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Building the Campaign Prelude to War
The Coalition States and Emperor Prosek are the villains eve-

rybody loves to hate. I know I do.
I've been itching to write this book for over a year now. That

means I've been formulating plans for our favorite villains for a
long time.

The following pages will reveal more about Emperor Prosek,
Joseph Prosek the Second, the CS high command and other key
characters. You'll get some frightening insight into the mind of
Emperor Karl Prosek and the inner workings of the Coalition
States, Chi-Town in particular. You may not believe it, but
Prosek and his High Command are more despicable and duplici-
tous than you may have ever imagined.

This book focuses on Emperor Prosek's vision of the future
for the Coalition States. A future that seems assured by the
launching of his New Army and plans for regional domination
and continental expansion. It was his and Joseph's decision to
give the new "Dead Boy" body armor and war machines a more
frightening appearance. The new designs are intended to intimi-
date the enemy, as well as being tougher and more lethal. The
light assault SAMAS and Super-SAMAS now fly alongside the
old, famous "Sam." The Glitter Boy Killer, Hellraiser IAR, new
Skelebots, tanks, aircraft and weapons have all been added to the
Coalition's arsenal. New alliances are in place, old ones have
been shattered, and the battlelines drawn.

To help bring this all to life is the artistry of Vince Martin,
Jim Lawson, Peter Laird, and Martin McKenna, but it is Wayne
Breaux Jr. who really gave this book his all. We worked closely
together to create an entirely new front line of massive and men-
acing CS combat vehicles. He pounded out one terrific design af-
ter another and worked ceaselessly for over two months to
produce (what I feel is) the best artwork of his career! When one
artist backed out of the book at the last minute, it was Wayne
who jumped in to take up the slack along with Jim Lawson and
Martin McKenna. Long-time fans will remember Jim Lawson
and Peter Laird from Palladium's After the Bomb® mutant ani-
mal line (not to mention the Ninja Turtle comic books). As for
Martin McKenna, the smattering of incredible artwork in this
book is just a glimpse of things to come from him. If you can't
wait to see more of his work, take a look at the Palladium Fan-
tasy RPG 2nd Edition. Besides, if you like fantasy you'll love
the Palladium Fantasy RPG, now compatible with Rifts® (some
modification is necessary).

As if all this raw excitement wasn't enough to give our fans
heart palpitations, it appears Palladium Books is single-handedly
holding down the price barrier for role-playing games. We
couldn't believe our eyes during a visit the other day to our local
game shop. 96 and 128 page books for $18 to $20 dollars! With
prices topping out at $28 and $30 dollars! Holy cow! I guess
we've been so busy getting out products and sending new prod-
uct into production that we missed the price hike of the century.
And to think, we worried when we raised our cover price by one
thin dollar in January.

But enough of my ramblings. See what Emperor Prosek has
in store for the Americas. Learn and tremble.

Kevin Siembieda —1996

The Secret Army
For the last year, rumors and conjectures about the Coalition

States' involvement in a secret campaign of genocide, experi-
mental weapons tests, and all sorts of treachery have run rampant
in territories along the western borders of the Coalition States.
The now famous Juicer Uprising seemed to be part of the Coali-
tion's diabolic plot, but it turned out to be the machinations of a
hidden alien invader. Still people wondered what the CS might
have up its sleeves.

It began two years earlier with the appearance of mysterious
raiders clad in black and white skeletal armor. No one knew
from whence they came, where they went, or why they attacked.
Like harbingers of death, these armored warriors would bear
down on a village or a caravan and decimate it. They struck
without provocation, rhyme or reason. They left no witnesses
and took no booty. Their only purpose seemed to be destruction
for its own sake. Or was it genocide?

The "Skeleton Raiders," as they became known, seemed to
target nonhumans — the only two exceptions were an encamp-
ment of mercenaries hired by Tolkeen, and a town known to sup-
ply and harbor members of the Federation of Magic; both known
enemies of the Coalition Statesl Speculation soon turned to a
Coalition plot. Was it coincidence that these armored devils
wore the infamous Death's Head that had become the Coalition
States' trademark? The armor and markings were different, more
alien and frightening than the famous black Dead Boy armor, but
could it be a variation for a special division? Perhaps field tests
of an experimental prototype armor using D-bees as guinea pigs?
While it was true murderous aliens emerged from the Rifts with
terrifying frequency, and bones, skulls, and death's heads are a
common motif among Juicers, bandits and warriors of all kinds,
many felt the similarities and coincidences were more than mere
chance.

Many contended that the Skeleton Raiders had to be tied to
the Coalition States. They attacked only D-bees and enemies of
the Coalition. They never ventured into the heart of CS territory
and not a single human citizen of the States was ever endan-
gered, let alone injured or killed. At least 90% of the attacks oc-
curred in territories west of the Coalition States of Chi-Town,
Missouri, and Lone Star (Texas), with occasional incidents in
Arkansas, Minnesota and the Ohio Valley. A tiny handful of sur-
vivors reported close encounters of the worst kind with Skeleton
Raiders in flying power armor and giant airships reminiscent of
the Coalition's Death Head Transport. Most of these survivors
frequently disappeared without a trace. Two were captured by
CS soldiers and charged as subversives.

Only the Coalition State of Free Quebec (the furthest away
from the actual incidents) expressed concern about these raiders.
Chi-Town authorities issued the following statement:

"After a thorough investigation, we have found no evidence
to support the existence or activities of a threatening force from
another dimension. Rift activity has been light to moderate.
Those who suggest otherwise are alarmists and rabble-rousers."



Despite their claim of a "thorough investigation," there was
no evidence that even the most cursory investigation was actu-
ally conducted, more evidence of CS deception and a possible
conspiracy.

The CS propaganda machine continued to routinely suggest
that these "reports, rumors and wild imaginings are the result of
unsubstantiated paranoia, mass hysteria, coincidence, D-bee ac-
tivity, the deliberate acts of terrorist groups, the work of sorcery,
and hallucination." In a calculated move that only benefited the
CS, Emperor Prosek authorized the mobilization of 80,000
troops, "... in an act of good faith, to allay the fears of those who
call upon us for help." In addition to the troops, new border out-
posts were established "... to create a sense of increased security
in the areas most troubled by these 'phantom' raiders."

The deployment of troops only served to more firmly en-
trench the CS along its borders and raised more speculation that
the CS was somehow involved.

Gossip fueled by hate and terror spread like wildfire. One of
the most popular rumors was that the mysterious raiders were ac-
tually a new branch of the CS Army conducting military maneu-
vers in non-allied territories. Another was that the Coalition was
conducting field tests of experimental military equipment. And
one of the most far-fetched (and terrifying) was that the Skeleton
Raiders were really a CS army battalion from a parallel dimen-
sion that had formed an alliance with the CS of Rifts Earth in an
action to conquer both planets.

The inhabitants of North America would soon learn that the
first two rumors were closer to the truth than anybody would
have liked to believe.

Shortly after the Juicer Uprising, Emperor Karl Prosek ad-
dressed his people to fuel the fires of their fears. He used the in-
cident as a springboard for his announcement of a military
campaign he called, "the Crusade for Humanity," and the unveil-
ing of the New Coalition Army.

The following are excerpts from Emperor Prosek's speech in-
augurating the "New Coalition War Campaign."

Emperor Prosek
"To embrace the inhuman is to lose our humanity.
"To accept the alien is to lose our identity.
"To use magic is to forsake technology.
"Magic and the acceptance of the monstrous, alien and inhu-

man is the poison that eats away at our people!
"They represent an enemy obsessed with eradicating human-

ity from this Earth. Our Earth! But we shall not succumb. We
will not be like the weak fools in Tolkeen, Kingsdale, Lazlo and
other domains where men consort with monsters and are seduced
by magic. Unlike them, the people of the Coalition States are
proud and strong. We have not forsaken our humanity. Our hu-
manness is precious and pure. We will not allow the destruction
of human civilization without a fight!

"We are human! We are the people of Earth! This is our
world! Ours alone!

"I cannot and will not stand by idle and mute while our iden-
tity as a people and our very existence is strangled by the hands

of demonic invaders! I refuse to let my race be obliterated! I will
fight till my dying breath, or until man is again the master of his
fate and his world! That is my solemn oath. That is my promise
to humankind.

"I am your salvation! Trust in me! Follow me! See that my
words ring with harsh truth and justice. Do not allow the inhu-
man invaders to tread on you or your neighbor. Together we can
push off the heavy foot of oppression that seeks to hold us down
and crush our spirit.

"Do not be afraid to stand with me in the pursuit of triumph
and justice against our inhuman enemies, they who would mur-
der our children, enslave us like cattle, and rape our beloved
planet. Join me for the good of all mankind! I shall lead you to
freedom and glory, though it be down the long and painful road
of war. Remember, freedom and justice are never easily plucked.
They must be earned through hard-fought battles and heroic sac-
rifice.

"War is what binds us and gives us direction and hope. Hope
that we will one day be free of the tyranny of the creatures from
the Rifts! Free to walk outside our walled cities without fear.
Free to let man's genius and creative spirit soar without being
beaten and mocked by easy magic and alien powers.

"It is our resolve that makes us strong and unites us as a peo-
ple. A resolve to reclaim our world from the monsters who seek
to enslave us and the madmen who call upon dark magicks.

"I have been called ruthless. I have been called mad. If I am
ruthless, it is because I fight without mercy against the enemies
of humankind. I will not loosen my fierce grip on my humanity
or my identity. Nor will I sacrifice my race to the alien hordes! I
am human. This is my world, and I lash out at the enemy without
hesitation and with brutal force. I conduct a war of annihilation
against the alien, the grotesque and the unnatural. They are the
abominations who seek to usurp humankind's place in the world,
and I will not allow it. I sing out to all D-bees, mutants, aliens,
demons and monsters, this is my world and you cannot have it!
My people and I will fight you to our last breath. Go back to
your hell pits and abyss of magic. Remain on our planet and pre-
pare to be destroyed! If not by my hand, then by the multitudes
who stand with me and who will not succumb! If this is ruthless-
ness, then I am ruthless!

"My dream is a dream of peace and prosperity for all human-
kind. I fight for the generations that will follow me so that they
can walk our planet without knowing the fear and chaos that we
must endure today. If my dream of salvation, freedom, and peace
are those of a madman, then I welcome my insanity and bid you
all to share in my madness!"

Cheers and applause erupted throughout the speech, but the
Emperor's last statement elicited a standing ovation that lasted
15 minutes. Televised close-ups of the Emperor showed him so
moved that a tear ran down one cheek. News commentators
praised him for his leadership, compassion, courage and convic-
tion.

Phase One: A Campaign of Unity
The Emperor continued by outlining "a new military offen-

sive." Phase one was a "Campaign of Unity." He proudly an-
nounced that the Coalition States of Missouri, Lone Star, and
Iron Heart completely supported his plan. Iron Heart was rec-
ognized as a major manufacturer and political power. The Em-
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