these low prices for one reason: He wants to see
if they work.

In addition to being a merchant and slaver, Crazy Al is also a
scientist interested in M.O.M. technology. He captures and stud-
ies Crazies just to observe their behavior and to take a look at
their implants to see how they work. Rather than trying to remove
the brain implants to inspect them, Al tries to duplicate the design
using his Telemechanic psionic powers while the implants are
still in the subject. This is a rather difficult process since the neu-
rological interface interferes with his probes. Accordingly, his
“knock-offs” are not always perfect.



Some might wonder why he does not just remove the implants
and study them directly. The truth is Crazy Al really is crazy! In
addition to being obsessed with Crazies and M.O.M. technology,
he is jittery, easily excited, psychotic, and is unwaveringly con-
vinced that if the implant is removed from a living subject it is
wrecked and impossible to study. Sometimes this is true; many
Psynetic implants, for example, do self-destruct, but most others
do not.

Note: Crazy Al is a miscreant, 12th level Master Psychic.
Rumors suggest he may have once been a Mind Mage or a Psi-
Tech, but his powers are limited (perhaps from trauma and insan-
ities). I.S.P. 210, Psi-Powers: Mind Block, Meditation, Psychic
Surgery, Psychic Diagnosis, Detect Psionics, Sense Magic, See
the Invisible, Telekinesis (basic), Machine Ghost, Bio-
Manipulation, Electrokinesis and all Telemechanic abilities.

The Rumble House

At least once a week, a big pile of rubble is seen sitting where
this establishment once stood. And after a day or two, a whole
new building is standing where the old one was. This is The
Rumble House, “The best place to find the best fights.” Only the
roughest, toughest creatures dare set foot in the door. All others
risk having that foot crushed beneath somebody’s boot heel. Big
piles of meat and bones line the tables, and liquor and blood pour
from access tubes in the ceiling. Arm wrestling matches, card
games, drinking contests, and just about any bar sport is played
at the many tables all the time. In fact, friendly roughhousing and

bra