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A few words from the Author

This book is about technology and secrets.

On the technology end of things, Rifis® Sourcebook One
contains robot creation rules, robot repair and salvage rules,
optional robotic player characters, A.l.s, Archie Three and his
legion of robots, Wilk’s weapons, vehicles, weapons and robots
from Triax and Northern Gun, and the long awaited info on the
Republicans. That’s a lot of tech toys to play with, and we know
you’ll enjoy including them in your games.

Some of the robots and tech are items that appeared in the
original edition of Rifts® Sourcebook One with revised and
updated descriptions and extra nuggets of information, others are
brand new. I’ve also tried to organize the data better and bring
stats in line with Rifts® Ultimate Edition.

By way of secrets, we return again to Archie Three and the
introduction of the Republicans. I hope you find the history and
relationship between these two unique relics from the past to be
fun and nothing short of mind-blowing, so ‘nuff said here. Read
about ‘em elsewhere in this book.

Actually, there are secrets scattered throughout this source-
book. Even the monster section contains some secrets. The
secrets are often hidden in the updated material and speak to new
developments in recent years or months, and may warn about
things to come as well as offer new avenues for adventufe. [
hope you find these adventure ideas intriguing and fun to play.
Ideas that you’ll grab and run with and make your own. If you’re
looking for a surprise or two, then you definitely want to read
about the Xiticix in the monster section and about Afchie’s
private war with the Splugorth via his Shemarrians, as well as
events involving Archie and the Republicans.

Speaking of secrets, I want to let you in on one of mine. 7he
Republicans were first mentioned in the Rifts® RPG way back
when it was first released in August 19907 However, they were
never mentioned again. Why? Did I havg some grand scheme fox
them?

As it turns out, I sort of did, but truth be told, I had forgotten
about them. Yep, I forgot I had ever mentioned the little buggers
until, out of the blue, fans started asking me, about them 10
years later. I went back, read the mention, checked my old notes
and vowed that I wouldsbring them te life. As I worked on the
Chaos Earth® RPG T also hatched my plans for the Republicans.
Ironically, preseniting them now, a few years after Rifts® Chaos
Earth®, works perfect.

Here’s another personal tidbit. One of the cool things about
writing fiction is that sometimeés your characters and ideas take on
a life of their™oWn,, When that happens, you, the writer, suddenly
find thefideas running off on their own and you feel more like an
observer chronicling their story rather than the creator writing it.
For me, it’s as if aliens were beaming the story into my head and
I’m just writing it'all down as fast as I can before the transmission
ends or I forget something important. It’s awesome whenever
that happens, and it seems to happen a lot when I’'m writing
about anything involving Archie Three, and by association, the
Republicans. Their history, story and conflict with Archie just
poured out of me and went in directions that surprised even me.
Imagine, if you can, me pounding away at my keyboard, writing
a mile a minute and saying aloud, “Holy crap! I can’t believe
it! Who knew!? The fans will freak!” I know, stupid, but true.

Maybe it has something to do with the fact that I’'m a fan of this
stuff myself. Maybe it has to do with the writing process and
tapping into the deepest corners of your imagination and losing
yourself there. Or heck, maybe there really are aliens beaming
these stories into my mind and I just let the words spill out onto
paper. Whatever the process is, I hope you enjoy the end results.

Oh yeah, and you ain’t seen nothin’ yet. My freelance writers,
artists and I have a million dynamic, new adventures _to share
with you. I guess those aliens must be working overtime beaming
out all those stories and ideas.

Unleash your imaginations andfgame on.

— Kevin Siembieda, January 2007

Secrets of Technology
. .. Lost‘and Found

When the Great Cataclysm struek, human civilization collapsed
in a matter of days.

Thescope of the disaster defied imagination. Think Hurricane
Katrina times a million across the entire globe. No government
or military 4@uthorities to provide relief. No communications.
Not'enough doctors. And add to it all one new freak storm and
disaster after another, hour after hour. A continuous barrage of
mass destruction, total anarchy, and madness, accompanied by
monsters streaming through holes in the skies that people would
later call “the Rifts.”

Over the next decade, human life, let alone human civilization,
was nearly wiped from the face of the planet. Technology which
had reached new heights just before the Coming of the Rifts was
gone. Most people lived like cavemen and vagabonds. Those
who understood the workings of technology and were fortunate
enough to have access to it, were the only ones who had anything
resembling modern conveniences. They lived in isolated terror as
if they knew their days were numbered. That one or two percent
of the population who clung onto technology and possessed
generators, electricity, heat, drinking water and a hidden, fortified
sanctuary would, with the passage of time, be discovered by
men or monsters. It didn’t matter which, because the outcome
was always the same with both. Discovery by either led to being
attacked, overrun, the sanctuary destroyed or taken over, the
lucky residents run out with what they could carry, the unlucky
ones slain, or worse.

These were dark times when people killed one another for a can
of beans, a pair of shoes or a warm blanket. Those with guns had
an advantage over their fellow humans without weapons. Those
with the military’s new Mega-Damage weaponry might have
even enjoyed moments of triumph, or a year or two as the leader
of a band of survivors. A few even ruled as king of a gang, town,
or homemade fort, but sooner or later, they fell to an alien plague,
the living dead, D-Bee invaders, demonic hordes, monsters or
magic. Fragments of advanced technology and even the mightiest
of weapons, power armor and war machines were not enough to
stem the tide of chaos.

Twenty years after the Coming of the Rifts, 90% of all
human technology was lost and forgotten. Within fifty years, 98%
of the human population lived as savages who shared a planet



